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In order to preserve the secrecy of this unfolding world, Brady's FINAL FANTASY® XI guide does not reveal all aspects of the game. Our guide covers missions and quests 


through rank four only; and some new areas are left secret. We cover crafting through the novice rank only, and we cover items, monsters, character abilities, spells, and high- 


ca level skillchains through level 70 only. 


Whether Hume, Elvaan, Mithra, 
Tarutaru, or Galka, the world of 
Vanadiel is a place of adventure, mys- 


ticism, and dang Tr. Twenty years ago, 


the forces of darkness came together to 
threaten the lives of all free people. 
Even banded together, the races of 
light could not win all of their battles, 
Many people fell to the beastmen, 
magic, and siege weapons of a distant, 
dark master. Yet, life and resistance 
continued. Years later, a new generation 
has risen. As the darkness is pushed 
away, driven into the most remote cor- 
ners of the world, peace can reign once 


again, ... Or so it seems. 


Bur whar lies on the horizon for the 
heroes of Vanadiel? The greatest 
strength of the darkness is that it is 
tenacious! A tentative peace has led the 
great nations to loosen the bonds that 
held them together during the worst 
times. The men of Bastok argue with 
representatives of Windurst over how 
best to use the land and its resources, 
while San d’Orians dream of their 
glory days returning. As new evils 
spawn across the world, will those who 
understand be able to bring leaders to 
their senses? Or, will they Nave to go 
against the shadows w ith only their 
closest friends at their sides? It is an age 
of great decisions and of terrible con- 


sequences for those who fear to act! 


A SECOND GUIDE FOR 
A GROWING WORLD _ 


Gomes with this scope are not created 
in a day, nor can they be explained fully 
with @ single text. Each season, new con- 
tent is prepared for the players of FINAL 
FANTASY XI, ond the updates add new 
quests, levels, monsters, and other con- 
tent. This makes it essential for o strategy 
guide to update itself with the most current 
information and wisdom of Vano'diel. Now 
that people have explored Vona’diel on 
their own, we con discuss many new sub- 
jects without ruining the play experience. 
This guide not only expands to cover the 


PS2 release of FINAL FANTASY XI, but it 
adds new character strategies, areas, 
quests, monsters, equipment, and tactics. 


LIST OF ADDITIONS 
© New Quests 
Gardening & Chocobo Digging 


Wyvern Information for the 
Dragoon Job 


Advanced Strategies for 
Making Money 


Higher Level Equipment, 
Abilities, and Monsters 
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Matestic Cities 


The story of Vana‘diel ts told through the histories 


and 


monsters and creat 


power, knowledge ety. Beyond the city walls, 


of her greatest cities. Throughout the best and worst of times of recent generations, people have flocked to these places of 


ires of the wild hold dominion. Yet, the power of the crystals that are strewn throughout Vana diel 


fuses people with strength and hope. Using th ; of the crystals, citizens have forged many tools to ward themselves from har 
infuses PeOoP: © with strength and hope. Sing the energy of the crystals, citizens have forged many tools to ward themscives from harm, 


The four great nations of Vana diel have divided the settled Jands amongst themselves, and their mayesty is seldom rivaled by any kingdom or empire that survives today. 


However, there is much to the world that lies beyond these borders, Though these are the first places that an adventurer will hear of, likely being raised in one of them, there 


is much more to find! What of the port towns of Mhaura and Selbina? Does Rabao fight for a living out of the desert as distant travelers have said? And more must be shown 


of far-away Kazham and the mysterious Norg. There is always another valley, a deeper dungeon, and more to see for the pereiptent adventurer. 


REPUBLIC OF BASTOK 


In each land, the nature of power reflects the people who live there. In the ridges of 


Bastok, Humes and Galka build structures of stone. The windswept bluffs echo with 


the sound of picks and carts. Here, prominence grows through technology. Although 
still a young nation, the Bastokers have forged a niche for themselves that expands 


each day, Stories of the mythril mined by Bastok have made the | 


dary metal 


prized the world round, and wealth flows into the city and Hume's pockets from the 


mines and Galka who work below. 


Humes are a varied people, in looks, means, and desires. The men and women of this 
race make Bastok a center of innovation. In contrast, the mighty Galka are similar in 
stature, being the most imposing race 
2 1 1 7 t 
to join the side of light during the 


fierce battles of the previous genera- 


tion. Bastok has always needed the 
strength and vitality of the Galka. 
Whar Galka bring out of the mines, 
Humes take to the forges, auction 
houses, and markets of Bastok. 
Eventually, these goods reach such dis- 


tant cities as Jeuno and even Windurst. 


KINGDOM OF SAN D’ORIA 


The ancient Kingdom of San d’Oria is the home of the Elvaan. Unparalleled in its 


power, San d’Oria has been a land divided by strong beliefs. Those of a more secu- 
lar nature have followed the martial leadership of the knights within the capital, 
while the religious faithful follow the church and its teachings. Currently there is 


peace, but it is a fragile balance of power that maintains the serenity of San d'Oria. 


I he Elvaan are a strong race of people, 
POF 


and stern deci- 


given to devout li 
sions. More powerful physically than 
most Humes realize, the lithe build of 


this proud race belies their strength. 


all sorts throughout history, and noth- 
ing beyond themselves will stand in the 


way of their prosperity, 


Elvaan have bred healers and fighters of 


FEDERATION OF WINDURST 


In the east, far away from the troubles 
of San d’Oria and Bastok, the Tarutaru 
and Mithra live in quiet and verdant 
beaury, Fueled with magic and knowl- 
edge, Windurst has been the center of 
scholarly pursuits for qurte some time, 
Even though the Tarutaru lost many of 
their finest during the Great War, they 
are slowly recovering, One generation 
may be enough time to train a new 
legion of Warriors and other fighters, 
but magic is a more arduous field to 
master. Luckily, the friendship of the 
Mithra and a tentative peace with the 
militant Yagudo has managed to give 
Windurst all the time and space it 


needs to flourish. 


Tarutaru are kind and loving by nature, 
Unlike the Humes or Elvaan, the Tarutaru seldom dwell upon negative emotions. 
The many healers who train under the boughs of Windurst’s Great Star Tree give tes- 
tament to the notion that this is a place of wonderful things. At the same time, 


sven when 


Tarutaru Red and Black mages have never flinched or fled from danger. 
times are bleak, the Tarutaru are dependable—no matter what the price. 


Mithra are a common sight in all the areas around Windurst, Far from being as stu- 
dious as the Tarutaru, Mithra are very graceful and cunning. Perhaps feeling that the 
Tarutaru can't look after themselves (being overly kind and naive), the Mithra pro- 
tect their diminutive friends by out-thinking and outwitting anyone who attempts to 


harm Windurst. 


GRAND DUCHY OF JEUNO 


Jeuno is a hub for all three of the great nations. This free duchy steers away from 
troublesome politics and accumulates its wealth from the trading between them, 
Humes and Goblins both live in Jeuno, and they are certainly willing to trade with 


outsiders—for the right price. 


Jeuno is positioned at the center of Heaven's Bridge, which connects the two major 
continents of Vanadiel, thus making Jeuno the perfect spot for any trade route. It is 
almost impossible to get around the area without passing through Jeuno from time 
to time. In addition, Jeuno is the headquarters for the Air Travel Agency of Vana‘diel. 
All travel done by flying ships goes through Jeuno before reaching their final desti- 
nations. This further improves the ability for Jeunoan merchants to take first crack 


at any deal. 


PORT TOWN OF MHAURA 2 


The dunes of Buburimu Peninsula 


eventually give way to this remote city. 


Renowned for its port trade with the 
western town of Selbina, this refuge is 
sought by many wanderers {especially 
during the eerie evenings when foul 


creatures stalk the desolate land out- 
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side the city walls). 


TOWN OF SELBINA 


The Valkurm Dunes have a terrible 


reputation. Those who live in the har- 
bor town of Selbina are accustomed to 
seeing the flight of adventurers in the 
early hours of the evening, as the living 
dead rise from the sands and seck 
destruction. Selbina benefits from the 


f 


flow of people heading east out of 


Bastok and San d’Oria. 


After a long trek across the Altepa Desert, Rabao is a welcome sight. Travelers stop 
here to soothe sore muscles and parched throats with the water of the oasis, Treasure 
hunters and explorers alike use Rabao 
as a base camp for trips into the myste- 
tious Altepa. It’s said that the Galka 
originally hailed from this area and had 
a spectacular civilization that is con- 
stantly being buried and uncovered by 


the ever-shifting sands of the Altepa. 


KAZHAM 


Nestled where the Yuhtunga Jungle 
meets the sea, the Mithra have made 
this their home. The rulership of 
Jakoh Wahcondalo has kept Kazham 
from being reclaimed by the ever grow- 
ing jungles. At first glance Kazham 
seems nothing more than a small vil- 


lage. But after some time spent here, 


adventurers begin to see what this 


have a substantial amount of quali 


town offers. The shops, while limited in scope 


ty gear that is seldom found outside Kazham's borders. 


NORG 


Tucked into a small cavern touching the ocean, it is a wonder that Norg survives at 
all. There are dangerous undead just outside the gates and no room to stretch in the 
confined quarters, Although there are 
few resources here, heroes come from 
distant lands to speak with some of 
the more experienced people of Norg. 
The presence of Nomad Moogles and 
an Auction House are added perks for 


those w illing to brave the journey here. 
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The Races of Vana’‘diel 


: 
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The Races of Vana'diel 


ELVAAN 


A race of proud warriors, The Elvaan are the founders of two legendary orders of knights in the nation of San d’Oria. Physically, they are characterized by their tall, slender 
bodies and pointed ears. Their unshakable pride and faith in their beliefs is visible in each of their determined faces. Both males and females of the race excel in swordsman- 
ship. Most Elvaan seem to eschew the business world, preferring an austere lifestyle as skilled swordfighters. 


GALKA 


The Galka are a hulking race of powerful warriors, The Galka's capital city, located in the Altepa desert of Zepwell Island in the southwest corner of the Quon continent, 
fell to an attack from giant ant creatures six hundred years ago, The surviving Galka spread throughout Vana‘diel, and a large number of them eventually settled in Bastok. The 
sheer strength of their powerful physiques is second to none, They have used their skills to contribute to the construction and development of the numerous mines in Bastok. 
However, it seems that some Galka have less than fond feelings for members of the Hume race. 


HUME 


Originating from the Bastok region, Humes have spread to the farthest reaches of Vana‘diel. This race is characterized by its equally balanced abilities, moderate intelligence, 
and high level of skill in numerous areas. This combination of traits has played a large role in Bastok’s growth into a prosperous nation of technology and industry. 


MITHRA 


The Mithra are a predominantly female race of hunters who live alongside the Tarutaru in Windurst. They are easily identified by their characteristic ears, which give them 
spectacular hearing ability, and their long tails, which result in an unparalleled sense of balance. They are known for their energy, curiosity, and their penchant for causing play- 
ful mischief. The Mithra enjoy a friendly relationship with the Tarutaru, and this attitude of mutual cooperation has made Windurst a nation of peace and prosperity. 


TARUTARU 


The Tarutaru are a race of skilled magic users who call Windurst their home. Although the Tarutaru physically resemble children, their size does not reflect their age. Masters 
of the magical arts, the Tarutaru have honed their abilities through dutiful study of the world around them. Their dedication and hard work fueled the rapid reconstruction 
of Windurst after its destruction in the Crystal War. The Tarutaru enjoy a friendly relationship with the Mithra, who call Windurst their home as well. 


How to Use This Guide: 
Searching for an Answer? 


This guide has more information than most guides, owing to the more complex nature of massive-multiplayer games. Because there is so much to learn, most people won't 
simply read the book from coyer to cover and remember everything that was read. Readers can go to a particular chapter for assistance in any quest, mission, or character issue. 
Knowing where to look for various problems makes it faster and easier to find those nuggets of information when you only need one thing to move forward in the game. This 
small section explains how the guide is structured and where you will find what you need. Remember, FINAL FANTASY XI is a game intended for the player to explore and 
enjoy on their own. This book is meant to be a “guide” for the player and not a complete walkthrough of the game. 


GAME BASICS: YOUR FIRST DAY 


The early sections of the guide are intended to bring players up to speed with massive-multiplayer games in general. Overviews of the cities and races offer the reader a chance 
to get acquainted with the world of Vanadiel. 


Mastering an Interface covers the commands and interface issues of FINAL FANTASY XL This section begins with a quicklist of the most important commands, then goes on to explain 
the status windows, alternate command usage, and emotes, Even experienced multiplayer veterans should spend time learning the commands specific to FINAL FANTASY XL 


The Macros section gives the player a list of macros to incorporate into their gameplay and ideas about how to make ones that are useful. There are also several sample macros 
to begin getting players in the mindset for future, job-specific macro ideas. 


GAME BACKGROUND: THE WAY OF THINGS 


Common Tactics: Traditions is for beginner and intermediate players who want to learn more about the concepts and common tactics of online roleplaying games. There are many 
techniques that are shared between almost all of the fantasy online games, and these are explained in detail to give all starting players an equal footing while adventuring. 


The next few sections are focused directly on FINAL FANTASY XL. Roleplaying: The Breath of Life examines roleplaying possibilities in Vanadiel by race, job, and choice of home- 
land. This section is of additional interest for players who are excited about the social aspects of online gaming. 
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Strategies: Tricks of the Trade is all about 


advanced play concepts that enable 


characters to move around the world 
of Vanaddiel in safety and confidence. 
That particular subchapter develops 
many of the ideas for character pro- 
gression, finance, and victory that will 
carry players forward from day one 
until the end of their careers. All of 
these are specific points of advice that 
explain how and why characters and 
parties act as they do. Skillchains, 
spells, job abilities, faster experience 
gains, and other concepts are explored 


and recorded there for players of all 
skill levels. 


OBS: WALKING YOUR PATH 


On the Job is one of the most important places for readers to visit when they ate cre- 


ating new characters. This chapter explains the strengths, weaknesses, and methods 
of victory that define each job. Novice players will appreciate the clearly detined 


tables of statistics. 


Experienced players may already know some of the tricks and truths of character 
creation, but the finer points of certain combos and methods are still hidden for 
many until all of the information is brought to a central source. Job-specific macros, 
more effective grouping techniques, solo techniques for each job, where to go for the 
easiest fighting, and more. This section 
of the guide should have more than 
enough information to give even veter- 
ans a lot to think about when training 
for a new job or making a second char- 


acter, 


In Raising a Character, players are given 
additional information on their char- 
acters (gaining levels, finding more 
money and items, etc.). This is geared 
toward specific regions of Vana‘diel so 
that the strategies move from purely 
subjective ideas toward a more objec- 


tive and repeatable format. 


EQUIPMENT: THE RIGHT TOOLS 


With all of the style and philosophy passed, the guide gets into the statistics and 
direct analysis of items and the crafting system. This is a reference section that will 
be of continuing use throughout your experiences in FINAL FANTASY XI. 


The Weapons, Armor and Accessories sections cover store-bought items and special quest 
loot throughout most of Vanaidiel. With hundreds of items from which to choose, 
the tables are organized for people to find what they want as quickly as possible. 
Information like required character levels, job restrictions, and special attributes are 
provided to make these lists indispensable. Players who use the auction house fre- 
quently (to buy and sell various items) may want to keep a piece of paper in that 
section to record additional information with these lists (common prices on their 


server, particularly good items to trade, etc.). 


CRAFTING GUILDS & TRADES: 
THE ART OF SYNTHESIS 


The Eight Main Guilds opens the section with craft-specific information. Anyone who 
wants to make money or create powerful items through the crafting system will be 
delighted to find many of the recipes and techniques used for crafting in the Crafting 
Guilds section. This ts even a helpful subchapter to read for those who deal with 
crafters instead of doing it themselves; it will give buyers a better appreciation for 
time and methods of their business partners. Also, it may give hunters an idea of 
what to look for out in the wild to assist friends back in the cities, 


Other Ways to Make Gil and Fishing: The Other Guild offer a few alternate paths that a 
player may choose to take in an effort to make riches. These are out of the ordinary 
fields, but no less interesting. 


QUESTS & MISSIONS 


A massive compilation of maps, quests, 
and misstons throughout the land will “sms Bastok 
help players complete tasks that they've 
decided to undertake. This section is 
divided by the cities to make it easier 
for the reader, By looking at a city’s 
information, a reader can learn about 
the layout of the town and where to go 
for various quests and missions 


(including how to complete them). 


REGIONS: IN THE WILDERNESS 


The Regions subchapter lists the mon- 


sters that are found within the outdoor 
areas and dungeons and_ highlights 
important landmarks for players. 


For your convenience, there are tables 
and charts for quick use in the rear 
Saas = Appendices. The Glossary will greatly 


The A to Z List 


help new gamers understand the lingo 
of this game and the genre itself. 
Listed alphabetically, the glossary pro- 
vides standard terms, any common 
synonyms for those words, and a defi- 
nition for how they are used during 
gameplay, The full Bestiary is there, 
including monster weaknesses for 
those who hunt with a purpose. Also 
included are magic lists, skillchain info, 


and potion and meal effects. 


It's very important to learn tricks to become more comfortable with the interface of a massive multiplayer game. Hours are spent fighting monsters, seeking fine treasure, and 


attempting to hone groups of allies into a fighting force. Without sublime interface control, you may waste precious time wrestling with locking onto the wrong targets, sit- 


ting down awkwardly, and generally missing the sensation of being in absolute control of a character. 


Knowing all of the game's controls and macros is an important start toward mas- 


tering an interface, FINAL FANTASY XI has a host of useful methods for increasing 


a character's potential. This is magnified when everyone in a group understands the 


techniques involved with character control. 


USING YOUR PLAYSTATION®2 
CONTROLLER 


Though a number of players will choose to pick up a USB keyboard and mouse for 
playing FINAL FANTASY XI on their PS2s, it is completely viable to use the PS2 


Dualshock"2 Analog Controller instead. The following table explains the basic use 


of the controller during gameplay. 


PS2 CONTROLLER COMMANDS 

BUTTON USED COMMAND 

Directional Buttons Change Target/Move Pointer 

Left Analog Stick Move Character 

Right Analog Stick Move Viewpoint 

Confirm Message/Select Closest Target or NPC 

5° w/o Target Open the Action Command Window 
& Cancel Command/Delete one line of Log Window 
|-* (In First Person Mode) } Allows Character to move Side-to-Side (Strafe) 
Select Active Window/Access Optional Commands for Menus 
Open Main Menu 
Toggle Autorun (When Moving) 
Open the Software Keyboard 
Open Macro Palette 
Open Macro Palette 
Lock onto Target 
Rest and Heal 


Ra, Toggle Ist Person/3rd Person Views 
saat Suspends Play and Allows Player to Use PlayOnline Viewer Services 
svat Opens the Command Suggestion Window (When Entering Text) 


st Toggle Windows (Hides Interface) 


In terms of game functionality, the PS2 controller offers everything that is needed 
for a player to enter the game and fight effectively. Macros, battle commands, and 
all normal combat techniques function normally, In addition, the use of such a 
compact device makes it very fast to do a number of things (switching targets, get- 
ting to macros, etc.). The only substantial setback is the need for a software key- 
b board. This makes it slower to communicate with other players when asking impor- 


tant questions, adventuring, or roleplaying. 


To compensate for the text problem, players can use the default speech macros and 
create some of their own to expand on common issues. A macro hawking a crafter's 
goods will only take a minute to make and can be used repeatedly; even keyboard 
players may take this route for frequently-repeated queries and offers. Have a sec- 
tion of macros to answer common group questions (what level is your weapon skill, 


do you haye “x” spell/ability, etc.). 


Indeed, with careful macro planning, the controller user can further reduce the loss 
of presence during battle. Using macros for favored emotes and statements will sat- 


isfy a number of players on the matter of roleplaying. 


The keyboard commands shown here are the defaults. You can assign different func- 
tions to the key by using the “Key Assignment” function found in the Keyboard 


option, under the Config menu. 


QUICKLIST OF SHORTCUTS 


AND KEYBOARD COMMANDS 


KEYBOARD SHORTCUT COMMANDS 


COMMAND 


FUNCTION 


Fl - F6 Selects party members, in order, from the status display. 
fT Targets your character. 

Fa Targets the closest Non-Player Character. 

F9 Targets the closest Player Character. 


FIO Targets the closest party member to you 
Ctrl/Alt + [0-9] Use designated Macro. 
Cirl/Alt + SHIFT + [0-9] | Switch Between macro page: 

Will lock or unlock a chosen target OR cause your character to heal if 
no targets are selected. 


Engages/Disengages attack mode. 


Ctrl +A or Alt'+ A 


Ctrl + Cor Alt + C Checks the current target, whether PC or NPC. 
Ctrl + E or Alt +E Opens the Equipment window. 
Cirl + G or Alt + 6 Makes the target monster atfackable by anyone. No experience is 


given to anyone. 
Your character will sit and begin to heal. 


Opens the Item window. 


Ctrl + H or Alt +H 
Ctrl + | or Alt +1 


Cl + J or Alt + J View current job ability. 

Ctrl + Lor Alt+L Lets you send a message to your Linkshell Group. 
Ctrl + Mor Alt + M Opens the magic window. 

Ctrl + Por Alt + P Lets you send a message to your party. 

Ctrl + Ror A+R Reply to the latest “tell” you received. 


Ctrl +S or Alt +S Lets you send a general message. 

Ctrl + Tor Alt + T Lets you send a direct message to another player. 
Ctrl + V or Alt +V Toggles through Point of View. 

Ctrl + W or Alt + W View current skills. 

Ctrl + D or Alt + D Use a Range Weapon on the current target. 
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BATTLE COMMANDS 
COMMAND 


/autotarget 


FUNCTION 


“/autotarget x" where x is “On” or “OFF.” On causes your PC to 
automatically engage new enemies that are already in melee after 
your target has fallen. 

Targets a party member and assists them in attacking whatever 
monster they are targeting. 

“/attack x" where x is “On” or “Off” Used to start or stop battle. 
Cancels attack mode. 
Calls for help and allows others to harm your target monster 
(EXP is not given to anyone). 

Uses a ranged attack on enemy. 


/assist [/as] 


Jattack [/a] 


/attackoff 
/help [/h] 


/range [/shoot] 
[/ throw] 


DEPENDENT COMMANDS 
COMMAND FUNCTION 
<me> Causes an action to auto-target your PC. 
<t> Chooses the current target for an action. 


<st> 


Used in a macro, this enables a PC to select a target for an action each 
time the macro is used. 

Displays your character's current and maximum hit points. 

Displays your character's current and maximum magic points. 

Displays your current hit point percentage. 

Displays your current magic point percentage. 

Displays your tactical points. 

Use in o party to blow a loud whistle ond alert allies. (This command 
only works in “Party” chat mode.) 


Displays your current position in map coordinates. 


<hp> 
<mp> 
<hpp> 


<mpp> 
<tp> 
<call> <call2> 

<call3> ..<call21> 


<pos> 


GAMEPLAY COMMANDS 
COMMAND FUNCTION 
|follow Automatically follows the current target. 
icheck [/c] Check the current target, whether PC or NPC. 

Begin fishing (rod and bait required). 

Your character sits and begins to heal. 

Locks the camera on a target, 

/magic “Spell” casts the spell at the target selected. Where “Spell” is 

the name of the spell to be used. Using <t> casts the spell at the current 

target, and <st> allows you to select a target. 

/song “Song” uses the song on the target selected. Where “Song” is 

the name of the song to be used. Using <t> casts the spell ot the current 

target, and <st> allows you to select a target. 

/iobability “Ability”. Where “Ability” is the name of the job ability to be used. 

/weoponskill “Skil”. Where “Skill” is the name of the weapon skill to be used. 

Targets the closest NPC. 

Targets the closest Player Character. 


/fish 


(heal 


(lockon 


/magic [/ma] 


/song [/so] 


/jobability [/ja] 
/weaponskill [/ws] 


/targetnpc 


/targetpe 


GROUPING COMMANDS 
COMMAND FUNCTION 


jalliancecmd [/acmd]| Add “Party”: Adds the party to an alliance, use the leader of the other 
party os the name for “Party.” 

Leave: Take only your party out of the alliance. 

Kick “Party”: Removes a party from the alliance, where “Party” is the 
leader of the undesired party, 

Breakup: All parties will be removed from the alliance. 
Refuse a party or alliance invitation. 
On: Opens your PC for party invitations. 

Off: Closes you toward party invitations. 

Used by itself, the command toggles On and Off. 


{decline 


/invite [/inv] 


COMMAND 


/join 


/partycmd [/pcemd)} 


FUNCTION 
Accepts a party or alliance invitation. 

Add (while targeting « player): Invites a PC to join your party. 
Leave: Leave the current party. 

Kick “Name”: Removes a member from the party. 

Breakup: The party is disbanded. 


COMMUNICATION COMMANDS 


COMMAND 


/chatmode [/cm] 


/party [/p] 
‘say [/s] 
/shout [/sh] 
/tell 


/linkshell [/1] 
/Linkshellmes [/Ismes] 
/breaklinkshell 
(makelinkshell 


/nominate or /propose 


/nominate end 


FUNCTION 
Displays your current chat mode. If you wish to change the chat mode, 
use “/chatmode “NewChannel.” “NewChannel” should be the desired 
channel of speech (Party, Tell, etc.). 

Speak only to party members. 
Speak to everyone nearby. 
Speak to everyone around you, greater range. 
Speak to a specific player in the same world. /tell “Name” where 
“Name’ is the desired character's name. 

Speak to Linkshell members. 
Allows the creator of a linkshell to set the opening message. 
Breaks the current linkshell you are using. 
Make a Linkshell. 


Begins a poll. Example: [/nominate say “Do you enjoy the taste of 
butter?” Yes No] would display [Do you enjoy the taste of butter?) 

1: Yes 

2: No 

Though Say was used in our example, this command can also be used 
in Shout, Party, and Linkshell. 


Ends and tallies a survey. 


[vote /vote “Number” Responds to a poll by entering the number. 
SYSTEM COMMANDS 

COMMAND FUNCTION 

12 /2"Nome” Lists the commands that closely match “Name”. 
Used specifically, this provides detailed information about 
specific command. 

/anon Toggles whether your character's job and levels information are 
displayed to others. 

/befriend Asks “Name” for permission to be added to your friend list. 


{blacklist [/blist] 


/clock 

/friendlist [/flist] 
/keyitem 

/map 

/quest 

/mission 

/names 

/playtime or /playlog 
{pol 


/random 

/regionmap [/rmap]} 
/servmes [/smes] 
/supportdesk 


/ver 


/search [/sea] 


Add “Nome”: Adds the character “Name to your list of ignored players, 
Delete “Name”: Removes the characters “Name” from your blacklist. 


Shows the current time in real life and the time in Vana‘diel. 


Opens your Friend List menu. 


Opens the Key Items menu. 


Opens Map window, 
Opens quest window. 


Opens mission window. 
Toggles whether character names are displayed on-screen. 


Shows the time played since your character started. 


Return to PlayOnline. (You will be seated for 30 seconds before you 
can access POL.) 


Rolls dice for a target number between 2 and 998. 
Shows the Region Map and Region information window. 


Recalls the last System Message that was announced. 


Opens the Support Desk window. 

Version of the current FINAL FANTASY XI is displayed. 
All: searches all areas of the game. 

"Name": Searches for a person of that name. 

“Level Range”: Searches for characters within a specific range of levels. 
“Area”; Searches the area for characters, 

“Job”: Searches for character who currently have said job. 


MISCELLANEOUS COMMANDS 
COMMAND 


FUNCTION 

fonline _ Returns your PC to Normal status. 

Jaway Marks your PC as Away (as in away from keyboard). 
[busy | Marks Busy by your name. 

Jhide [/invisible] | Hides your Online Profile. 
/bank z ens the Mog House storage window. 
/deliverybox Opens your delivery box when inside your Mog House. 
[/mailbox] 


‘garden 
/layout 


Opens the seed cultivating menu when in your moogle house. 
Opens the layout menu when in your moogle house. 
Opens your storage window. 

Read the Vana'diel Tribune when in your Mog house. 


{storage 


/tribune 


THE STATUS WINDOWS 


It's somewhat difficult to play without using the various status windows that pro- 
vide constant updates on the state of your character and party, Knowing what to 
look for and where to look will help healers and fighters alike in staying alive and 


becoming an important member of the Vanadiel community. 


The Connection Status Display appears in the upper-right corner of the screen. 
This displays the flow of data between PlayOnline and your system. If the listed 
percentage begins to fall, the colors change and your commands will have trouble 
getting through. This reflects a degrading signal that will hopefully clear up soon. 
The Connection Status Display also informs players if they have messages / mail 


waiting for them in PlayOnline. 


The Status Window appears in the lower-right corner of the screen. Even while 
soloing, this window is of incredible importance. A character's current hit points 
and magic points are shown here, and it's always good to know the current state of 
your character. The red bars next to your characters’ name indicate active hit points; 
the bars fall to the left as people are injured. The yellow bars are for magic points 
and respond in the same way as mages deplete magic. Those party members in 


another area are listed by the area in which they are traveling. 


The large window in the lower-left is the Text Window, Many messages are displayed 
here, including all character communications (say, tell, shout, party speech, etc.). 
Emotes, attacks, damage information, and other pieces of information also appear 
here, Using the configuration option, players can choose to filter certain things to 
keep this window from overflowing during important battles (options include any- 
thing from speech, to different battle and system messages). 


Above the Text Window is a display for the compass and clock. The time is displayed 
in Vanadiel time, while the compass is perfect for navigating around the map. Dots that 
appear inside the compass reflect the presence of allies, monsters, and various NPCs. 


Two menus remain hidden until called upon, but they contain options for controlling 
your character. The Lower Menu, used most often in battle, deals with magic, weapon 
skills, job abilities, treasure allocation, and condition checking, To access this menu, 
simply left-click or press the X button while walking around; it also instantly appears 
during combat. 


The Upper Menu, accessed via the middle-mouse button or the minus key, or the 
Square button has additional options. Inventory, play time, logging out, macros, and 
other status information is located here. As with many menus, pressing escape, right- 


clicking, or pressing the Circle button elsewhere on the screen closes this menu. 


| 


COMMANDS 


Anyone can look at the list of in-game commands with a simple [72], or narrow such 
a search by following that command with part of a command name [/? attack]. 


The following list explains the various ways to accomplish game actions and several 


ways to avoid the pitfalls that are waiting to trap the unwary traveler. 


ATTACK 


The attack command is made by typ- 
ing [/attack]. This prepares a character 
for melee combat with whatever 
weapon they have equipped (e.g. cesti, 
blades, scythes, etc.). This is not used 


for ranged or magical combat. 


Pressing [Control /Alt+A] also serves 
to sheathe/unsheathe a character's 
melee weapon. This is a fast and efficient way to engage enemies because it doesn't 
require extra typing. Your character automatically chooses the current targeted enemy 
as the one to engage. 


Heal is the command used for resting. Characters only regain hit points and magic 
points during rest (unless they have special abilities to thar effect, and many jobs do not), 


To accomplish this, type [/heal] or 
press [*] when no target is selected, 
Also, [Control/Alt+H] will always 
attempt to put the character in a rest- 
ing state. Ir is better to use the latter 
method, because it has a single purpose 
and isn't confused with other actions, 


During rest, characters are somewhat 
more exposed. Standing up to engage 
targets will take a few moments, and 
depending on your point of view, the 
character won't have the freedom to 
turn and check monsters that are on 
their flanks or rear. This makes it hard- 
er to know what is approaching and 
when danger is near. Thus, it is better 
to heal in a place where your character 


and party won't be disturbed. 


Look for areas with passive monsters that aren't aggressive enough to attack on their 
own. Outdoors, the walls of canyons are often safer than down in the valleys. The 
same is true for many regions; staying near the perimeter of a given area is usually 
best for healing. 


In parties, the natural order is for people to sit down facing multiple directions. This 
lets everyone keep a lookout for problems on the horizon. Someone who spots a gob- 
lin ambusher can say, “Goblin inc” to inform others that an aggressive goblin is 
incoming, The group leader can quickly decide whether this merits a break in rest 
and a repositioning of the group. 
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There are downsides to resting beyond the wasted time and added risks of attack 
while immobile, Melee jobs will be especially alarmed to notice thar their tactical 
points drop during rest. During early levels, this is a trivial expense because party 
mages dont have the magic points to sustain high levels of healing. Later, when 
weapon skills are more important, this is a factor to consider, A party with enough 
White and Red Mages may have its melee characters stand and guard the party while 


the mages rest. 


/ma] 
MAGIC 


Mages will get to know this command 


very quickly. Typing [/ma “SpellName” 


< mI casts the named spell against the 
character's current target. Any and all 


important s§ ells In 2 ma e's Ss ell list 
F F 8 


should be placed into macros for faster 
use. This is discussed in the Macro 


Section later mn this chapter. 


[/range] [/shoot] [/throw] 
RANGE/SHOOT/THROW 


Missile weapons are used separately 


from melee weapons with these 
ranged-weapon commands. Characters 
will often need to supply themselves 
with ammunition to be able to use 


weapons in this fashion. 


[/ja "Name of Job 
USE JOB ABILITY 


Job Abilities vary in their functions 


and importance. These abilities are dis- 
“ d -} 1 } 
cussed im much greater iength in the 


individual character sections. 


[/ws “Name of 
USE WEAPON SKILL 


Weapon Skills are learned through the 


use of various weapons. As a character 
learns new skills, he or she can deal 
extra damage with these special attacks. 
Characters cannot use weapon. skills 
unless they have gained at least 100 


tactical points. 


[/assist "Name of Character] 
ASSIST 


Assist switches your character's current target to that of the named 


slayer. This is crit- 


ical for organizing group damage and avoiding unnecessary pulling of stray monsters. 


[/automove} 
AUTOMOVE 


This command takes partial control of 


the character and automatically keeps 
them running (if used while the char- 
acter ts already in motion), Players can 
stop by quickly tapping in the opposite 
direction. Direction of movement 1s 
controlled by pressing in any lateral 


direction, 


[/map} Son ie 
VIEW MAP 


The in-game map is wonderful for pro- 
viding a view of the current area. Once 
a character has purchased or found a 
map for a dungeon or wilderness area, 
enter [/map] command at any ume, 
even while automoving, In safe sections, 
running around with your head in a 
map is a useful way to save time, In 


dangerous areas, a player is bound to 


wander into piles of monsters. 


[/search] [/sea] 
SEARCH FOR PLAYERS 


The search command is ideal for finding players of all sorts. For example, to search 


for players in the current area from levels 12 through 14, the following command 


string would be used: 
[/sea [2-14] 


This command activates the search command within the area the player 1s currently 


in, and looks for players between levels [2 and 14. 


By adding an area name to the search command, people can look for other players 


soth near and far, or even search the entire server by using commands such as: 
[/sea all 12-14] (Searches for players from levels 12-14 across all areas) 
/sea Selbina 12-14] (Searches for players in Selbina from levels 12-14.) 


The following screen that appears will display all the players who match the criteria used 


in the search parameter. Group leaders can invite people directly from the search screen 


»y clicking on the desired character and choosing “Invite” from the menu on the right, 


r etiquette, it's important to talk to people before randomly Inviting them 


t 
into groups or alliances. A few moments and a quick conversation will ensure better 


groups that are well-informed about the intentions of a party. This more than pays 
for itself when members dont leave after 1S minutes or worry about where to tray- 


el, what to fight, and who the leader should be. 


[/say] [/s] 
SAY 


When comm 


ates a message that everyone nea 


who are nearby, use the Say cor i, This cre- 


icating witl 


> can hear. It is the basic means for roleplaying 


group requests, greetings, and so forth. 


[/tell "Name of Person"] sank 
TELL 


Tell only co: 


nunicates with a single character. This sends the message over any dis- 


tance to a aracter with the appropriate name If that character isn’t online, a mes- 


When responding to a Tell of some sort, use 


[Control+R] to respond to the most recent Tell 


[/linkshell] [/1] eae 
TALK IN LINKSHELL 


Once a character is part of a linkshell 


ates a message that everyone online in that group car 


[/party] [/p] Ee ci 
PARTY SPEECH 


his command displays a message that 


your entire party can hear without anyone out- 


side the group noticing, This command crosses any dist ind carries its own color 


i not exist. Party communication 


Without [/p]. life as we know it in Vanadiel cox 


even by the end of the early leve ls, is the s nel most tmportant function of game pl a 


e379 


(Xiantarud This is how you talk to your party without bothering other paople 
r 


DEPENDENT COMMANDS 


Certain commands are meant to be used within st larger comma 


s. These 


clarify t s and intentions that would otherwise dealt with at greatel 


or serve outside fun as thar aren't meant to be used without the 


prese nce 


This will soon bec 
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USE ON ME 


Wit 
When usir 


i abilities, 


ymetimes tmportant to tarpet one- 


1 
hout y the t 


cter from th 
quick keys [FI] 


[<me>] automat- 


acter, 


[<t>] 
CURRENT TARGET 


rand has previously 
been used with the magic command. It 


las many uses ¢ 


q 
[<t>] allows the 


lat come up very fre- 


rently. For spells and ranged attacks 


command to func 


tion within further put from the 


pls 


Used in a party context, [<t>] 


displays tt 


ets name, (1.e. / party 


SWITCH TARGET 


\ppend [<st>] to a comm 


+ character can switch targets. At the 


end of a spe Il or job ability, this ¢ 


on the situation 


n. Depens 


this could be better or worse than the 


[<t>] command 


but ict enables characters to be fully 


s slower because of its manual input 


and start target a second monster without wasting much time. A 


use this to Provoke a second monster while already engaged [0 a first, 


his White Mage from being attacked), 
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DISPLAY STATS 


These commands, almost always used in party speech, display the number or per- 
centage of certain statistics. Melee characters can list their hit points to warn heal- 
ers who are nodding off or their tactical points to organize for a chain of special 
attacks. Mages, especially White Mages, can display their percentage of magic points 
to inform group leaders when it is time to rest. 


COMMAND FUNCTION 


Displays a character's current/max hit points. 
Displays a character's current hit point percentage. 
Displays a character's current/max spell points. 


[<mpp>] Displays a character's current spell point percentage. 
Displays a character's current tactical point percentage. 


CALL 


This command makes a startling whistle. Late at night, this makes a fair attempt to 


rouse a drowsy party, but that isn't its primary function, Instead, calls are useful for 
initiating tandem attacks. Skillchains are done by melee characters who use their 
weapon skills in carefully-timed tandem attacks. The leader of a skillchain often uses 
a macro with a call and a verbal command to signal the start of a chain, This is then 
followed by the actual attack. Orhers will have an easier time following suit than they 
would by going purely on a visual cue. Note: This command can only be used when 


the chat mode is set to “Party.” 


POSITION 


I he character's current position within a map 1S umportant when soloing or working 
with a group. I his assists people Ww ith finding quest and mission targets. Ask people 
where to find various things (e.g. NPCs, monsters, items) and they can respond with 


the location of a particular map area. That 1S much more efficient and repeatable 


than extended directions, 


EMOTES 


Roleplayers and Power-Levelers alike will be pleased with the range of animations pro- 
vided by the emotes in FINAL FANTASY XI. Using these commands causes characters 
{© act out a certain action {like pointing, waving, etc. }, Some emotes do not have ani- 
mations attached to them. In addition to the standard emotes in the game, players can 
use the /em command to type in their own text, and express what they are doing in the 


log window. For example, if your character's name was “Jinx” you could type: 


[/em looks at the stars and smiles. ] 


It would then appear on the screen as, “Jinx looks at the stars and smiles.” 


QUIET EMOTES 


Emotes thot ore used with the “motion” subcommand (e.g. /nod motion) will make 
the animation for their emote without it being displayed on people’s text bars. This can 
be even more effective for serious roleplaying. 


/nod /stagger 
/Korewell /panic /store 
/Tume /point /sulk 
[goodbye /poke /surprised 
/praise /think 
/psych /upset 
/salute /wave 
/shocked _/welcome 
/sigh /yes 
/disgusted /slop 
/Aoubt /smile 
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Tag Macro Set #1 


Attack Macros are used by a 


s, Eng: 


izing the target of attack will make it possible to keep 


x in skillchains, 


gathering aggression, an 


things orderly under all cireumstances 


SKILLCHAINS 


BEGIN A SKILLCHAIN 
/party All members ready for skillchain in 3 seconds 
/wait 3 

/party <call2> 

/party Using Shield Break to start skillchain 

/ws “Shield Break" <t> 


WAIT COMMAND 


The wait command will accept o value as high os 20, but nothing beyond that will 
hove on increased effect. 


ENDING A SKILLCHAIN 
/party Using final piece of skillchain, prepare for Magic 
Burst 

/ws "Burning Blade" <t> 

/party Use Fire in 3 to Produce MB! 
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PROVOKING 


ASSIST PULLER AND PROVOKE 
/assist <p2> 

/wait 1 

/party Grabbing the <t> 

/ja "Provoke" <t> 

/wait 1 
/attack <t> 


PULL WITH PROVOKE 
/point <t> 

/party Pulling a <t> with Provoke 
/ja "Provoke" <t> 

/wait 1 

/attack <t> 


RANGED COMBAT 


PULLING AT RANGE 
/party Pulling a <t> at range 


/shoot <t> 
/party Returning to party 
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MAGIC MACROS 


Magic without macros isn't half as much fun as it can be. The ability to target ene- 


4 


mies and allies with greater speed with frequently save entire parties from suffering 


unneeded deaths, 


cz CURING ALLIES 
/ma "Cure" <st> 
/party Casting Cure on <t> with <mpp> remaining 


POWERFUL GROUP HEAL 

/party Group together for Curaga in 3 
/ja “Divine Seal" <me> 

/wait 3 

/ma “Curaga" <me> 


ATTACK MAGIC 
/assist <p2> 


/party Casting Fire on <t> 
/say Burn, Baby! 
/ma “Fire” <t> 


ENFEEBLING SPELLS 
/assist <p2> 
/party Blinding this <t> 
/say Hit something now, buddy! 
/ma "Blind" <t> 
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UTILITY MACROS 


There are a number of generic macros that the majority of players will want to make 
easily accessible during play, These make people's group experiences more efficient 


since the macros present a great deal of information in avery tight package. 
STATUS REPORTS 


TP REPORT 
/party Burning Blade TP = <tpp> 3 


MP REPORT : i 
/party Mana at <mpp> Please consider before pulling new 
target fh 


POISONED, REQUESTING HELP 
/party I've been Poisoned, please cast Poisona ASAP. 
/em turns a bit green 


MISCELLANEOUS MACROS 


FOLLOW GROUP LEADER 
/follow <t> 


/party Following <t>'s footsteps 


Common Tactics: Traditions 


Though most games are unique in certain aspects of their play, fanbase, and form of entertainment, there are shared aspects fo many massive multiplayet online roleplaying 


games (MMORPGs). Learning these, either by reading 


uides or playing previous games, should prepare gamers for their experiences in FINAL FANTASY XI. Alth« 


| 
these 


base Categories serve mainly as primers, they will dramatically Improve a beginner's sense of understanding and enjoyment of this game, 


YOUR CHARACTER 


Even though this ts a multiplayer game, the first experience that a person has with 
the game ts as an individual. It ts always an option to learn how the world works and 
simply play by oneself (soloing) in the 
beginning, Whether a player's goal is to 
get into the social aspects of the game 
as quickly as possible or stay apart 
from thar, there are times when people 
need to rely on themselves. The follow- 


ing are skills that assist in that process. 


Before beginning, the most important question to ask is what the purpose of a char- 


acter will be. Do you, as a player, want to be involved with brute fighting? Would you 


rather heal, or use battle magic instead? 


EEE OE EEE ev 


A damage le ale ta shield for other char 
acters, or a moneymaker? There are 
always a fair number of options, beyond 
the list of early jobs. This makes it crit 
ical to think of the style that you are 


most interested in applying. 


Very aggressive players (those who want to mix things up and tear enemies to tib- 
bons) often lean toward melee characters before anything else. However, this isn't 
always the best route, In many MMORPGs, the heaviest melee characters are usual- 
ly better at taking damage than dishing it out! Thus, a high kill count may be better 


found in offensive casters and jobs that focus on inflicting damage (these groups are 


often skilled at killing, but don't take damage very well). In FINAL FANTASY XJ, this 
is true of the early jobs like Black Mages and Monks for inflicting damage; Dark 


Knights and Rangers serve that role even better later on 


Solo players may want to find a self-reliant job, for obvious reasons. A character who can 
deal with unexpected attacks is suitable for this. Jobs that allow for muluple means of 
conflict excel at this (a person with melee skills, ranged combat options, and perhaps ways 
of healing or escaping at high speed). 
The FINAL FANTASY XI Beastmaster, 
perhaps with a White Mage support job, 


is renowned for its ability to work inde- 


pendently. Early on, the Red Mage is a 
standard job with great potential for solo 
work, although this approach ebbs at 


medium and high levels. 


Group-oriented playe have an interesting tradeoff. It’s common in most games to have 


the best party-oriented characters fight very poorly on their own. Thus, people who want 


to bring the most to a group are almost forced into seeking such a party each time they 


ers who thrive ina dynam- 
. White Mages 


hese healing mages can sustain a party that 


os they 
espec tally the 


play. This isn't a bad thing for some people 


ic and social setting). Across the board, healing jobs 


n this ligt 


have never been a force on their own; instead, 


otherwise would have died long before. There are many group configurations that are 


ne who wants to be 


practically inviable without having one of these healers around 


a cornerstone of group-based adventuring should think about this when selecting a job. 


k deavy fightin “4 obs, or “tanks” as they are often called, are also a soli j ‘oup-oriented ob. 
, £) t } 
Unlike the pure damage dealers, they can fill many roles. While hitting monsters and low- 


task 


thetr own devices, monsters will attack the best offensive characters in the party and its heal- 


distractin monster. Left to 


ering their health, these jobs do the more importa: 


ets. Without someone to take the damage, White and Black Mages are doomed, while 


Thieves, Rangers, and Dark Knights won't last long either. These heavy fighters keep this 


p 
ters step onto the front lines 


from happening, In almost all fantasy MMORPGs, f 


and soak up da 


amage so that others may survive. It's what they do and good players will 


| 


respect th 


for it from day one! People who want to play th 


hero of a group may be quite 


interested in this. 


Although this guide frequently suggests the easiest races and jobs to pair, this game 
Jeaves the choice in the players’ hands. People can create brutish healers and tiny 
fighters. The suggestions here are meant fo give players on easier time with the chal 
lenges chead. More experienced ployers can create any number of eccentric, surprising, 


and rewadng combinations 
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The best character ever made would 
nor be as effective if a player couldn't 


¢ out how to use the game's inter- 


ace, It's amazing how intuitive these 


} ; 
games feel once a person realizes how 


ny shortcuts are ava 


through this guide's commands and 


ble. Reading 


macros section {Mastering an Interface 


will teach players quite a bit about 


vay 


this game. 


Haying'a map of Vanadiel is a nifty start toward understanding the world, but there 


is a lot more to do. A player who has a strong feel for many of the regions, their 


monste 


, and the ways throt h spots will ¢ ways be of use. Party lez 


iers are 


frequently the ones who must navigate until an idea 
4 


and pre parea 


i hunting Spot Is found. Ir is far 


better to arrive with an excited yroup than with a party that has wast- 


Zetting Into position Know in area Can save any group hours 


unnecessary ¢ frustration. 


The best way to learn about an area is to use the map while moving around. Keep 
of wh our charac s standing at all times. Go through different passes and 
around barriers to see which routes are the fastest, then take note of the monsters 
found for hunting possibilities and risk analysis. What monsters are aggressive? Do 
the monsters in the area link Would this area be roo crowded for efte clive Party hunr- 
These are the types of questions thar fill our a person's knowledge of an area 


Sources of Information 


Massive-multiplayer games are an 


« nveloping experience, Even outside 
the 


about new st 


many playe rs will think 


ategies for honing their 
haract rs and partie Ss. Talking to other 
players in Linkshells, forums, and 
thro igh tells to more experience d char- 
acters) will deve log your ideas on how 


to play Sharing ideas with others can 


be fulfilling, and it’s certainly a way to 


d better tre 


Save sure, 


Keeping i notebook or 


is more useful th 


zathered knowl of the game 


It's easy to forget the little things, like NP( 


or specific monsters. Players who jot down their 


fin 


dings will always have something to 
fall back on. Also, they can send 
friends copies of their notes instead of 
having to teach everyone how to find 
yarious quests and areas every time. A 
close circle of allies might choose to 
use a single document and pass it 


around, each adding their findings to 


the greater whole. 


GROUPING TOGETHER 


Solo players can do pretty well in these games, for a few levels at least, In the long run, 
though, multiplayer online games are shaped to bring people together. What a person 
can do by themselves, a group can often accomplish in far less time. By finding a clus- 
ter of four or five characters to adventure with, players will have a better experience, 
learn more, get better treasure, and be part of a social environment that makes every- 


thing more enjoyable. Selected with care, a group takes the entire game up a notch. 


MANY LANGUAGES, ONE GOAL! 


The in-gome translator is a major tool for getting into groups with folks from other 

countries, even when the languages are not shored between members. When talking 

to other players who speak Japanese or other localized versions of FINAL FANTASY XI, use 

the Tob Key after entering the first few letters of what you ore trying to discuss. The game’s 

translator will offer suggestions for what you are trying to say, You can select one and it will 
be displayed for each player in his or her local language! 


The translator works with all vocal commands (say, tell, party, etc.). If you want a list of 
possibilities, simply type [/say ~] ond a list of various statements will appear. Note that 
fellow English speakers may benefit from learning the proper spelling of distant lands and 
such this way too, so the translator isn’t just for foreign languages. 


Now for the real advice. How do you 
know when to join a party and when to 
keep looking? This ts very important at 
lower levels, when you won't have a 
large selection of friends and previous 
allies from which to choose. Although 
groups can be berter than soloing, a 
poorly managed party can become a 
nightmare of wasted time, low experi- 


ence, and upsetting deaths, 


To avoid these groups, take a good look 


at the party leader's actions during the 


first few minutes after accepting an invi 
tation and listen to how they manage the 
group in the first place. Leaders who are 


too pushy and rushed to get started 


often have limited experience with man- 
aging ideal parties. Good things take 
time to prepare, and it’s worthwhile to have a balanced group, It's a bad sign if the group 


leader doesn't seem interested in that or in being affable to everyone in the party 


An experienced leader will look for people of similar levels. After getting one or two people 
who seem interested and comfortable with grouping, they usually ask if those players know 
of anyone in the area who is capable. Grabbing previous allies who are proven in battle can 


he difference. Pickup groups, those that are made on the spor by combining 


ce all t 
strangers, can work out we onder fully. I lowever there isa better chance tor good times and fine 


rewards for those who stick together and slowly expand their circle of trusted friends. 


On 


signs of ani experienced leader include shifting positions too often, overes- 
umating the party's capabilities against tougher monsters, and being too aggressive 
about finding more members (even at the cost of adding characters who are too high 
level or far too low). It is useful to understand what is happening and more experi- 


enced players can then offer advice to the group leader, as needed. 


At its base settings, the game gives you a 
great deal of information about the world 
around your character. This is perfectly 
fine when you are soloing | most of the 
time), but the more complicated things 
get, the more information you will receive. 
Ina large group (or alliance), there is much 


text that no one could possibly follow all 


of it while being an active participant in 
the battles. Limiting text is important for 


functioning in these environments. 


The game gives you many filters that can be applied to Text ourput. Look at these 
and decide which things are nor important to your character's performance ina 
group. To access these features, use the Config in the Char Filters menu, Find out 


which filters are putting information on your screen that isn't useful tn your fighting. 


A good default configuration will disable Others Attacks, Others Missed Attacks, 


Other PCs Synthesis Results, Effects of Special Actions on Others, System Notices I, 


Check Notices, and Special Actions Initiated by Others. This will keep you from 


getting swept away by the actions of nearby players and groups. 


Beyond that port, players should decide whether to limit damage, Tusses, Cvasions, and 


such within their party. Skilled healers, casters 


ad fighters can operate without knowing 


the specifics of these actions by keeping a close eye on player reports and the status bar, 


Eventually, each player will encounter a 
night when everything goes wrong. 
Sometimes this is only a matter of get- 
ting killed once or twice and feeling 
robbed of a good ume. The worst case 
is when a party has a turn of foul luck 
and doesn't take it well, There are pos- 


itive ways to handle this situation, and 


one good player can keep it all from 


going sour. 


It's a very bad scene when one player in a party starts to blame another for a death, 
bad pull, or whatever else ts causing strife in the group. If the language is somewhat 


civil, everything can be settled with just a light touch-up. 


It may be worse than that, but it isn’t terribly common. A player may start to really 
let go toward others in the party, If the language starts to feel like an attack, cut the 
»erson from the party (if you are a group leader), or ask the group leader to do so— 
I party’ grour grour 

privately, if needed. If the group leader refuses, or is the one getting personal, explain 
} ) grour 2 Zk i 
that you won't participate in that type of party, On a basic level of experience, peo- 
ple don’t gain as much EXP or have a very good time in a party that doesn’t work 
well together. Beyond that, nobody should be verbally abused during a game that ts 


supposed to be fun for everyone. 


Online games-usually have a boatload of lingo. Because typing during heated con- 
frontation takes way too much time, players try to condense concepts into shorthand 
that everyone can understand. New players should immerse themselves in the lingo 
instead of shying away from it. Ask questions, find our what terms and concepts 


stand for, and use the terms correctly. This guide has an entire glossary just for the 


purpose of helping newcomers. 


This isn't much of an issue for jobs that have very focused abilities in the first place 
(e.g., a FINAL FANTASY XI White Mage). For versatile jobs, however, this is an impor- 
tant notion. Red Mages, for example, have the ability to fight in melee combat, heal, 
and cause damage with spells. While soloing, it's fairly easy to decide how to manage 
the situation (cast spells to wound and enfeeble enemies at range, engage them in melee, 
and then heal late in the fight or afterward). In groups, this becomes a different issue. 
Using the same job from our previous example, a Red Mage can fill out several 
positions in a party. A group with three Warriors, one Monk, and a White Mage 


will probably want the Red Mage to focus on backup healing, enfeebling, and per- 


haps dealing some damage to physi- 
cally-resistant creatures. Another 
party, with two Black Mages, one 
White Mage, one Bard, and a Warrior 
would want to Red Mage up front, 
with the Warrior. While fighting, the 
Red Mage could use magic points to 
heal and enfeeble without worrying 


about any damage spells. 


The point is to determine what a group doesn't have. If there is an important gap in 
a party's abilities, versatile characters need to multitask and fill part of that role. Melee 
characters can be damage dealers, to an extent, but many of them specialize in taking 
damage instead, If the party needs to do more damage, use attack-enhancing abilities. 


If the party needs to protect more of Its members, rely on defensive abilities. 


PROGRESSING 


Nobody is going to stay at the first level for very long, With the tiny glory of the 


second level achieved, each character begins a long path toward the per levels, 


Settle in for the ride, because nobody 
gets to the top ina day, week, or 
month. An aggressive player who puts 
in lots of time wont see or do every- 
thing there is to do for quite a while. 


Finding the best ways to use your time 


will keep the 2 


> exciting and fresh 


throughout the coming months. 


Only a certain caste of players can focus entirely on level building without eventual- 
Only te of pl fi 1 level build I | 


ly gong insane. For most people, fun, relaxation, and exploration have to enter into 


the equation at some pornt. 


Figure out what makes the game fun for you. This sounds obvious, but it can be easy 


to forget when other players have different joys, fears, and 


lesires. If exploring ts 
someone's cup of tea, try leveling a single character to around level 20. From there. 
it's possible to explore a fair bit of the world. Wander between areas, see what mon- 


sters are far too powerful to engage, and enjoy the good life of an adventurer. Even 
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before then, explorer types should find 
like-minded friends and group with 
them. Instead of focusing on just gain- 
ing experience points, they can walk 


around without such burdens. 


Roleplayers are players who try to 
emulate the culture of the NPCs in an 
area and have a lot of fun even without 
going very far into levels. These types 
of players like to take part in the back- 
ground and history of their charactet 
to add a little more authenticity to 
their playing experience. There is a fair 
overlap between roleplayers and 
crafters usually, perhaps because 


c 


afters don't always need levels and 


fighting to interact with people and 


master their character. 


Of course, there are others who want to level like mad and reach for the heights of 
power. There is nothing wrong with this approach; these people should find a solid 
base of power-leveling experts and meet frequently. Play often, stick together, and 


spend less time searching for a group and more time heating those level-up themes. 


For people who care about experience 
points, there 1s one concept to learn 
early on, The time and effort it takes to 
gain experience points for a single kill 
is far outweighed compared with the 
points gained per hour of similar actiy- 
ities. Going after an enemy that is too 
tough to defeat without using a per- 
son's timed special abilities and most of 
their health, magic, and backup items will yield a fair amount of experience. Yet, the 
time and opportunities lost restoring those abilities, items, hit points, and such are 


too high for the rewards. 


Experience is better measured by gains per hour. A group that can chain pull evenly 
matched enemies (one enemy after the other) will gain much more than a party that 
kills very powerful enemies and has to rest for three minutes afterward. It is valuable 


for people to see the merits of patience and consistent battling! 


As players and their groups begin to master their jobs and the game itself, the limits are far 


easier to push. As groups of five or six become more common and characters fill out their 
list of powerful reserve items and abilities, it is safer (and more lucrative) to attack mon- 
sters that rate as Very Tough or Incredibly Tough. The key is to understand what a group 
Is consistently capable of surviving, If downtime is too high or deaths are at all frequent, 
the area is too powerful for a party. If characters are 5) pending more time finding the mon- 


sters than fighting them, the area is likely too easy or overcamped to be of full use. 


Keep a consistent tally of the experience points your characters are ear ning with specific 
groups and in certain areas, Over time, this will reveal the difference between various group 


leaders and hunting locations. 


In single-player games, treasure is often much easier to obtain, Walk outside of town, 
kill monsters, and get rich. Massive multiplayer games make it harder for people to 


rake in the dough without serious effort. This game ts no different. 


There are three major types of treasure 
to steal from hapless monsters. Money 
is the most direct route to wealth, but 
it is not usually found on bees, birds, 


and other natural opponents, Most 


enemies will not drop much in the w 
of gil, so the player must find other 


means to make money, 


Instead of going after gil directly, from fighting various sentient creatures, the money 


train starts with the usable items that are found on various monsters, Many items sell 


for a modest sum at stores, but that is only the lowest form of their yalue to a play- 
er. For higher profits, monster parts and items can be sold to and used by crafters to 
make more powerful and useful items! This fuels a strong economy that circumvents 
the NPC merchants. Adding money to the economy instead of taking it away will 
be dealt with later, Suffice to say at this time that it ts a good thing to sell equipment 


and crafting items tO other players. 


Crystals can be a major source of money early on as well (and even later in levels 


people can make a substantial amount of money from selling bundles of these 


items), In regions that are not under beastman control, crystals will drop after most 
kills, Take those crystals and sell them in bundles ar the auction house near the going 
rate. Even for some of the fairly-common crystals (e.g. Fire), this nets a significant 
amount of gil. Hunting and gathering experience for a couple of hours can net a 


huge amount of crystals and money for aggressive gatherers. 


Though only a few creatures have equipment that a character can wear directly, it is 
possible to find certain weapons and armor pieces from time to time. Some of these 
items are fairly good and will be a substantial boon to players who spend the time 


hunting for rare drops. Selling these at the Auction House will also net a fair sum. 
Pp Fs 
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When specific items are desired, it 
takes dedication to succeed, First, talk 
to characters with more experience in 
the same job and find out if they know 


where such an item Is found, 


After talking to others and reading the 
forums, gather a party {it often takes a 
full group to safely hunt for powerful 
items, and even multiple groups are 
needed in the WOrst Cases ), Let others 
know what your intentions are; they 
may be able to acquire the same quest 
or otherwise find ways to get things for 
themselves in the same area. This 
returns to the idea of focusing group 


goals. With everyone informed, the 


party can travel To the desired area and 
spend the necessary time gathering 


needed components. 


In a scenario where one person has organized the party to 


et a special item, that per- 


son should have the honor of receiving the first drop of it. If lots send the treasure 
toward another party member, that person should consider giving it to the party 
leader. Some players avoid this by disbanding groups temporarily for gathering those 


special items; this breach of etiquette should be avoided. 


Handling quests and missions is very similar to hunting specific items. The biggest 
difference is that people quite commonly group for specific missions in the areas 
where they are assigned. Trayel to the spot of a certain task and look for people of 
similar level; odds are, the people there will already have the task and be interested 
in joining forces, At low levels, pickup groups are fine for this. By higher levels, play- 


ers of equivalent level are likely to know each other anyway, so it's a Moot portnt. 


Haye at least one person in a party who 
knows a mission or quest well. This 
prevents groups from getting lost or 
failing to return with critical goals 


completed (thus having to head back 


out and do some parts a second time). 


When doing quests and missions, 


you'll periodically be required to have 

specific items to complete your task. These can range from items that appear in your 
inventory to those that appear in the “Key Item” menu. Your inventory has a limit- 
ed amount of space available and items may not appear if your inventory is full. “Key 
Items” are not bound by the same principal and appear under their respective menu. 
Remember to check both the inventory and “Key Item” menu when doing any quest 


or mission that requires an item. 


DEALING WITH ENEMIES 


Most players are going to face a mul 
F going 


tude of enemies over their careers. 


after underpowered and unrewarding 


en though a casual player can run 


foes without much regard, the chal- 
lenge of more dire opponents will lure 
the daring. Understanding monsters, 


their strengths, and especially their 


weaknesses will aid all players in 


defeating adversaries of all sorts. 


Behind the scenes, each enemy has sta- 
tistics, bonuses, and penalties just like 
your characters. By learning these stats, 
people can exploit a monster's weak- 
ness and reduce the time and cost 
incurred by fighting it, This yields 
higher experience and a more excreting 
sense of accomplishment. The follow- 
ing example from FINAL FANTASY XI 


shows how players can apply this idea, 


Looking up the elemental statistics of monsters in an area is the first start. This 
keeps Black Mages in a party from casting Water. on pug pugils and other fishy mon- 
sters. Using the strongest element against a foe will help just by itself. Since there are 
usually about four or five monsters that a party will hant during a period of one or 


two levels, it doesn’t take Ic n these trends. 


g to lea 


Next, perfect a Skillchain that hits the monsters with an element that they are weak 
against, See the table of Skillchain effects to succeed in accomplishing this task, The 
total damage inflicted by chains of these attacks will lower some of the most dan- 


gerous foes to a manageable level, 


Another tool is to find the creatures that are easy for you and your allies to fight. 
Ranged parties enjoy slow creatures that have to cross a lot of terrain. Fighting 
groups want to find a creature that they can engage easily and control without los- 
ing aggression to weaker party members. Beyond that, seek creatures that are weak 


for their level (e.g. The Worm family is well known for this). 


Some games force monsters to run over terrain, just like characters do, Instead of 
taking a direct path over any ground, the monsters must find a plausible way to reach 
an attacking character. This makes the tactical situation rich and useful for all ranged 


characters. 


Soloing ranged characters and parties with such abilities can use the time it takes for 
t. 


he monster to reach its target. Going around barriers will frustrate the monster's 


efforts. A Warrior could taunt an enemy, thus locking the enemy’s interest onto him- 


self, then run around beneath a hill while the party fires down onto the beast. Alone, 
a Black Mage can launch spells at a monster thar is close by but must circumvent 


impassable hills before it can attack. 


This is a very important concept for all players to grasp. Whether coming back from 


a long pull or trying to zone with a horrid beast on your back, using terrain will save 
characters from taking hundreds of unnecessary hits. Get monsters caught on as 
much terrain as possible. If there isn't anything as big as a tree or hill, try co using 
dips in the land or any elevation change to trip the creature for even a moment (small 
changes can make the difference between taking a hit every six seconds and running 


away cleanly 


* ot ats 
fae ts 


While fighting, a delay that costs everyone a combat round can spell the difference 


between an ea 


s A ; : 
fight and one that puts everyone dee p into their reserves. Characters 


need to be attentive and engage enemies as soon as possible (melee characters first 


and mages after the monsters are focused on someone else). Without properly assist- 
ing the puller of a party, time is wasted and more damage will be dealt to the char- 
acters. 

Macros that automatically target the monster that the puller is targeting are useful in 
every game. This keeps people from hitting the wrong monster and winding up in a 


fight against too many foes. Group leaders can rely on “assist” macros when switch- 


Ing targets; other members can follow suit without 


damage to incoming enemies. 
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possible for personal interpretation. 


GENERAL ROLEPLAYING 


First, roleplaying isn't about using a few pseudo-Elizabethan terms and mimicking 


high school Shakespeare. Rich, enjoyable roleplaying ts about getting into a charac- 


ter that you develop, whett 


er the language is ancient, modern, or rarely used. 


Beginners shouldn't worry about whether their roleplayt yood enough. On the 


i 


whole, players who get into character, whether it's done tentatively or wholchearted- 


ly, don't bother people, 
Per} 


Initially, even people who are interested tn roleplaying are pretty quiet. It's difficult 


to decide exe 


tly how far to take things. Should players be in character all the time? 
Only in groups? Only outside of 
groups? 


These questions are best 


answered by the needs of each player. If 


you choose to be in character all the 


time, feel free to in that level of 


r ! 
Tr witr 


roleplay Ing simple 
actions and move on to more detailed 


speech and emoting 


Read gh the list of animation emotes, listed in the command section of this guide. There 
are over 20 animations thar can be used to show anger, joy, and many other feelings. By using 
these, a role player will already be creating a more vivid character for others to appreciate, 
Suppleme nt the se W th the emo command [/em]} By typing in more involved emotions and 
actions for your’ ¢ harac ter, you will be Tree to act out any thing that seems appropriate 

After you grow comfort with emoting, try changing the macros for your character's 


actions in battle. With little effort, common terms like “Pulling a monster” become 


5S 


“Scouring for someth 1ome”. Very few groups will be confused by slight chan 
g group 


to the party descriptions thar everyone uses, and more vivid text will keep things fresh for a 


during 


time. By changing these macros 


each layer can really have a good run without getting in the way of combat activities. 
Ar a higher level, players can t or 
join linkshell groups, stay around town 
or even explore exclusively in parties that 
are organized by roleplayers, By doing 
this, the game changes tremendously for 
such people. Although often. slower to 


level (because of more time spent typ- 


ing, explori joking around 


these are often very affable parties that 


Oe are 
ofter € 


ertaming ever 


etting accustomed to the 


the persona of a true character of Vana’diel. In these c 


down time and cycling through several forms of 


stem, most people start to settle in and determine what they want out of 
is ; 


FINAL FANTASY XL. Some will head for the power and glory of high levels and top-notch gear, while others will look more into 


rafting, exploring, or chatting with a mix of friends. Whatever path a player chooses, there is the option to roleplay and take on 


s, players will attempt to adopt the speech, style, and methods that are 


used to flavor the major cities of the world. This section endeavors to help people into those roles while leaving as much room as 


This isn't nearly as difficult as it could be. Just by walking around town and talking 


to people in character, roleplayers will often bump into each other. Players who stand 
around chatting for a brief period of time with friends have a much higher frequen- 
cy of roleplaying than the driven battlers who blow into town, take care of business, 


and rush out for further conflict. 


Names can be a perfect cue for finding similar roleplayers. Character names that follow a 
theme for one of the major cities are quite frequently used by roleplayers (most Windurstian 


names stick out like sore thumbs, but San d’Orian and Bastokan names are noticeable as well), 


Talking to likely roleplayers may be awkward at first, but making a few contacts will quickly 


integrate you into the interwoven circles of friends that dominate many servers. 


Searching online (at various fan sites and forums ) provides roleplayers a perfect place 


to congregate, Not only 1s this ts good way to learn about roleplaying linkshell groups 


and popular characters, it is an additional source of community activities. Roleplay 
sometimes take the game elsewhere on the net, having private forums and other such 
groups where they continue to act the part of their characters. Having a circle of 
online friends and a few such sites to visit quickly becomes an important part of the 


game, even when there isn't quite enough time to take part in a night of gaming. 


Of course there are, as with man) 
things. If you wind up in a group (for 
whatever reason) that is bent on con- 
stant fighting without delay, there 
wont be much time for typing. Trying 
to fill such players’ screens with inter- 
esting anecdotes and emotes won't 
make things better for anyone. 
Roleplaying parties aren't usually 
happy when a single player joins them and attempts to stop everyone from roleplay- 
ing (or uses rude and awkward speech in general), By the same token, roleplayers 


should feel free to step out of character when around non-roleplaying characters. 


That is really the only time when roleplaying gets in the way. For almost anything 
else, staying in character doesn’t prevent you from answering questions or being a 
part of any discussion. Even questions abour character statistics can be answered 
quickly and supplemented with “in character” dialogues. “Yes, Galka Monks do have 
more hit points than anyone else in the land, whatever that means. I have seen them 


take hits that would fell a dozen Tarutaru.” 


MATCHING YOUR RACES 
AND REGION 


Sincere roleplaying is more enjoyable when you can feel and think just like your char- 
acter should. To do this, players should consider the race and hometown of their 
characters while roleplaying. Beyond 
naming conventions of the major 
cities, there are themes and attitudes 
that are used to distinguish the areas of 
Vana‘diel. Roleplayers who use these 
boundaries in their own character 
development will have a common 


ground to draw upon. 


The primary races of Vana‘diel are each versatile and comprised of differing indi- 
viduals, but certain ways of acting and viewing the world are common to each group. 


Humes are the most dynamic of all the Taces because they can look and sound like 
whatever they want. Humes are free to be aggressive, kind, withdrawn, intellectual, 
or whatever else they want. Although men are slightly taller and heavier than Hume 
women, it isn't a surprise to see female Red Mages fighting alongside male counter- 


parts with equal effectiveness. Humes can obtain such jobs as Bards, Red Mages, 


Paladins, and Dark Knights with considerable prowess. 


It's difficult to say how to play as a 
Hume; there are so many personalities 
that people will find their own paths. A 
great deal of a Hume's attitudes should 
be influenced by their starting location. 
Humes from Bastok could be seen as 
more aggressive and technologically- 


oriented than Humes from Windurst. 


Elvaan are more specific in their attitudes, making them easier to roleplay for people 


who enjoy driven and zealous characters. Whether religious or secular, the Elvaan 


throw themselves into the center of issues, ignoring risk and complications. Seeking 
a logical conclusion to most problems, Elvaan will go against friends, family, and 
country if they feel that their path or honor has been wronged. This combination of 
strength and fortitude drives many Elvaan to become Warriors. Those of a religious 


leaning seek the tenants of the Paladins. 


Elvaan, regardless of starting area, are usually played as very devout and motivated peo- 

ple. Regardless of their job, the standard is to find Elvaan who deal with problems quick- 

ly and directly. Talk and politics have their place, but actions are respected foremost. In 

) } F F P 

San d'Oria, this is quite pronounced. The homeland of the Elvaan has seen war and strife 
quite pi 


simply because its people arent willing to back down or bend their will to anything. 


Taruraru are adorable little folk and tr’s easy to use that trait to their advantage. 
Normally happy and innocent, those that choose to adventure are an odd lot, 
Sometimes dedicated to the idea of saving Vanadiel from dark monsters, there ts an 
odd twist of duty and frivolity in these Tarutaru. As mages of all sorts, Tarutaru 
become accustomed to avoiding problems or thinking their way out of them. There 


certainly isn't a brute force method for survival as one of these tiny people. 


People who play as Tarutaru will most likely opt to be cute and friendly. Even with 
a name like Butcher or Mangler, it's unlikely that the intimidation factor will affect 
anyone. Friendly sorts may want to use 
the overly-cutesy speech that is SO COM- 
mon to Windurst (doubly so if they 
choose that city for their home). 
Greetings of “Hello-wello” and 
“Please don't smashy-washy my little 
head” are perfectly normal—at least 


for a Tarutaru. 


Of course, there ts the opportunity to play a sneaky and deceitful Tarutaru. 
Although there aren't many, it’s amusing to play games on friends. Nobody suspects 


the little guys when it’s time to port the finger 


Mithra are sleek, fast, and love adventure, These cat-like ladies are very enjoyable to 
roleplay and are the frequent choice for those flirtatious types. Whether in battle or 


not, Mithra toy with things, ready to flee or rush forward at a moment's notice. 


Experienced Mithra make quite capable Thieves and Rangers, owing to their unsur- 
passed speed and reflexes. With a heavy weapon, these lithe characters. can also 


become skilled melee fighters. 


Mithra players who want to take the 
standard route will use feminine and 
coquettish personas, Tease fellow play- 
ers, tap them on the back and run away, 
and laugh at those who don't get it or 
become flustered. Mithra don’t scare 
easily and anyone who isn't willing to 
play along becomes a greater target for 
various feline attentions. Another side 
of these characters comes in a maternal bend. Living in Windurst, many of the 
Mithra have a sense of caring for the little Tarutaru running abour. A slightly older 
Mithra might be somewhat more hesitant, always making sure that her fayorite allies 


are safe and protected. 


Rippling with muscles and power, it is the sheer presence of Galka that dominates 
their personalities. Invariably, Galka characters get attention and at least basic respect 
for being what they are. Often comfortable being in the thick of battle, taking hits 
so others can survive to cast and save the party, Galka are proud to be survivors. 
Monks, Paladins, Warriors, and Dragoons are jobs that fill quickly with ranks of 


these giants. 


Players who want a sense of size and tmportance will get everything they need out 
of the Galka. The Tarutaru casters in the back of the party depend on big guys to 
go out and take the hits. That drive to protect should be a critical part of many 
Galka characters, Although there is nothing wrong with the minds of the noble 
Galka, some players prefer a brutish approach, emulating the barbaric warriors of 
" 


many heroic stories. Rather than protect, these militant Galka enjoy the screams of 


melee and the fear of their foes. 


Even though race plays the largest role for choosing a suitable job and personality, a 


person's hometown is bound to influence the way in which they see the world, A 
Tarutaru from Bastok won't likely have the same level of love and closeness with the 
environment as one from Windurst. This short explanation of city factors for role- 


playing helps to develop some of these notions. 


San d'Oria is a kingdom, nestled into c 
the forests of Ronfaure. The Elvaan 
and foreigners who trade and work in 
San d’Oria are a quieter lot than most. 
There sa feeling of power and splen- 
dor to the ancient city, although some 
of its reach and strength have dwin- 
dled. The streets have been stained by 
civil unrest, religious quarrels, and a 
divided military. Yet, the Elvaan stand 


firm despite internal problems. 
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San d'Orians can be dour and appraising toward newcomers, feeling especially odd 
around Windurstians (who are talkative, intrusive, and bothersome at times). San 
d'Orians work best together when there ts a thread to bind the people toward a dan- 


the Elvaa 


gerous cau mn are keen to prove themselves and their continued vitality. 
Fearless toward personal loss, the San d@’Orians are ready to take the fight wherever 


the fates lead, 


The Republic of Bastok is a place of novelty, innovation, and technology. Although 
the people of Bastok use their land and are bound to it, they do not have the same 
respect for mature as the Windurstians to the east, Bastok folk see the mountains 
around their capital as a source of resources, revenue, and protection. Indeed, the 


land has offered all of these things. 


Bastok characters are quick to ally and 
find treasure together. Gregarious at 
best and selfish at worst, Bastokers are 
always involved with community busi- 
ness. The capital's construction throws 
many together in the south side, hawk- 
ing wares near the auction house, craft- 


ing, and joining parties to take forays 


into the harsh wilderness outside, Self 


centered Bastokers may be out for immediate power or wealth, hoping to make the 
next big deal at the auction house. More nationalistic types may attempt to rally the 
Humes and Galka for the rush to push north and take more of the disputed land 
between Bastok and San d’Oria. Competition is the core of business and nations are 


seen as little more than a conglomerate of their people's industries. 


Although most wouldn't know it offhand, the Federation of Windurst is run with 
fewer freedoms than its western counterparts. To protect the beauty of nature and 
the sanctity of magic, the greatest mages of Windurst keep the students and work- 
ers there on a friendly—but tight—leash. This rarely bothers the people, however, 
because the culture of Windurst is one of love, kinship, and fun. Perhaps the join- 


ing of mischievous Mithra and eccentric Tarutaru was ideal for creating such a place. 


Windurst cha 


and interact with others, 


s are the least serious of the three major nations. Eager to talk 


these people are either seen as endearing or obnoxious. 


Players who get into the spirit of Windurst often talk in rhymes or the Tarutaru ver- 


sion of baby talk. Watching a Bastok Galka and a poetic Windurst Tarutaru have a 


circumstar 


conversation 1s amusing under a ec. Pranks, jokes, and silly behavior are 


far more common in parties of Windurst characters—for better and for worse. 


With an informed view of the atmos- 
phere in the cities and amongst the 
aces, a player can decide how to con- 
form and when to break the rules. It’s 
always possible to play a sensitive 
Galka from Windurst, picking flowers 
and singing songs and whatnot. The 
ultimate decision for any roleplayer 
should be influenced, but never con- 


cluded, by the existing tone of the game. 


Some of the best areas to deviate from the norm involve the way in which a person 
takes to his/her job, A Galka Warrior is often more of a protector, while a Galka 
Monk car 


become Dragoons or Samurai? These Galka need to consider certain questions that 


be more of the militant brute. But what about the Galka characters thar 


could dramatically change how they feel abour various issues. Samurai focus so 
intensely on weapon training; would this turn a Galka into a more sophisticated and 
philosophical character? Would a Dragoon be more informed about the nature of 


wa 


and traditions of combat? Whatever is chosen, jobs and any history are bound 


to create quirks thar round our the personality of a character. 


Rounding out a character and filling in all of the tiny gaps with your own ideas and 
emotions will complete the sense that this is a real person (not just a caricature of 
Humes, Elvaan, etc.), Does your character like to run around town and talk to peo- 


ple while wearing strange clothing? What crafts does your character enjoy, even if 


they aren't very skilled in working on complex items? Think of a few childhood sto- 
ries or anecdotes about earlier adventuring that might be amusing in groups. Things 
like thar can carry a party and create a greater sense of depth and mystery to the 
world. If you are going to spend hundreds of hours playing a character, why not take 


an hour or two up front to create a personality worthy of such investment! 


If you decide to play a fiercely nationalistic character, there are some difficult choic- 
es to make afterward. Will you be willing to group with characters from another city? 
If not, how far are you willing to roleplay any hostility with people from those areas. 
This is a more complex issue, because some players w con't be interested in maintain- 
ing that rivalry. They may be interested in getting into a good group and simply 


enjoying their oppet tunity to play. 


This is one of the areas where it is better to roleplay primarily with other characters 
who you are already comfortable with. Even if you decide not to group with people 
from other nations, It 1s better to decline group invites politely and roleplay only 


with other players who understand that you are just being in character. 


On the whole, friendly rivalries are the 
best to play, No matter how intense a 
person's roleplaying tastes are, it isnt 
much fun to “pretend” that you are 
angry Ww ith anyone for very long, 
Good-natured ribbing and competi- 
tion are by far more enjoyable and 
these relationships lead to hours of 
fun. One way to keep things light- 
hearted is to use extremely flamboyant insults toward your enemies, A Taruraru 
might joke with a sweaty Galka that “The people of Bastok are so dirty-wirty that 
they roll around in mud to get clean!’ The Galka might respond, “At least I can ride 


a chocobo 


There are actions that speak much 
louder than words. To completely pol- 
ish a sense of a character's purpose and 
intentions, act on the person's ideals. A 
kindly Tarutaru White Mage is likely 
to stop and wave to other characters, 
even those of 


heal those in battle 


another group), and spread protection 


spells around whenever possible. 


Warriors and other types who play protector characters should be the first and 
fastest to respond whenever anyone calls for help. A really devout roleplayer may even 
charge into a hopeless battle to save a party that is calling for help it's very difficult 
to drink down a 10% experience loss in the name of roleplaying, but there are peo- 


ple who do it without blinking). 


Less reputable characters, such as Thieves, should make a hand-waving toward being 


a pain in parties, As a good person, it’s still better to be lenient about treasure and 
things of that nature, but a greedy character should pretend to go after everything 
they can get their hands on. Emoting thar your character slips a gold piece from the 
pack of an ally, or showing your character fixing the dice for treasure lots can be quite 
amusing. It's entirely possible to play a foul and nasty character while doing it ina 


friendly and enjoyable way for everyone involved. 


veteran players use each time they play. 


HOW TO GAIN LEVELS 


Most players don't stay at level one for very long. Whether a person's goal is to role- 
play, craft, or become an unbeatable force in Vana‘diel, there comes a time when there 
are monsters to defeat and levels to gain. Knowing the best ways to gain EXP keeps 


this process exciting. 


Whether in groups or soloing, EXP doesn't have to come in 200 point chunks to be 
important. Monsters that are extremely plentiful can add up very quickly. A group 
of five characters that fights evenly 
matched enemies won't rake in the 
experience from a single kill, but they 
can wade through masses of such tar- 
gets with little downtime (especially 
with the right mix of melee and 
magic), Sometimes there aren't hunting 
spots with powerful enemies, so the 


weaker enemies will have to suffice. 


To find a spot for this rampage style of 
leveling, look for an area with many 
monsters in the desired level range that 
aren't aggressive and don't link. Often 
found outside, where more natural 
monsters live, these areas are prime 
candidates to roll through. Instead of 


camping, move through the area and go 


from one target to the next without 
delay. Have the group follow one person (preferably a Warrior or a Paladin) and rav- 
age everything in sight. This isn't the path to instant leveling, but it accrues EXP at 


a fair pace. 


In some games, there arent enough rewards to justify taking a party against the 
biggest beast that they can defeat. FINAL FANTASY XI comes down hard on any 


group that overestimates itself, but there are rewards for fighting against potent foes. 


For starters, various character skills rise 
at full speed when fighting against 
tough enemies. For low and medium- 
level characters, this helps to remain at 


h level. Harder 


targets also offer the durability to war- 


your skill caps during eac 


rant Skillchains and greater group 


cooperation, Groups that learn to fight 


together in this way can defeat far more 
enemies and gain more EXP than loosely-organized parties. And, for certain targets, 


the monetary rewards can be greater than hunting monsters of a lower level. 


Strategies: Tricks of the Trade 


Now thar everyone has an informed understar 


ing of MMORPG concepts, it’s time to focus on FINAL FANTASY XI specifical- 


ly. There are many facets of gameplay in FINAL FANTASY XJ, and players are likely to spend weeks mastering the feel and style of 


the game before they become veterans, Yet, reading this section will reduce the time required and explain many of the tactics that 


I here Is no good way to defeat the most powerful enemues for your le vel without a 
few allies. Going after a single tough enemy—using your job abilities—and still 
nearly dying isn't worth the ume, risk, or measly increased experrence award. Tough 
enemies are intended for modest groups, A full-sized party can dependably take on 
monsters that are several levels higher, bringing higher EXP rewards without the 


same risk or downtime that a solo character would face. 


All of this advice changes somewhat during the moderate and higher levels of play. 
First off, improvements in skill are based off the difference between your skill’s level 
and the level of the monster you are fighting. If your character has fallen far behind 
in a more difficult skill (such a Parrying), it may actually be HARDER to gain in 
thar skill when fighting against tough opponents because your character won't be able 
to use the skill at all! If this is the case, fight lower-level creatures to raise that skill, 


or use other jobs (such as your support job) to raise that skill farther and up to its 


maximum while accomplishing others tas 


MONSTER DIFFICULTY: A QUICK TRANSLATION 
Decent Challenge (DC) * Fair Experience Solo 
* Challenging but Fairly Safe 


* Useful in Groups for Closing 
Level Gaps 


* Fight in Large Groups 

* Better than ITs for Unorganized 
Groups 

* Smaller Level Spread than ITs 


* Best for Groups that Know an Area 


*Should Have Leader Who 
Understands Group 


Incredibly Tough (IT) 


As you move from weaker enemies to stronger enemies, the general defensive levels 
of the monsters will increase. Monsters that are considered “too weak” usually have 
a lower defense and are easier to kill, while monsters that are “very tough” have a 


higher defense and may require more than one person to dispatch. 
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To actually kill these monsters, make sure everyone knows about sk uins and 


mas our an order for cauntir g the enemies, so 
that stronger characters. Grab healers that know 
whe fagic at 5%!” Lastly, find 1 party leader who 
has experience W ith the people and monsters of an area. Good coordination and The experience system i FINAL FANTASY XI ts different from ones that you might 
communication leads to all manner of positive things in this game. see in an offline computer roleplaying game. Instead of getting an objective value 


from killing various monsters (one beast 
| 


being worth 50 to everyone, another being 


100, ete,), this game awards characters a value that corresponds to the er difter 


cs that are 


about, all of the battle tact ence in each bartle. A level one character fighting against a level one monster will 


the rest of the gr 4d explain the meth receive 100 EXP from victory; that same monster will only be worth 50 EXP before 


the Skill timings, show them what is work 1 what is not. long, nd then 25! As characters gain in power, they must fight more dangerous 


me and patience. If you never plan on seeing these low adversaries to keep the same quantity of EX} 
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may not seem worth the trouble. However, you never know when you 


Experi nce for each kill is further modified if you are in a group or alliance. The num- 
ber of people you are allied with will dramat y affect the experience gained from 
each battle Yet, this is not a direct div sion of EXP gained to the point whe re (wo peo- 
ple will halve their experience ports, fout will quartet the Mount, etc Indeed, parties 


receive more EXP (when added together) than they would gain from slaying the same 


quantity of monsters of their own, See the table below to help make this clear 


Some people don’t want to get that heavily into the math and specifics of the game 
mechonics. If that is the case, use this as o quick guide to understand FINAL FANTASY 
XLEXP. 


MI Monster EXP is Determined by the Highest-Level Character in the Party 
Group Members of Lower Level are Assessed an EXP Penalty 

Wi Groups Con Gain EXP Much Faster than Solo Players 

EXP Chains are Good for Faster Leveling 


The fastest way to gain expertence 


specially at moderate and higher lev- 
s througt large groups of charac- 
ters. Five or six people join a party that 


crafted to. work together. A skilled 


vaitse shill eeeniax thie and eaves! PARTY EXPERIENCE RATES 

factors must come together for the GROUP SIZE EXPERIENCE MULTIPLIER 
gre ro 2 Members 

3 Members 


can't inflict m On the other 


hand, fou Dark Knight Thief, and ALLIANCE EXPERIENCE RATES 
Ranger can deal damage at leisure but Size : -1.85/Alliance Size “ 


this group suffers from unreasonable 


lowntime {waiting for health to rerurr 


it ira WU hte hilaen “The formulas here ore approximations and are subject to change 
without notice. 


deal parties balance risk nd rewards not only in what they fight but in how they 


| derably; don't take 


operate Dont tak sugh healers and the 


y Experience Rates table shows the change to ¢ Kperienct when figl ting along 


x. Shun melee and 


4 t | support and the battles become longer and more 

3 A 4 : ; ; er. +" oup. To the perceptive player, it will soon become clear that t isn't a 
= xccidental deaths can—and will—happen. Each job brings different skills to a F 

a) ' 1 ; , at all! Large groups have such a minimal multiplier that they can 1 a greal 
On gro ind ‘ ned leader must understand which ingredients to include. I I 
Ls =XP in comparison to a lone player or a small group, An individual can grab 
ay 1 " 

= \ back : 100 EXP for a good kill, bur a full group can snag 35 EXP in a small fraction of 
a A dependable group should have at least one healer and a decent backup healer (a A - 
ae 55 ‘ f : : : ; h i the time! Not only that, but they can move on to fight at least two more in quick 
— White Mage with a Red Mage on backup Chere should also be a Warrior to pro z : 

~ - : succession, earning more EXP while a lone character would be resting, 

= oke er es and hold ager Paladin ior is an excellent choice an s 

= reane-dumave dealer is/asmust (adda black Mapes ihe final-two- slots arecor 

ircane damage dealet1 2 must (add a Black Mage he final two siots are con- 
zi figurabl eet the grouy r e damage is available with a 


1 with the addi- 


nN 
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Example: 
(Monster EXP * Experience Multiplier) = Unadjusted EXP per Person 
Thus, a group with 3 members would yield the following sum 


(100 EXP * .45) = 45 EXP per Person 


If experience points were divided without this, parties would have to kill even faster 


<P. 


Because of this multiplier, that isn't the case. It is mathematically better to hunt in 


than EVERY person in the party would on their own to make substantial 


large groups. The issue is to put together such a group with people who understand 


that game and 1ts finer points. 


But, there are more issues to consider. Many parties won't be of exactly equal level. This 


is a major issue because players should understand how this will affect their characters. 


The highest-level character in a group is the one who dramatically effects party EXP. 
This is such a profound issue that everyone needs to understand it completely. An 
entire party of level five characters fighting Incredibly Tough monsters with the help 
of one Level ten will not be getting that much experience per kill. The reason is that 


the group is counted as being tenth level. This is not an average or a matter of high- 


er and lowest, Monster Difficulty/Experience is calculated entirely off of the level of 


the highest party member. That is why a party with almost no level deviance is ideal! 


characters who are beneath the party leader (in terms of levels) will be assessed a 
Cl t I t th th ty lead t f level II t | 

penalty when their final EXP tally is calculated, In our previous example, every per- 
son was going to receive 45 EXP. If some of the members were below the party 


leader, they would recetve slightly less than that, based on that following equation. 
Modified EXP = Unadjusted EXP * Character Level / Party Leader Level 
Example: 


Modified EXP 
Modified EXP 


*Si/ 10 
.5 (Rounded to 23 Experience Points) 


I 
ns 
nw 


This example highlights the problem of level deviance. 
f ghig! k 


This is the most basic version of the EXP Penalty formula, but it is not entirely 
accurate at lower levels. In truth, there is a somewhat more gentle equation that is 
used before level 50 that softens the effect of level differences by a slight margin. To 


get a more specific result, use this version before reaching level SO. 
Modified EXP = Unadjusted EXP * [(Character Level + 1)/(Party Leader Level + 1)] 


There are only a few minor aspects remaining that alter EXP gained after battles. 
The only one of consequence rises when characters use pets. Using Pets/Summoned 
Creatures cause the character who controls them to suffer a 30% experience penalty 
under certain circumstances (these are explained in the pertinent job sections and the 


effects can be avoided), Groups will suffer this penalty as well IF the 


summoned /tamed creature 1s higher level than the rest of the party. 


Experience Chains are very important for rapidly advancing through levels. 


Understanding monster difficulty is critical for applying various techniques to max 


imize experience; even a skilled party that doesn't use EXP Chains won't be doing 


their best when it comes to reaching the higher levels at a fair pace 


First off, Experience Chains are 
formed when powerful creatures are 


killed without a long delay between 


fights. For each character, the specific 


De 


g line is whether you can er 


and kill an Evenly Matched or rougher 


enemy within a given period. This ts 


possible as a solo character (though 1 


4 


is fairly difficult to do at most levels 


and with most je More often, 


groups use t tod atically LMprove 


the experience gained by fighting four 


or five Tough creatures in a row. 


For each kill in the chain, the amount 


1 before t} 


of time allowe 


chain expires 


will decrease, so the party must be even 


faster about defeating their targets. One 


well with this is to 


of the tricks to « 


go after Tough enemies for three or four points, establishing a good chain but not rak- 


ing in too much EXP for a large group. Then, with full TP and a healthy reserve of 
magic, go after an Incredibly Tough monster and unload with everything the party has 
to kill it before the timer runs out, This will net the largest bonus percentage because 


IC 18 at the enc of a chain and that will ap aly to the creature that was already wortn 
he end of acl { that will apy lread 


the most to everyone in the group. Grabbing 200 or more EXP from a single kill in 


this fashion ts entirely possible. 
One thing that is wonderful about Decent Challenge monsters is that they can still 
provide EXP Chains to lower members of a party. Normally, the experience system 


is geared so that lower-level people get less EXP per kill than other characters in the 


party. This leads to slower nt and prevents pl 


y hours 


with a higher-level group without spenc 


party waits for them. 


BUT, Decent Challenges won't give EXP Chains to the higher-lev of the 


party, of course. They will give chains only to the lower who see the mon 


sters as being Even Matches or even Tough. That means thar the party can quickly 


be going through enemies that are easily handled yet assist in closing the level gap 


Of course, it takes a fearsome n 


er of oppone 


roup to explort 


this, but it’s still a viable technique 


EXPERIENCE CHAIN BONUSES 
First Chain 
Second Chain 

Third Chain 
Fourth Chain 
Additional Chains 


Regardless of level, traveling is fairly 
slow and can take a fair amount of 
time out of a person's gameplay. 
Although keen methods of transporta- 
tion ate discussed later in this chapter, 
the first method of saving travel time is 
important even at level one! Players 
should always strive to find a home 
point that enables them to stay as close 


as possible to the things they need 
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For most characters, it's better to have a home point near the areas where they hunt. 
This means that an unfortunate death will cost only a few extra minutes. The soon- 


er people get back out into the field, the sooner that experience loss can be negated. 


the Home Point issue shifts around to include different 


In more advanced levels, 
modes of travel. If Chocobo Stables or teleportation magic make it faster to reach 


important locations from a Home Point that is farther away, such distant points 


become more important! 


J pac soto chu Dui tak at ni jon is under yo county's (or 
alied country’s) control, you will have full access home point ond signet services ot 
the outpost. If, however, the ragion is controlled by a nor-alig county, you wil Have fo 


pay to set your home point and signet will not be offered. 


etree remem = jot con be. 
accessed here as well. lke Geta spectrneat 


pike heite ek ae 


Search for ourposts with NPCs to sell items and offer home points to weary travel- 
ers. Many of these outposts aren’ terribly far from a good hunting ground. If it’s 
still a long walk, find a route that takes your character through territory with weak- 
er monsters to fight for extra experience, or lucrative monsters (to farm a few expen- 
sive items on the way to your destination). At higher levels, this becomes less impor- 


tant, but low-level characters need to make EXP and gil whenever possible. 


Home points are important even when working out of a city, be it your starting town 


or one of the more exotic places in Vanadiel, like Jeuno. Choose a place in town that 


is near the exit you plan to use, or select one that is nestled in a section with all of 


the luxuries you de SIres (a residential area, auction house, extra stores, etc 


BAT TLE: POWER THROUGH 
CONFLICT 


Levels don’t come without trial and conflict 


. Battling the monsters of Vanadiel is the 
best way to become a hero of legend. For those with eternal patience, there ts no rea- 


after the other, 


son not to simply fight one weak enemy taking on risks in the 
process. Bur what type of heroism is that? To face danger and return alive, fighters 


and casters alike miauist learn about the art of war. 


attle Tactics 


Before getting into special abilities and techniques, everyone needs to understand the 


basic levels of battle tactics. These nearly-universal tricks cross many genres and 


games, and the most important ones are explained here 


I's always useful to hold the high ground. Even in this game, where enemies are quick 


e life 


a run over broken ter 


to realize where their attackers are located, ain will 1 


difficult for monsters of all sorts. 


a Warrior, a 


and a Black Mage. Standing at 


Consider a party with 
Ranger, 
the top of a hill, perhaps in a place like 


Tahre 


1 Canyon, the Warrior taunts a 
mandragora and begins fleeing around 
The Black Mage 


‘vin pummeling the man- 


the crags of the area. 


and Ranger b 
dragora from a modest distance, hope- 


fully wounding it. By the time the mon- 


ster turns to go after anged targets instead of the Warrior, the Warrior turns and 


uses his Provoke a second time. By kiting the beast through this terrain, the tank 


avoids an attack while the enemy is taken down. This party isnt ideal, yet their battle 


give them a chance to fight while waiting for their White Mage to make it out 


tactics 


Sa 
to the batt 


In areas without aggressive monsters, it's important to spread outa little. Make sure 


healers and C 


sters are separate from the fighters in a group. Enemies that use area- 
of-effect abilities can’t hit the softer members of the party with this approach. Also, 


Warriors will have more time to Provoke if a monster peels away to go after the lir- 


tle guys. No Warrior likes to see their Tarutaru friends engag 


Of course, areas with many aggressive and linking enemies have a different dynam- 
ic. In this case, parties should keep their casters in a different location, but everyone 
must keep their eyes open for spawning, aggressive monsters, Characters in melee 


should spread out around the target to see in each direction; this creates a better envi- 


ronment for detecting potential threats. 


Knowing the monster types that exist in the world and your elemental oppositions 
helps with several things, Betore you can uncover the greatest weaknesses of each 
monster, it's wise to watch and see what spells or special abilities they use against par- 
ties. While observing, learn what spells to use defensively (to reduce the power of 
and what to use 


your enemy's elemental attacks aggressively against a particular 


beast. Using a “weaker” magical attack against a susceptible monster is far more 


effective than using your highest level magical spells on everything you meet. 


Ir's also important to note that entire families of monsters live under the same ele- 
mental properties. If you learn the weakness of one goblin, worm, or crawler, you 
will know the weakness that affects all of them! This applies evenly across the land, 


thus making it easter for experienced players to enter new regions with little TO fear. 


For Beastmasters, this idea is taken a step further by grabbing monsters that are 


inst each other. Refer to the chart of monsters in the world to 


intended to fight 


see which beasts naturally hunt and fight against each other. IF you can tame one 


predator to use against its natural prey, the fighting becomes much easier. 


Sw SE ea) | OO eee 


7 aha 


Beis 


Der ors 


Wiss to Cast 


Mages must be careful not to prematurely cast during battles. A Black Mage who 
8 ) 5 . 

jumps the gun and starts to pound away at a vicious beast may draw it in for an 
attack before the tanks can provoke to ensure everyone's safety. This leads to a gen- 


eral rule of thumb that should often be followed: 


Do not cast spells or use special abilities until the frontliners have 
all engaged the incoming monster. Nukers don’t start fights—nuk- 
ers end fights. Healers should heed the same advice: the first hit ot 
two shouldn't knock the tanks down to low health. (Although, it’s a 
pretty good time to start running if things start looking bad. 
Healers can usually afford to wait for one or two rounds before 


healing, 


During the early rounds, casters will still have many things that they can do as long 
as the monsters are going to be Provoked away or otherwise snatched by party mem- 
bers. Damage Over Time spells and enfeebling magic are ideal at these times. Such 
spells as Silence, Dia, and Bio are not going to accrue much aggro. These early spells 
pay for themselves easily, especially when parties are going after Very Tough and 
Inredibly Tough monsters. If, by poor fate, a caster is ever the person to pull for a 


group, using these spells is esse 


ial (don't pull with heavy damage spells). 


Another important issue rises when casters are attacked by incoming monsters that 


hayen't taken any damage from the party yet. This happens from wandering ene- 
mies that join a fight because of linking. If a tank was attacked by such an oppo 


nent, they could (and SHOULD) just leave that creature alone and let it take the 


free hits while killmg off the original 
creature that the party was going after. 
Mages, however, can't sustain the 
damage and will need a party member 


to rip the beast off of them. 


If there are only Warriors for this pur- 


pose, simply call for their help and wait 


for the Provoke. If, by accident, no one 
has a Provoke to spare, stand sull and let a tank come and whack the new monster. 
However, Paladins like to heal monsters off of people (accruing their own aggro 
while healping the party). This is a great method, but look at the following issue to 


understand that there is a complication, 


Monsters that haven't taken damage from a party can aggro because of being aggres- 
sive or linking with their buddies, but they don't follow the normal patterns for 
enmity. Thus, these “unclaimed” beasts will only attack the person who got in their 
way and won't worry about whether that person is being healed. Indeed, this means 
that Paladins and backup healers won't be able to strip the monster away without 
coming over for a melee hit. That isn't ideal during a number of battles, So a weak 
mage should HIT the monster one time with a basic, melee attack. Amusingly, this 
will claim and creature and make it interested in attacking the rest of the party. 
Healing will then accrue enmity, so Paladins can pull the monster over easily with- 


out leaving their current target. 


Another important thing for groups with several casters is to decide which mages are 
covering various enfeebling spells. The problem is that these spells can cancel each 
other out in certain cases. If two casters use the same spell (e.g. Silence), it not only 
wastes mana! In truth, there is a chance that the spells will negate each other and leave 
the monster without any Silence effect; that is bad news indeed. Divide these casting 


duties ahead of time so that this does not happen. 


M 


leme | oH > the same time: } el leaves nukers free e differe mit 
elementa Speus use the same timer, and that leaves nukers free to use different attack 


ges will notice that there are different timers within the schools of magic, Not all 


spells in tandem for faster casting dt 


z certain emergencies (this piles on the enmi- 
ty, so it should be used cautiously). To see the effect of this, have a Black Mage cast 
Water again and again and notice the delay between the spells. Now, try and switch 
between Water and Stone with each casting. Though Stone is a weaker spell, the 


improved casting speed can make a huge difference ina pinch. 


As usual, experienced players know when to break these rules. New players may find 


that it is much safer to do things this way until they learn the difference. 


Healing efficiency is a major issue for 
almost everyone who plays the game. A 
party with all of their healers low on 
magic points will be extremely vulnera- 
ble to poor luck, longer downtime, and 
possible deaths! To avoid this, healers 
must use every point of magic to its 


fullest. 


New and higher-level Cure spells will be very inefficient when characters can first 
cast them. Until many levels are gained and the caster's Healing Magic is much high- 


; ; \ 
er, these spells should only be used to either save lives during emergencies or grab 


aggro (in the case of Paladins), For general bartle healing, stick to Cure spells of 


l 


lower ra 


« that give you the maximum amount of healing per MP expended. 


The idea of managin; 


the group survives a fight without coming close to death, everything may seem fine. 
However, downtime and wasted magic points are demons of their own. If Monks 
and Dark Knights are taking aggro during battles instead of Warriors and Paladins, 
there is certainly magic being wasted. Consider that each hit against a poorly- 


armored character can cause two or three times as much damage; White Mages cant 


keep up with having to heal fellow casters for very long, can they? By the same token, 


magic will last mi longer if it’s a Paladin taking all of the aggro (a Paladin with 


better). 


up-to-date equipment and a Warrior sub using the Defender ability is even 


all (ER ROO Ss ES SE 


‘© to raise healing efficiency may seem strange at first. If 
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Job abilities are discussed at fair length in the specific character sections, but there are 
several pointets t6 discuss here. For the two-hour abilities, hold back from using them 
until the party is in substantial trouble. This is often the case when a White Mage 
loses magic too quickly. I he party leader is often the one to give the call for two-hours 


to be used, but it's important for everyone to be aware of the party's status, 


Use Control “= ] to quickly access the job ability menu for the two-hour abilities. 
Having a macro for frequently used abilities 1s a must, but there is some danger In 
having a macro for the two-hours. For one, people often find a way to accidentally 
trip macros, even if they are ina separate TOW. The last thing thar most players want 
is to waste their best ability for no reason, Of course, if you trust your proficiency 


to remember where everything Is at all times. + 


Weapon skills are the most important means for melee characters to inflict damage. 
When the weapon combat skill reaches level 10, a player gains the ability to use 
Tactical Points to launch a special attack. These skills grow more versatile and inter- 
sting as characters reach higher skills with their weapons (often gaining a new 


weapon skill every 30 or so points ). 


While soloing, characters are usually better off by using a weapon skill each time 
they reach 100 TP. This keeps the flow of skills at a high rate. Or, in regions with 
many weak monsters and a few tougher 
targets, the character can farm light 
EXP and raise TP while killing the soft 
targets. After doing so, then start fights 
with a harder target by using a 300 TP 
attack; it isn't three times as effective to 
use a 300 TP shot, but all of the abil- 
ities are a bit berter when used with a 


full gauge. 


Weapon skills are even more important in parties. Fighters must learn to hold their 
special attacks until the party is ready to use their skills in unison. When timed cor- 
rectly, this begins a Skillchain. These can lead to incredible damage and magic bursts. 


Party leaders should be assertive in organizing these tandem attacks. 


Because many monsters have elemental strengths and weaknesses, it is vital to recog- 
nize the properties of weapon skills. Many skills have elemental properties that will 
negate their use against monsters that are strong against that element. As with all 
things, it ts best to use characters’ strengths against enemies’ weaknesses. When a 
much lower-level weapon skill has the best elemental property for a given fight, use 


that one instead of a higher-level but less effective attack! 


In addition, many of the melee jobs have special weapon skills that aren't available to 
normal folks wielding the same weapons. These job-specific skills are very powerful 
and are almost invariably better than generic weapon skills. When it isn't clear which 


skill is best against a new type of monster, use these skills as a trusted standby. 


Skillchains are very powerful in parties with more than one or two frontline fighters. 
These combos of weapon skills are synergistic, and the damage caused can pull even 


the toughest monsters off their yictory thrones. 


Skillchains are created by using weapon skills in tandem; two or more characters can 
work together to form a skillchain. In odd cases, a fast Samurai can chain attacks 
without help from other members of a party! The first character in a chain will use 
a macro that informs the party that a chain is coming (often with both text and a 
whistle). Then, a weapon skill ts used, and a second character will wait about two- 
and-a-half seconds before launcing 
their weapon skill, Future characters 
need to wait until the entire animation 
ends for the effect and a short moment 
afterward before using their own abili- 
ties; this takes a count of several sec- 
onds. The explosion that results does 
synergistic damage that can dramatical- 
ly imrove a party's overall ability to take 


down large monsters, 


Entire parties can engage in these combo attacks. Specific chains work together to 
increase the level of the combo, leading to supplementary bonus damage. Because 
these added effects are magical in nature, a truly knowledgeable party leader will pre- 


pare a Skillchain that yields an element that the enemy is weak against, 


Long skillchains (with four or more party members) are hard to pull off at lower ley- 
els, and require a fair bit of timing, planning, and organization. Most of the time, using 
groupings of smaller skillchains during tough fights will be perfectly fine. The party 
leader will determine what elemental 
properties the group 1s looking for and 
figure out a progression of weapon 
skills that produce the desired elemental 
effects, This can further be coordinated 
with the most powerful caster 1n the 
party so that magic bursts can be used 


to their fullest. 


In organizing skillchains, it is better to put half-tanks at the beginning of normal 
combos. The issue is that full tanks often gain enough TP to start a chain well before 
other members of the party, If the tanks are the first ones to use their chain, the half 
tanks won't be ready quite yer. There are a few odd bits to consider in this. Samurai 
can often start a skillchain at higher levels and participate in it toward the end as well 
( since they gain TP so quickly with some skills }. Also, Thieves work well at the end 


of combos because of their massive bonus damage! 


As with independent weapon skills, be wary of using elemental skillchains that a 
creature may be resistant against. Focus on the weaknesses of various targets to dra- 


matically raise the damage done at the end of the chain. 


Mages get to join in the fun of skillchains, too. Though outside of melee combat, 
and frequently low on IP, mages have spells thar can cause the elemental properties 
of a chain to erupt into a magic burst. Use a spell of the same type of the final stage 
in the Skillchain to accomplish this deed. A White Mage could cast Holy on a chain 
that ends with a light property; a Black Mage could use Stone on one that has an 


earth property. 


When properly used, these combinations make it safe to engage enemies that are sub- 
stantially more powerful than any of the characters ina particular party. I he nicest 
thing about these bursts Is that the mages wont catch extra enmity for the spells they 
are casting. Magic Burst damage isn't added to the caster’s aggro total, and that saves 
parties from having to compensate for some huge enmity toward their nukers and 


healers. 


When magic runs freely and healers are safe, there is no need to trade aggression 
within a party, The person with the highest defense should grab the attention of an 
incoming enemy and never let them go. This is the most efficient way to prevent 
wasted mana, Yet, there are accidents or situations in which healing doesn't arrive as 


quickly as it should. In those cases, be prepared to trade aggression. 


In a party with two or more people with Warrior jobs, this is a very easy thing to 
accomplish, When the first Warrior grows weary (perhaps at 50% health), the sec- 
ond Warrior can provoke and gain the monster's aggression. When that member falls 
to about 50% health, another party member can attempt to gain aggro, If no oth- 


. This can be continued until 


are suitable, the first Warrior can provoke ag, 


fighters are reduced to about 10% of their health. 


At this point, there are tough decisions to make. If the party has no hope of win- 
ning, the Warrior with more Hit Points should taunt the monster and flee as far from 
the party as possible (try to let the group know what is going on). This gives every- 
one time to evacuate. Although thoroughly unpleasant, it is a Warrior's place to die 
so that the healers can escape. At moderate levels, at least the White Mages will 


return to raise you in thanks, 


If the monster can be defeated, secondary fighters should try to gain aggro. Thieves 


and Monks should use their special abilities to cause as much damage as possible. 
The Warriors may need to briefly sheathe their weapons for this to be effective, 
though it's always a tense decision (losing a round of attacks isn't good, but neither 


is dying when a monster has 5% of its life). 


{ Itimately, the goal Is to avoid any fight that puts a party In grim scenarios. 
Accidents happen, but no experienced party leader wants to bring the group to a 


5 


point where members are likely to die. 


Depending on the party and the mon- 
sters in an area, there are advantages to 
camping in a set place and wandering 
around looking for fresh meat. Party 
leaders should consider what is safest 
and ultimately rewarding for the party, 
then keep the group informed while 


making everything happen. 


Camping is far easier to do, especially once a decent spot is found. The upshor of this 
method is that battles are usually smooth and predictable; the group knows where they 
will be, nobody gets lost, and the flow of EXP runs at a regular pace. The downside of 
camping is that there are only a few great spots in any given region. People learn where 


these places are after a short time, and that leads to overcrowding. 


To know if a place makes a good campsite, take a look at the area for a while. Are there 


aggressive monsters that appear close to where the party would be staying? That could 


be a very bad thing, especially since the group could be in the middle of a battle when 
a new monster joins the fight. A good site has few or no aggressive monsters that come 


close enough to join on their own. 


Next, are there enough monsters of appropriate level? If there are only a few targets, then 
a skilled group will quickly clear the area and be forced to wait until the enemies return 
This forced downtime leads to frustration in parties that are driven to level quickly. If 


the area is safe and there are enough beasts to lure, the site is a fairly goc xd one. 


Peripheral matters that are still of great importance include line of sight and evacu- 


ation safety. Can pl a clear 
view of anything that might be wandering up to d e group? Also, Ww ill there be other 


parties in the area that could help in the event of a bad pull or unlucky monster po 


It's more dangerous to be in the center of a zone, far away from a zone wall, than it 
is to be near an casy point ot escape. If a good camp can be taken that is easy tO 


evacuate, that is worth something unto itself! 


Wandering through an area is rarely as good for EXP as an ideal camp, but it can 
certainly surpass a mediocre one—and sometimes that is all that ts available. A wan- 


dering party rarely contends with boredom or complacency, but there are other trou- 


bles that threaten characters down this pa 


Party leaders must be very careful when 


as with a group in 


tow. Make sure that you know the 


tire area thoroughly, or appoint a 


r that is well-versed in the 


new lea 


ers of the locale. Where are the 


aggressive monsters? Are there special 


monsters that are too high a level to 


= 


mess Wl Vhile roving, the party has 


eater chance of bumping 


into monsters unexpectedly, fosing party members due 


to lag or carelessness, or wasting time trying to find a decent source of targets. 


ADA AGL. 


if} Lfo 


fur 


si 


SUDILVALS 


33 


(NNOUDVE 


SH apvsL agi fo syuy 


IWY9 


Skilled leaders must bring parties into the tougher spots of an area, have them fight 
in a safe yet challenging way, then know when to back off and deal with lighter 
encounters for a period of time. This mix of hard and soft targets yields slightly bet- 
ter EXP results than going after only high-end targets and accepting the downtime 
that results. Camping parties don't face this in the same way, because pullers auto- 


matically provide some time for mages and others to rest) roving parties can't afford 


to have people heal haphazardly. 


There are several ways for monsters to track and attack players in FINAL FANTAS) 
XI. And, as in the real world, there are major differences between different families 


of creatures (the specific methods for each monster are listed in the Bestiary). 


Some beasts hunt by sight. In these cases, the monsters will have a cone of visual 
detection that comes out from their forward facing. Anyone who stays behind such 
a creature will not be attacked. Another choice is to use the Red Mage and White 
Mage spell Invisibility or prism powders. This keeps creatures that use visual track- 


ing from seeing where your character is moving. 


Sage 
_W 

The Goblin Robber seoms incredibly toug 

It seems to have high evasion and defense. 

Sarah starts casting Sneak on Sarah. 

Sarah casts Sneak. 

Sarah gains the: effect of Sneak. 

Sarah starts casting Invisible on Sara 

Sarah casts Invisible. 

{Sarah gains the effect of Invisible. 


Sound is another method of detection. If you stand absolutely still, your character 


won't make a sound. Walking, or even turning around, causes sound-based monsters 


nere is no direction to orm of detection; It wont matter whether you 


are behind a creature or directly in front of it. Stay silent and you are safe, make a 


moye and you are in trouble. Using Sneak (a Red Mage and White Mage sp 


silent oil allows you to move around without making noise, 


Smell is in Its Own Category because monsters either use scent in their tacking or not, 


regardless of whether they detect visually or with sound at other times. A charact 
scent will stay behind even after the character has left the immediate area; this can be 
a huge problem, Monsters that track by scent can come across this trail and follow 
it all the way to the character or party. To avoid this, use Deodorize (a Red Mage 


and White Mage spell) or purchase deodorizers. 


Magical creatures sometimes hunt in a different way. Elementals, and creatures of 


acters under normal circumstances. You can 


similar disposition, will not attack 
walk up to them, smile, wave, and wander off. Instead, it is the use of magic that 
draws these ethereal creatures from far and away! The only sure way to avoid doing 
this is to stop casting any and all magic once you realize that a magical creature in 


nearby, 


*s from many of the undead. These 


A final method of hunting and attacking con 
When a persor 


e foes will draw near and seek to destroy the character. Stay 


s below 75% of their 


beasts attack people who are closer to dea a 


maximum hit points, the 
at full health (a good goal at any time) to avoid some of the dangers posed by these 


monsters, 


FINISHING MISSIONS 
AND QUESTS 


Anyone can make money and gain levels with enough time and patience, but there are 
more than a few interesting adventures along the way. Missions and quests are suitable for 
grabbing extra money, prestige, and items, These not only help in future leveling, but they 


provide the player with invaluable insight into the underlying story in FINAL FANTASY XI. 


Missions ate tasks that a nation gives to its chosen adventurers. These extended activ- 
ities are usually challenging, dangerous, and take a fair amount of time. In the begin- 
ning, they can be done alone, but it will soon take an experienced party to complete 


even a simple-sounding mission. 


There are various rewards for completing these grueling tasks. First, they advance 
your rank within a city. This makes more powerful conquest items available talk to 
elite town guards). High ranks also allow the player to advance in the underlying 
story of the game and Teap more benefits for the player. Beyond that, the city often 


rewards victorious players wit gil and other items after specific mitssions. 


Some missions are also repeatable and, 
when completed again, also add to 
your rank points. Doing the missions 
over again can also save the player from 
giving up valuable crystals that can 
otherwise be used to craft various valu- 


able items. 


To get missions, venture to one of the gatchouses in your character's home city. Talk 
to the head guard and ask to take part in their duties. After completing the first mis- 
sion, additional ones become selectable. These are divided by ranks. Your character 
will advance in rank by finishing each full set of missions for that rank (normally 


around three My and donating a substantial number of cry stals to the city treasury. 


By themselves, quests provide gil and 
items to players who successfully com- 
plete them. Sometimes there are minor 
perks, but a few quests are so good that 
they should be sought and completed 


as soon as possible 


In a greater sense, though, quests are 


his 


available to raise a character's fame. | 
is needed for some of the most dangerous and rewarding tasks that occur later in the 
game. For example, going after your character's artifact equipment cannot be done 


without having impressed the citizens of Vanadiel by doing plenty of good deeds. 


Fame can be gained in many areas, but it only applies to the major nations/ groups 
of people in Vana‘diel. Quests that are completed in Bastok will not endear your 
character to the people in Windurst, To access most of the higher-level tasks, char- 
acters must complete many lower quests to prove themselves worthy, Repeatable 
quests are critical for this because they are often less complex, provide financial 


incentives, and won't takes entire days to master. 


Though Fame affects store prices and 
more important tasks, it isn't alw ls Casy 
to find out how famous your character 
has become. To do this, you must find 
NPCs for each region that will give you 
a general idea of your fame, Instead of 
providing a number, they will Say how 


well most people know of your deeds, 


Behind the scenes, these statements 


reflect a more specific evel of fame. 


eu tae 


BASTOK 


Increased by doing Bastok Quests, 


Reported by Falco in Bastok Port (E-6). 


SAN D'ORIA 
Increased by doing San d’Oria Quests. 


Reported by Namonutice in South San d'Oria (K-6). 


WINDURST FAME 
Increased by doing Quests in Windurst, Mhaura, and Khazam. 
Reported by Zabirego-Hajigo in Windurst Waters (F-10). 


Reported by Ney Hiparujah in Kazahm (1-I1). 


SELBINA FAME 
Base Level is influenced by the Lesser Fame of either Bastok or San d'Oria. 
Increased by doing Quests in Selbina and Rabao, 


Reported by Waylea in Rabao (G-9), 


JEUNO FAME 


Base Level is Influences by the Lowest Fame from Bastok, San d'Oria, 
or Windurst. 


Increased by doing Jeuno Quests. 


Reported by Mendi in Lower Jeuno (H-8). 


NORG FAME 
Increased by doing Quests in Norg. 


Increased by doing Quests for the Tenshodo Corporation, Brugaire 
Consortium, and Nanaa Mihgo. 


Reported by Vaultimand in Norg (H-8). 
The responses from each of the NPCs who report fame levels will differ to some extent, 


but the general meaning from each can be translated into one of the nine fame levels. Here 


is a list to quickly show what types of responses correspond to the nine fame levels, 


The NPC Has Never Heard of You 

The NPC is Not Sure if They Have Heard of You 
The NPC Has Heard of You 

People are First Hearing of You 

You are Becoming Known 

Almost All People of the Nation Know of You 
Everybody in the Nation Knows You 

Everyone in Vana‘diel Knows You 


You Are a Hero and Gift to Your Nation 


CONQUEST: CRYSTALS, FREE 
ITEMS, AND LAND CONTROL 


There is relative peace between the nations, owing partially to the uniting threat of 


the evil forces in Vana diel. Yet, each nation is selfish enough to desire prosperity for 
its people beyond those in foreign lands. To gain this power and influence, each city 


tries to conquer the land taken by the monsters of the world. 


Holding territory leads to new goods 
in a city's markets, crystals flowing to 
the crafters, and free items gained by 
the conquerors who fought so hard 
to earn the nation’s victory. This ts 
the turn of fortune that changes 
from week to week, as powers rise 


and fall across Vana‘diel. 


To participate in land conquest, speak to the special guards of your character's home 


city. These guards are always distinguished by a title next to their names. Most often, 


these NPCs are located near the city gates of each capital, although several are sta- 


tioned at outposts or “safe” areas of the wilderness. 


ot 
¥ 
‘SS 


(‘S 
These elite city guards can cast => 
Signet on your character. Signet, for a = 
limited ey causes your be ae = 
and defeats to become part of a “ 
greater whole, In specific terms, each 
enemy you defear is added to your 
nation's conquest of that region, 
Should you die, however, the mon- 
sters gain influence. 
There is no penalty for using signet and participating in conquest. You gain full expe- 
rience rewards for your kills, death has the same consequences, and so forth. There 
is NO reason not to participate in this, and there are rewards for doing so that haven't 
yet been discussed. 
NATION’S (PLAYER’S RANK) 
There is a simple formula to remember these on your own. Add your character's rank 
to the current rank of your nation to find out how many hours each casting of Signet 
will last. This allows characters from the nations in second and third place to have 
Signet last somewhat longer. Once Signet is cast, players will gain conquest points 
from every enemy slain that is still worth experience points. 
Signet Duration {in Hours) = Character Rank + Nation Rank 
(REGION RANK /CONTROLLER) 
NATION’S RANK FIRST SECOND THIRD BEASTMEN 
(REGION RANK /CONTROLLER) 
NATION’S RANK FIRST SECOND THIRD 
Second/Third 
Monsters are worth a number of conquest points equal to one-tenth their experience 
value toa character if multiplied by the factor from the tables above }. Thus, a single- 
character fighting an Even Match enemy will gain 10-20 conquest pornts per kill. 
. . . acne fs 
Conquest Points (per kill) = (Monster Experience/10) * Region Modifier 
“ 
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Con west Points or New Items 


Each kill chat is made while bearing Signet gives your character conquest points 
these are viewable when you speak to elite guards of your city, or on the Region Info 
screen from the Main Menu). Conquest points are spent when you ask the elite 
guards to spend your points. Special weapons, pieces of armor, and scrolls can be 
yours as part of this. The more expensive and valuable pieces of conquest gear are 
only given to those of higher rank (having completed missions for their homeland 


and donated crystals to the cause as well . 


Sometimes there are no items of a given rank that will aid your character. This does- 
nt mean that you have to hold onto your conquest points. If you're low on funds and 
badly need new equipment, sell a conquest item at the auction house. The special 


bonuses on these items frequently earn a fair price at auction. 


nd Control 


As long as one of the three nations is in control of a region, crystals are given as 


treasure when monsters are killed there. These crystals are very important for the 
crafters in town; breaking special items apart and putting others back together is 
done with crystals. All crafting equipment is fed by the continuous flow of crystals 
into each city. Without both raw materials and crystals, the entire player-based econ- 


omy would shut down, 


Non-crafters have sev al reasons to hunt for crystals. These items can be given to 


‘ds to incre rac 


racter’s rank, although you must still complete the final 
mission of each rank to adyance. Also, crystals fetch a decent price at the auction 


Sell bundles of 


house. lozen crystals at the going rate; it doesn't take long to farm 


gh crystals to supy 


ment your income, 


NO EXP EQUALS NO CRYSTALS 


Unlike many forms of treasure, it’s impossible to farm crystals by killing monsters that 
ore foo weak to be worthwhile. If o beast doesn’t award EXP when it dies, no crystals 
will be rewarded. It also won't affect the conquest tolly in that area, regardless of your signet 
status. 


TRAVEL MADE EASIER 


There are more than a few ways to reach various locations. Because it takes a long 
time to walk across the world, take the time to uncover the variety of transportation 


methods in Vanaidiel. 


n Foot, Traveling the Old Way 


With a spread of maps and a good sense of direction, a lone player can make it 
almost anywhere in Vana‘diel—even at only a moderate level, On the whole, this takes 
way [oo much time to be useful, but explorers gain a sense of accomplishment by 
traveling anywhere they want, regardless of level or assistance. 

Determine which 


One trick to better travel is to learn about monster 42 ression 


types of monsters are aggressive and which are not (refer to the Bestiary . Practice 


gauging the distance that monsters detect various sounds, sights, and activity, then 


attention. This is definitely a 


skirt between hunting monsters without drawing th 


skill worth mastering. 


Next, gain a sense of where you are on a map at all times. It car ~ dangerous to stop 


and see where you are located; a hasty explorer should glance down as seldom as pos 


sible. Use the compass to determine your direction and extrapolate that information to 
guess where you may end up after several minutes of running. l Ising an [/automoye] 


macro helps, because you can look at maps while continuing forward. 


Set your home point at safe outposts 
and any towns along the way, I's bad 
enough to lose 10% of your level's EXP, 
but wasting 30 minutes of travel time is 


even worse after an unlucky death. 


There is a ferry route between Mhaura 
and Selbina. For 100 gil, any character 


can make the passage between these 


distant ports. The overland route takes 


a lot more time and 


1S fraught with 
danger. Low-level characters can buy a 
ticket and keep their heads down for a 


safe journey across the seas. 


ocobo Stables 


After gaining level 20, characters are allowed to rent chocobos! This is a faster means 


of travel (and is much safer as well), but there der, The cost 


>a few things to con 
of chocobos is based on demand for the mounts in that region. If demand is 
extremely high, as it will be during peak hours in many locations, the cost will also 


be high. This makes off-hours riding and unused stables a better choice for money- 


conscious characters 


To be able to ride these fine mounts, a 
character must take a license test (See 
the Chocobo Wounds Quest later in 
this guide), If you change classes, this 
license will still be in effect, but you 
cannot ride until at least level LS; dura- 
tions will be halved until level 20 Is 


again reached 


The duration for these trips is finite, so it’s imperative to make it close to your final 


destination before sending the chocobo back. It is possible to hop off the chocebo 


at any time, so players who pass a party in need or an old friend along the road can 


stop and jorn them. 


LATOR EOE EOL aleenean 


An ancient civilization left behind a 


MAKING ENOUGH 
GIL TO SURVIVE 


As in the real world, money is extremely important for solving certain problems. 


series of magical crags that can be used When it comes to acquiring new weapons and pieces of armor, gil is the answer. In ae 
to pull adventurers from anywhere in FINAL FANTASY XL it really isn't a s 
Vanaidiel. For this to happen, a charac- matter of walking outside and fighting < 
ter needs to have a crystal from the monsters until you are rich: Many éne- 8 
crag they wish to reach, and a powerful mies don't havea gil, and the teeacose Ss 
White Mage must have the correct that they drop often appears worthless ra 
crag spell to send the character to that until rac really know what to do with = 
location. White Mages need to be at s With s ecod eye for finance, howev- S 
least level 38 before they can master er, there is wealth around every corner. 
these complex teleportation spells, bur the power to send yourself and others 
instantly across the world is very useful and worth the practice! 
The most obvious way to make gil, 
The airships of Jeano fly to each of the three capitals on a frequent basis. Characters although not the most effective, is to 
with an airship pass, whether purchased or given as a mission reward by the Grand hunt onnstere that carry gil with them. 
Duchy’s leaders, can use these mighty vessels to safely traverse the continent. These invariably are the rate llieecit and 
aggressive beastmen thar attempt to 
dominate many areas (Goblins, Orcs, 
Yagudo, etc.). These foes drop a small 
amount of gil when defeated. 
To make this approach really work, a small group of characters (preferat 
with a Thief) should venture into areas with an abundance of these monsters (e.g., 
Giddeus, Ghelsba Outpost }. Fight weaker versions of these monsters when they are 
v eak to each character. Fan out and take on sev eral at once uf they are trivial In effec 
tiveness. The money from this rampaging adds up over time, and it can be fun to try 
this with a group of friends. 
Atrships also travel to the city of Kazham. A separate pass is required for this pas- 
sage, so another quest or purchase is mandatory for those seeking distant Kazham, 
Note that the airship passes will allow your characters to make these journeys; that 
does not mean that it is a free ride. A modest fee is charged every time a traveler wish- 
es to use an airship. * 2 
: A productive way to gain EXP and gil is to look for monsters that are somewhat 
tough and drop items that sell well. Usually these are monsters that have several drops 
that are all worthwhile On occasion, 
the store prices of these drops will 
BLOODPORTING appear shoddy, bur the auction house 
i prices will be considerably higher. 
There is a very fast mode of travel that is quite limited in some ways but can be quite Asking crafters which items they need 
useful. As stated previously, a person who is knocked out and isn’t raised will be sent from a given region is a good start in 
back to their homepoint, This is an instantaneous process, meaning that the trayel is finding " eiehn my productive hunting. 
quite effective if you were interested in getting back to your homepoint in the first : 3 
place (like teleporting home; thus the name bloodporting). 
As noted previously, crafters have an insatiable need for certain items. Whether 
through the bazaar, auction house, or direct trading, players who are hunting for 
EXP can return to town and unload all manner of crafting items into the hands of 
willing PCs. There ts consistent money to be made this way. 
For more social players, it may be viable 
to contact crafters directly. Build a rela- 
The huge cost in all of this is the 10% EXP penalty assessed to the character. Yee, tionship with them and find out which 3 
that can be avoided in a sense. If you convert your character to a job that isn't impor- specific items they need on a given day. = 
tant (or is even level one at the time), that EXP penalty won't be hurting your main This can be more rewarding, both 2 
job or support job! That negates the pain of suffering a death. A person racing financially and socially. Because crafters 1 
between major cities could take a chocobo from one to the next, do their business, often have their own circle of friends, 
get a Rent-a-Room, change jobs at their Mog House, then bloodport home. It takes this can also lead to more work, dis- 
almost half the time off the trip! counted items, and good times! 37 
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Quests that award gil are sometimes repeatable. Most of them involve tasks to gath- 
er a certain number of items and return them to an NPC in the city. These are usu- 
ally quite useful at specific levels for establishing an extra line of income. For just a 
few extra minutes of travel time, a player can collect several additional rewards after 


an hour or two of hunting. This has a side benefit of raising the character's fame, too! 


ECONOMICS: CRAFTING 
AND THE AUCTION HOUSE 


The economy of Vana‘diel centers around the crafting guilds and the auction hous- 


es that cover each city. Participating in this process of trade and item creation is easy, 


but a well-informed player can make a killing in the process—financially at least. 


Characters who take a craft will soon 
find that this is a toad to money and 
power, but tons of time goes into that 
equation before it all comes together. 
On the whole, crafting makes very use- 
ful items in FINAL FANTASY XJ, but a 
heavy supply of crystals and monster 


items are needed to begin. 


The slow yet profitable way to craft involves a lot of leg work. Find out which items 


are u 
information). With a specific formula in mind, go into the wilderness and hunt the 
monsters with those items to gain experience, some gil, and the ingredients you are 
after. This serves multiple functions simultaneously, which is one of the best aspects 


of the slow method. 


Players with lots of gil are free to power level their crafting skills. Purchase crystals 


and necessary drop items from the auction house and craft to your heart's content, 


This wont turn a profit compared to getting the materials on your own, but it's ocCa- 
sionally necessary to do things this way. This style of crafting is much faster at get- 


ting a character to the higher levels of each skill. 


Crafting guilds and the strategies to advance within them are dealt with fully in the 


Crafting Guilds section of this guide. 


Anything that isn't available in the stores of your town is likely to have a place some- 
where in the auction house. After each server is well established, these places become 
a hub for all manner of trade. Rare goods are extremely expensive and can be pur- 
chased from the auction house when there are few external sources (beyond doing 


the lengthy quests to get the items directly 


Common goods are still sold at the auction house because store prices are usually 
rock bottom when it comes to selling treasure. Be wary when purchasing common 
items from the auction house. Some players will make an effort to place simple items 
for sale at very high prices. Make sure you know what a given item is actually worth 


instead of using the price history as your only guide. 


Regardless of what is being purchased, 
don't pay more than what the item is 
worth to you. There 1s always another 
sale, another monster, or another time. It 
is rarely wise to cripple your bank 
account unless, of course, the item gained 


is pivotal in advancing your character. 


ul to craft at a given skill level (crafter link groups are ideal for this type of 


Much like the bazaar, people can use the auction house to engage in trade without 
worrying about haggling or waiting around. Rare items often fetch a high price there, 
and common items still sell better to other players than they do to stores, This is why 
the economy is always in better shape when players trade with each other. Almost all 
items are better sold at the auction house, and the price given by players reflects an 


item's true worth instead of the eccentric store pricing, 


For example, items that are useful in crafting are worth almost nothing to stor 
Selling them there is simply a way to free up space in a character's inventory, Go to 
the auction house and put them up for sale at a low price to move the inventory 
quickly. This helps the crafters in your 
area tremendously, which also creates 
hidden benefits for everyone. Or, sell 
the goods for what they are worth; they 
will take longer to clear, bur the profits 
will be higher. Use price history as a 
gauge for demand to change the prices 


over time, 


There are NPCs outside of the auction houses in Vana‘diel. Talk to these characters 


and they will offer to transfer items to other characters in the realm (they will do this 
to transfer money as well), You only need to know the name of the target to make 
this happen. This is a splendid way to trade items with secondary characters, or with 
friends who aren't currently online. The items are simply placed in the person's Mog 


House delivery box until they get the objects. 


The upper menu has an option for using the bazaar. This is actually your character's 
personal market. If you place items into a bazaar, other characters can walk past, 
examine the items, and purchase them without any follow-up actions on your part. 
Simply set a price for the item, then leave the object in your backpack until someone 
Ww anders by and picks 1c up. An icon appe ars over any character's head when they have 


goods to sell in their bazaar 


This is frequently used by crafters z 


iunters alike. Hunters who are interested 
more in EXP or specific items may place many of their semi-lucrative goods into the 
bazaar and allow characters with more time or motivation to buy them, Buyers can 
take the items back to a town and sell them at the auction house for a fair profit, 


iis back- 


This tsa win-win situation for both players: one gets some money and frees 
pack for more important items, while the other gets a quick infusion of items at a 


discount price. 
F 


Crafters can leave finished goods in their bazaar while making additional items, 
While using a macro to occasionally hawk their wares, these merchants can serve cus- 
tomers without having to spend substantial ume arranging a meeting place, haggling 


over a price, or so on. 


Abeilte 


Bara 


Sak 


Macaffuly 


Any character in FINAL FANTASY XI 
can become whatever they wish. Begin 
as a Warrior, train as a Thief, and settle 
down as a White Mage if you so desire. 
There are certainly combinations of 
jobs that are better suited for specific 
races, but each player has the freedom 
to do anything! This section explains 
all of the regular and extra jobs, their 
support job combinations, and the tac- 


tics of playing thar job. 


STANDARD 
JOBS 


There are six jobs available when you 
first create a character. It will be some 
time before you can level enough to 
reach the extra jobs, so every player will 
spend lots of time leveling a standard 
job. Read about these six professions to 
determine which job will provide the 
best experience, the most fun, and a 
solid option for profession changes 


JOB TRAITS 
TRAIT LEVEL HELP MESSAGE 
Defense Bonus Improves defense against physical attacks. 
Warriors are melee fighters that are bal- Resist Virus Gives you o slight resistance against diseases. 
anced between attack and defense; their Double Attack | 2 May double your attacks. 


critical function in a party is to hold 


the attention of monsters so thar other 


party members can deal damage and Resist Virus Improves Resist Virus trait. 


heal without dying, Alone, Warriors Resist Virus Improves Resist Virus trait. 


aren't nearly as effective ina lengthy 


melee slugfest. In parties, there is always a 


Miss 
Attack Bonus Improves power of physical attacks. 


Resist Virus Improves Resist Virus trait. 


place for these brave heroes. In front of 


every good mage should be a large Warrior. f 


# 
© Warriors are able to excel through focusing in high Hit Points, fast Agility, powerful 


Strength, or several combinations thereof. 


Choosing a Golka Worrior is intuitive because the Golka have very high Hit Points and a Vitality to 
match, This makes the Galka Warriors extremely effective at tanking ond taking demge without dying. 


WARRIOR STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN TARUTARU = MITHRA __ GALKA 


Hit Points 


Elvan Warriors do the most damage out 
of the mix. The high Elvaan Strength rais- 
es the bor quite high and allows Warriors 
to deal fair damage even without resort 
| ing to abilities like Berserk. With consid- 
erable Hit Points as well, the Elvaon 
Warriors still tank quite efficiently. 


Magic Points 


Strength 
Dexterity 
Vitality 
Mithro Warriors ore fast enough fo 
avoid many attacks and have o higher 
hitrote thon the other races. This 
mixes well with slower weapons that 
deal more damoge per strike. In addi 
fion, the Mithra mix of Magic Points 
and balanced statistics open the door 
for many support jobs once the Warrior 
reaches the higher teens. 


Intelligence 


Chorisma 


"ARE YOU INTERESTED IN BEINGAHERO? = 


Hume Warriors are quite balanced os well. With o good set of defensive equipment, these 


They may call us Warriors, but we are truly defenders! You get o suit of armor, a weapon, and all 
you need to daw enemies to you. Leaming how to protect your party while keeping yourself in one 
piece may take some skill, but we excel at toking the damage enemies dish out! In-a party of heat 


Warriors con fank perfectly well and still have the potential to take any support jab, Also, they 
can change fo any extra job later in their careers without missing a beat. This means that play- 


JOLY 
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ers will have o character thot con tonk when needed, then jump into almost any other role if 
ers or casters, we con stond between the monster ond them, and the entire realm knows of our they wont a break from taking those beatings. 


bravery in protecting others. Join the ranks of the defenders of Vana‘die! and become a Warrior of 
your land! Torutary ore fost and small enough to avoid attacks while slapping away at foes. This is a 
challenging Warrior race to choose, but some of the long-term combinations that arise are 
more than worthwhile, Someone looking to try o magical advanced job with a Warrior sup } 
port could certainly be interested in a Tarutaru. 


PLAYING AS A WARRIOR 


Warriors are very similar to the 
Paladin. These melee characters exist to 
defend a party from harm, On the 
front line, they deal modest damage, 
but their greatest asset is the ability to 
grab aggression from monsters. 
Without Warriors, it is very difficult to 


run a party. White and Black Mages 


JOB ABILITIES 


ABILITY LEV 
Mighty Strikes 


INTERVAL DURATION TARGET HELP MESSAGE 


| 1 | 200.00 
Berserk Self Enhances attacks but weakens defense. 
Defender Enhances defense but weakens attacks. 
05: 00: 
05.00 | 0:03: 


Turns all melee attacks into critical hits. 


Provoke Gouds an enemy into attacking you. 


Warcry 0:05:00 0:00:30 PT Members within area of effect Enhances attacks of party members within area of effect. 
0:05:00 0:03:00 Enhances accuracy but impairs evasion. 


Aggressor 


tion from monster 


get too much atte 


; and melee characters with lower defense often YUMMY TARGETS 


have a greater offense, thus getting hit more often in a fight. Warriors can change all | = 
. Ses Ws" , : ; | Asa melee character, a Warrior is best 
of this, and they are beloved for dc iF SO, | ee 
: | suited for slaying ranged and magical 
| enemies during a solo period. These 
Unless you have a distinct path prepared to take your War Thor up toward a deadlier | } am } oe | 4 
f | enemues have few hit pornts and a mod- a 
job such as a Dark Knight), get into the mindset of being a protector from the out- | 2 j care s + = 
‘ . ] | erate defense, so tts much easter to stay aN 
set. Most common future job combinations include Monk/ Warrior, | E : aa rae a — 
} | close and use your charact aggres- — 
a] A Warric the Papiiiens t dene levot ich Hit P x ES SY 
Paladin/ Warrior, and other such stv dy and dependable jobs. High Hit Points are | sive nature to win i= Battles iousters as 
very important, and so is a fresh set of armor for critical levels. In some cases, it’s | f i } Se % 
like worms, goblins, and Ore casters saat 
even better for a Warrior to grab better armor before considering new weapons. L a = = = — 
: | will be your favorite prey. Ss 
| , = 
rey 
Learn the terrain of each area as soon — 
1 = 
as possible Although each player a 


MONSTERS TO AVOID 


Enemies with poison and negative status effects are a Warrior's bane. Even while 


should master navigation, monster 


tracking, and other player skills, a 


son who plays a Warrior is more likely - oe 

is soloing, know the location of a White Mage. If such a healer wants to group, accept 

to be at the front of a group. Know a : - ee) 2 

hid , ‘ | the offer. However, this may slow down your rate of leveling for the time being, It 

which monsters will aggro a party and | 1 ~ +y : 
oe I never hurts, though, to make friends with a White Mage. 


from what range, and how to steer your 


party away from danger. Also, make 
sure your party knows where to run if 


a problem arises. 


Be confident, assertive, and serious, You have a tough job to play. Though 4 meat and 


potatoes kind of profession, Warriors earn healthy respect when they know what 


they are doing 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Soloing is always dangerous if you stay 


in areas with many ag ssive monsters 


Try to hunt in sections where almost all 


of the enemies are passive. This gives 


you the ability to determine when and 
ight. Study the monster 


what you will f 


tables to make sure that you dont 


HOW LONG TO SOLO 


You may be alone for the first [0-13 levels of your character's career. At that stage, | 


attack linking beasts ntally and 


Wie 
ake. 


get more than you are ready to 


you will progress very quickly on your own and there is a lot to learn. Practice pulling 


monsters at range with Provoke, and get a feel for what your character can handle | 


without getting cut to ribbons. | 


YOUR TWO-HOUR ABILITY 


The Warrior's Mighty Strikes two-hour ability is always there to save the day. Hold 


on to this wonderful power until you enter a fight that looks far worse than antici- 


pated. If you reach half health before the enemy, hit the two-hour and make those 
criticals count. Don't wait until you reach a quarter health and expect this abilicy to 


save you. Because the ability lasts for nearly a minute, it’s better to use it as soon as 
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possible. 


Upon reaching level 10 with any 


weapon, Create a macro and start using 


your Weapon Skills frequently. Each 


time your character's TP gets above 


LOO% and the monster has more than 
a breath of H 
the skill and 


Points remainir 


laster the hapless 
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BEING IN A PARTY 


Whether you begin to group early on (level S or up) or later (level 15 or up), it's 
important to know your place. As stated, Warriors aren't in a group to deal damage 


of a serious nature, but are relied upon for taking damage asa tank and protecting 


others. 


WARRIORS SAVE LIVES 


Each swing directed toward a Warrior from an enemy isa good thing. | he party will 
contend with far less downtime when a Warrior is getting hit, because each attack 
accomplishes less. Healers should get your character back up to full health without 


your character haying to heal as often. 


Regardless of who is pulling the enemy into a party, the Warrior should be one of 
the first characters to engage the beast. If you're the primary Warrior in a group, be 
the first to use Provoke. All frontliners will then pile on, then the healers and nuk- 
ers will start thetr work. If you're the secondary Warrior, watch the primary and wait 
for his or her Hit Points to reach either three-quarters or one-half, depending on the 


person's level, defense, and other stats, then use Provoke yourself. 


¥ 
4 The Warrior has more Hit Points, 
a higher Vitality, ond o better 
Defense than just about everyone else 


in the porty. 


You can control aggro and let the heal- 
ers know exactly where their spells will 
be going. 


| You can keep the enemy at the front of 
the party, where any special attacks 
will have the least dramatic effect. 


You con direct the battle, which gives 
you the opportunity to be a leader. 


DO NOT LOSE AGGRO 


If aggro is lost and the monster heads off toward a gentle healer or unwary nuker, 
Provoke instantly. Never let your soft allies take a single hit, if it can be prevented. 
P 
Even if you're just about to make a melee attack, use Provoke and let things sort 
} £ 
themselves out. One hit to you ts trivial, but one hit to a mage can be devastating. 
There are certain times when aggro just can't be contained. (For example, a Monk 
sero F 


uses his Two-Hour and starts wailing away, a White Mage taps Benediction, etc.) 


Provoke is a very powerful ability and it’s useful to understand what it actually does. 
Provoke adds a set quantity of enmity to your character the moment it is used. This 
effect is immediate and does not require any special lead-in. A Warrior who absolute- 
ly needs to hold a single monster's aggro should use this every 30 seconds. Waiting for 
the “right moment” has no point because the enmity ts added directly to the charac- 
ter's tally. It’s more effective to launch as many Provokes as possible IF only one mon- 


ster is in the equation and the Warrior has no fear of losing healing support. 


If aggro ts lost anyway and a mage is attacked by a monster, there are steps that need 


to be taken. If the party can still handle the creature (as is usually the case), the mage 


should hurry over to the tanks and give them a chance to keep using their melee attacks 
and Provokes against the beast. Nukers and healers who are under attack shouldn't cast 
any spells at this point unless it is entirely essential. Don’t draw even more enmity and 


cement aggro while the tanks are trying desperately to pull it off of you! 


FIRST TO FIGHT, LAST ONE HOME 


Just as the Warrior ts the first character to engage most enemies, he should be the last 
person to leave a fight that goes poorly, If the party encounters a difficult enemy, the 
group leader will call for a retreat. Everyone will then dash toward the exit. If the 
monster is slow, this is fine. Fast attackers that stick closely to players can sometimes 
decimate an entire group during a retreat, In these cases, it's the Warrior's job to hit 
a final Provoke and flee into the middle of the area. This pulls the monster away 
from your party members. You have a slim chance of making it to the opposite end, 


bue most of the ume this will be a personal sacrifice for the good of the party, 


WHY SHOULD | HAVE TO DIE? 

When bad luck happens, people in parties tend to wind up dead. An altruistic argument 

would be that you ore dying to save others and that is what gives your life meaning; 
they survive in your stead. 


But, there is a more appealing argument for those of us who can't stomach dying because a 
porty member accidentally swung at a Notorious Monster. 


If you die and others live, you will goin the respect and appreciation of the party. People will 
rally oround you and stick up for you in the future. The party is likely to stick together and 
fight twice as hard to get you that next level. : 


However, i the party gets wiped out 
because you didn’t make that honorable 
soctifice, the group may disband entirely. 


The best Warriors understond this basic 
approach. tf you oren’t comfortable 
with this notion, you may wont to 
choose onother profession that suits 
yout playing style, 


LQUIPRINGTINGS SSS FS SSS SS 


Armor is an easy choice. Warriors can don the heaviest and most effective armor in 
the land, so look for the nastiest combination of metal and leather that your char- 


acter can squeeze into. Also, check with crafters to find our what they can make. 


Weapons are more difficult, because Warriors are good with lots of them. Daggers, 
Staves, and Hand-to-Hand weapons are probably not the wisest choice of weapons 
(unless youre going for a Monk/ Warrior, then even Hand-to-Hand is an option). 


For the road toward Dark Knight, find a great sword to fit your look and style. 


Paladin/ Warrior types can go with the big weapons too, but a strong, single-hand- 


ed blade and a shield can deal reasonable damage with a higher defense. 


Future Dragoons can start on their polearm skill ahead of time, while 


Samurai/ Warriors should stick to Warrior blades. 


WARRIOR AS A MAIN JOB — pe cet 
As a primary job, Warrior has a few benefits. The high Hit Points and Strength are 
always useful and it doesn’t hurt to have the ability to use almost any weapon with decent 


skill. The only real problem with Warrior is that it is even better as a support job! 


WARRIOR /PALADIN 


This is a reversal of the usual combination. A Warrior who has a Paladin as a support 
job will have the ability to survive under grueling circumstances. With wonderful 
armor, supreme defense, and the Hit Points to match, it seems like this combo would 
be unstoppable. What gets in the way is this duo's limited magic. Paladins usually have 
light magic. When you switch Paladin to a support job, this is compounded, Snill a 


solid and enjoyable combination, the Warrior/Paladin is all the tank you will ever need, 


WARRIOR /MONK 


Warriors with slower weapons can especially benefit from the Counter ability that 
Monks receive. This increases the number of attacks that a Warrior brings into a bat- 
tle and raises overall damage potential. On top of that, Monks have more Hit Points 


and Vitality, which will also help Warriors on the front lines. 


WARRIOR / THIEF 


This isa combination thac is mainly used for farming extra items and gil out of 


areas. In terms of combat effectiveness, the Warrior/Thief has a few evil tricks to 
offer. However, parties can't count on Warrior/Thief characters to tank as well, so 


this Is not the best long-term choice for Warriors. 


WARRIOR / WHITE MAGE 
Used as an opportunity to make Warriors into a soloable job at medium levels, this 
combination 1s not for party use. People who want CO have an evening to themselves 


can switch from a mainstay combo to do this while they farm gil, or gather light EXP. 


Wartior/ White Mage gets to start a Warrior on healing magic before reaching Paladin 


at higher levels, Thus, this has the side bonus of preparing people for that extra job. 


WARRIOR AS A SUPPORT JOB a LEAS NTS! 


Far more versatile and adaptable is the use of Warrior asa support job. The ability 
to taunt enemies with Provoke, gain a boost to Strength and Hit Points, and do more 


damage in melee all come together with Warrior as a support job. 


PALADIN /WARRIOR 


It's hard to go wrong with this choice. Paladin / Warriors are known and loved by par- 
ties across Vanadiel. This is the ideal tank. If a Paladin/ Warrior can keep aggro, the 
monster will be almost useless at dealing damage. Use defensive job abilines and 


equip a sword and shield combo to be even more effective. 


DARK KNIGHT /WARRIOR 


Dark Knights get to have a load of fun wherever they go. Lacking defense, even with 
Warrior as a support job, they are meant to cause wicked pain in melee combat or at 
range. Using Warrior gives no boost to the magic pool of the character, but it prom- 
ises Double Attack, an attack bonus, and a few more Hit Points to fall back on. 


Although a potent frontliner, this character is not a tank. 


MONK /WARRIOR 


This is another wise choice for the front. Monk/ Warrior is a hand-to-hand damage 
dealer. Though not as defensive as the Paladin, Monks of this type can do some lim- 


ited tanking if the need arises. 


THIEF /WARRIOR 


Because Thieves can do quite a bit of damage at higher levels with the right timing, 
the use of Warrior to improve their melee ability and add Double Attack is notewor- 
thy. Yet, this takes quite a while to come to fruition. Those with an ideal set of allies 


and the patience to level will reach the point at which this combo is highly effective. 


SAMURAI/WARRIOR AND DRAGOON /WARRIOR 


Warriors increase the effectiveness of these combos without adding skills or abilities 


that go to waste. 


Here is a lineup of standard Warrior Macros. 


LURE 

{point <t> 

/party I'm going to grab the <t> for a fight! 
/ja "Provoke" <t> 

/wait 1 

jattack <t> 

INCOMING 

/party Incoming <t>, We are under attack! 
ASSIST 

/assist "Name of Primary Tank" 
MANUAL PROVOKE 

/party Grabbing this beast! 

/ja "Provoke" <st> 

TP REPORT 

/party My TP=<tp> 

TAKE 'EM DOWN 

/party We need to finish off <t> now! 
/party Using Berserk and War Cry 

/ja "Berserk" <me> 

/wait 1 

/ja "War Cry" <me> 

BLOCK THE ENEMY 

/party Provoking <t> — I've got him 
/ja “Provoke" <t> 

/wait 1 

/ja "Defender" <me> 

BEGIN SKILLCHAIN 

/party Starting Chain in 3 Seconds! 
/wait 3 


/party <call> teased 
/party Using Weapon Skill oe 
/ws “Red Lotus Blade" <t> = 
RUN = 
/automove = 
TWO-HOUR! Jy 


/party We're in trouble, using Mighty Strikes 
/ja "Mighty Strikes" <t> 
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Monks are powerful frontline fighters 
who use hand-to-hand combat against 
their opponents. Possessing high 
| Strength, magnificent Vitality, and a 
) plethora of Hit Points, they are 
Be dependable for inflicting wounds 
F against all manner of foes. Monks are a 
must for parties that need a bit of extra 
melee damage. Although Dark Knights and 
Rangers can inflict more pain in a fight, 


Monks are quite common for lower-level parties. 


MONK STARTING ATTRIBUTES 
ATTRIBUTE HUME ELVAAN TARUTARU MITHRA GALKA 
Hit Points 


Magic Points 


Dexterity 


Intelligence 


Charisma 


| YOU’VE GOT WHAT IT TAKES, LADDIE! 


Not everyone can charge into battle with only their bare hands and light armor! You have to be 
tougher than nails to run up ond smack a skeleton on the side of the head with only your fists. 
Some people may think that’s crazy, but they don’t know what monks are copable of. If you're the 
type who enjoys high damage over heavy armor, then the Monk is the job for you! 


Groups grab us to get up close ond personal with monsters, to deal damage and keep it coming. 
We even hit harder than most of the other fighters! 


We might not be able to Provoke a monster directly over to us, but we con still moke them hurt. 
With our fists flying and devotion to martial arts, we make the monsters take notice of us, 


JOB ABILITIES 


ABILITY LEV INTERVAL DURATION TARGET 
Hundred Fists 


Boost 


Focus 
Chakra 
Chi Blast 


Counterstance 


0:15:00 
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JOB TRAITS 
TRAIT LEVEL HELP MESSAGE 
Martial Arts Increases speed of hand-to-hand attacks. 
Counter May cancel target's attack with an attack of your own. 
Max HP Boost } 15 Increases your maximum HP. 
Martial Arts Improves Martial Arts trait. 
Martial Arts Improves Martial Arts trait. 
Max HP Boost | 35 Improves Max HP Boost trait. 


Martial Arts 
Kick Attacks 
Max HP Boost 
Martial Arts 


Improves Martial Arts trait. 
Occasionally delivers kick attacks when using hand-to-hand weapons. 


55 Improves Max HP Boost trait. 


Improves Martial Arts trait. 
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Improves Max HP Boost trait. 
Kick Attacks 
Martial Arts 


Improves Kick Attacks trait. 
Improves Martial Arts trait. 


MONK RACE CHOICES 


© Monks deal damage very quickly ond like to stay light on their feet. Having Dexterity, 
Strength, ond Agility are all quite important to this class; despite its high natural Vitality, 
avoiding attacks becomes important very quickly! 


Galka Monks have unbeatable Hit Points and Vitality. This compensates for the modest armor 
that the job is allowed to use and prevent stray attacks from leveling your character. With a 
high Strength os well, these Monks can get behind monsters ond go for the kidneys with great 
Success. 


Elvaon do even more damage than the 
Golka Monks and con use Accuracy: 
enhancing items to raise their chance 
of hitting. This makes it easy to pull 
the aggro away from some of the 
more defensive characters in a group, 
so use a bit of caution during the first 
rounds of battle! 


Mithra ore slender ond dexterous, 
making them keen for damage over 
fime, Monks from this roce will hit 
often and do solid damage that adds 
up well. With a higher Agility, the 
Mithra con avoid more attacks ond 
negate some of the difficulties in rely- 
ing on Monk armor. 


Hume Monks offer the side options of going into any number of support jobs that can assist 
a Monk (being capable Worriots, Thieves, Samurai, and Red Mages). Also, they can master 
the advanced jobs that often call to players who enjoy using the Monks early on, damage- 
dealing jobs such as Dark Knight ond Ranger. 


Torutary Monks are quick and don't pull aggro off of the tanks in the party; this keeps them 
from having to worry about when to join combat. A Tarutary can stort attacking a target os 
soon os it enters the camp. 


HELP MESSAGE 


Speeds up attacks. 


Restores a small amount of HP 
0:03:00 ol Bee "Se Releases chi to attack an enemy. 
Greatly weakens defense but increases your chances of counterattacking. 


PLAYING AS A MONK 


A Monk's stats don’t reveal the true nature of this job, The only way to really under- 
stand a Monk its to play one out in the world of Vanadiel. The moderate Strength 
gain of this profession belies it hidden potential to level groups of enemies with the 


strength of their ewo fists, 


The key to each Monk's power rests in 
the wonderful active and passive skills 
of this job, Given a brutal Two-Hour 
ability, a dominating mastery of hand- 
to-hand combat, and the Vitality to 
endure foul wounds at low levels, 
Monks rise quickly and are hard to 


topple. Hand-to-hand weapons are 


good at plastering opponents, because 


they are slow and heavy in style. The advantage of using knuckles for Monks is the 


diminished interval between attacks; Monks get faster and faster with hand-to-hand 
strikes as they level. For such heavy blows, this is a huge advantage. Add the natural 
accuracy and damage bonuses that are found in most knuckles and you have a merg- 


Ing of many good things. 


Monks usually serve as backup for the main Warriors of a group. Alchough Monks 
can cause more damage, Warriors have the defense, prestige, and leadership attributes 
to take charge more often than not. Monks find some of the best parties where party 
safety is already assured, but damage ts a concern because Dark Knights, Rangers, 
and Black Mages aren't in heavy supply. A Monk can certainly fill a damage-dealer 
slot without slowing down the party. In fact, more powerful Monks with the right 


Support job can further increase their use in this role with abilities like Berserk. 


| THINGS YOU DON’T WANT TO HEAR A MONK SAY 


What? The Warrior was pulling something too? 


Hundred Fists is okay, | guess, but there really aren’t enough fists in it. 
\'ve got the next monster; | want to check out my new armor. 


|'m specializing in great axes. 


HOW LONG TO SOLO 


Early leveling is almost too much fun with a properly-used Monk. The road to level 
15 is fast if you keep your Monk's knuckles upgraded and find the right monsters 
to fight. A party will probably slow you down at that point, so only join groups that 
look interesting or have people that you enjoy playing with. On your own, you can 
consistently trash evenly-matched foes and occasionally rip a tough opponent to 


pieces. 


YUMMY TARGETS 


All melee types look for low Hit Point 
enemies for easy fights and fast level- 
ing, but Monks have slightly different 


tastes than Warriors and others. 


Instead of preying on casters, Monks 
do their best work on monsters with a 
low defense or evasion, whether it uses 


melee attacks or spells. 


Even monsters with a fair amount of Hit Points won't last long if a Monk can hit 
both times each round and deal high damage with each fist. Worms, various rabbits, 


and other “natural” targets fall into this category. Monks can defeat Orcs, the 


Yagudo, and Quadav but these monsters arent the fastest source of leveling materi- 
al. Check enemies to find which monsters have the lowest defense and evasion in the 


region, then ruthlessly hunt them down. 


MONSTERS TO AVOID 


It shouldn't be a surprise to find that Monks also fear monsters that inflict status ail- 
ments on characters. Soloing is a dangerous enough task without worrying about 
poison, slow, and reduced attributes. Rock lizards, crawlers, or anything with Vitality 
Down special attacks should be given an extra level of difficulty when you consider 


them for combat. 


Any monster with poison that checks 
as an “Even Match” should be treated 
as a tough fight that shouldn't be 
soloed. Sure, you can defeat the beast 
with fair certainty, but an unlucky poi- 
soning can lead to a slow and frustrat- 


ing death. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Soloing is always dangerous if you stay in areas with lots of aggressive monsters. 
Hunt in sections where almost all of the enemies are passive. This gives you the abil- 
ity to determine when and what to fight. Study the monster tables to ensure thar you 


don't attack linking beasts by accident. 


However, a Monk's high Vitality means that you can sometimes go after multiple 
evenly-matched enemies in a row at low levels, leading to EXP chains and fast pro- 
gression. Finding areas with passive monsters is just as important as going after non- 


linking targets. 


A MONK’S TWO-HOUR ABILITY 


Hundred Fists is one of the finest melee abilities in all the basic jobs. Monks have 


one minute to unleash almost constant attacks once they get up to speed. This leads 


to wicked damage and a scary amount of aggression. Use Hundred Fists to get out 


of a sticky situation. 


Or, for the truly brazen, find a field with a wide range of enemies that are roughly 
even matches, Use Hundred Fists and tandem kill everything possible. During early 


soloing, this can net you several hundred EXP ina short period of time. 


BOOST 


Boost is an interesting Job Ability. Because this power can be used every 15 seconds 
or so, Monks can prepare for a fight by boosting multiple times. This has the poten- 
tial to improve the first blow of the encounter by a fair margin. Use Boost while mov- 


ing from area to area and it won't eat up extra time, 
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WEAPON SKILLS 


Upon reaching level 10 with any weapon, create a macro and start using your char- 
acter’s Weapon Skills frequently. Each time your character's TP gets above 100% and 


the targeted monster has more than a breath of Hit Points remaining, use the skill 


and blast the hapless beast. This causes that weapon's skill to rise even faster 


you're using the attacks more often. 


Almost all Monks use Combo for their initial skill. This quick triple-strike is a fine 
skill for doing extra damage at the start of an important fight. Even at 100%, 


Combo is relentless when used just after a normal attack. 


BEING IN A PARTY 


When things get stagnant, look for a group to join. Have some upgraded knuckles, 
and prepare to spend some time waiting unless you already have friends in an area. 
It's best to go after weak targets on the edge of an area (for example, at the entrance 


to Tahrongi Canyon or La Theine Plateau). Leave the “Seek Party” tag on and ask 


people of a similar level if they are interested in forming groups. 


. Warriors, White Mages, Bards, Black Mages), Monks 


must work a bit harder to find parties. This is not a huge detriment, and after a few 


2 


Unlike staple party jobs (e 


days of grouping, you should have a circle of friends to draw upon. 


ARE MONKS EASY OR HARD TO PLAY AS? 
Honestly, Monks are one of the easiest jobs to play as in FINAL FANTASY XI. 


weomers to MMORPGs should strongly consider choosing this as a first job, 


because it's very quick to learn and 
master, Monks charge into melee with 
the Warriors, but they needn't worry as 
much about holding aggro, protecting 
others, and pulling new targets. Monks 
get to be helpful without taking on too 
many responsibilities. On the flip side, 
Monks aren't as exciting for people 


who desire a fierce challenge. 


ARE CLAWS/KNUCKLES USEFUL? 


e wonder if knuckles are worth the increased attack interval, especially at 


Some peopl 
low levels. Without having both damage and accuracy bonuses, the answer would be 
very difficult to judge, bur almost all knuckles have these perks. Indeed, many of the 
knuckles are very useful. Galka and 
Elyaan Monks can raise their accuracy 
with knuckles to keep from engaging in 
iss fests.” Mithra Monks 


can search around for the highest 


extended 


bonus to damage to compensate for 


their low Strength Even in the first 15 


levels, there are numerous knuckles 


from which to choose 
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Because of this variety, it becomes clear that knuckles are better co use than crusting 
a Monk's pure hand-to-hand abilities. You can easily get through the first five levels 
without buying anything, but after that it is worth the effort and expense of main- 
taining your weapons, Since the conquest knuckles are especially helpful, they should 


be any Monk's first purchase with conquest points, 


IT’S DIFFICULT TO TANK 


For many reasons, you can't tank well as a Monk, In later levels, you will have infe- 
rior armor than the full tanks, and you still won't have an easy time using your char- 
acter's abilities to gain aggro from dedicated monsters. Without taking Warrtor as a 


support job, Monks have little in the way of combat control. 


Thus, you should ratse your character's 
Warrior level to make a more defensive 
and combat control-oriented Monk, or 
give up on tanking entirely and focus 
on an even more aggressive support job 
¢.g. Samurai). This is a rare selection, 
but Monks who dedicate themselves 
entirely to offensive practices can kill 
very quickly compared to other melee 


characters. 


| ADVANTAGES OF BEING A MONK 
Monks con deal heavy damage. 
Monks level quickly early on. 


Support jobs offer versatility. 
Monk skills ond abilities are top-notch. 


It is easy to master this job. Everyone likes a bit of the hands-on approach. 


EQUIPPING ITEMS 


This is a fairly simple matter. From a weapons standpoint, hand-to-hand combat is by 


far the most effective choice. Going for staves won't make a more effective character in 


any way, and it’s only an option for those who want to push the limits of the job. 


With armor, Monks go for the medium pieces of armored-cloth that do just enough 
to put them above the Mage’s job. It isn't easy to take hits once you get out to level 
20 and beyond, but in early levels Vitality alone is enough to make up the difference 


between Monks and heavy tanks. 


Look for items to supplement either Dexterity or Strength, whichever is lower, A 
Monk who can get both Strength and Dexterity to a very high level will be a major 


asset to any party. Agility and Vitality are of lesser importance, because a skilled 


party will keep Monks from taking much of the return fire. 
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MONK AS A MAIN JOB 


With excellent melee stats, effective skills and abilities, and a smooth blend of sup- 
port job potential, Monks do quite well for themselves. There are many combina- 
tions that succeed with a Monk's support job; the most prominent or interesting 
ones are dealt with here. 


MONK/WARRIOR 


There should be dozens of Monk/Warriors on every server. Statistically, these 
Monks have higher Hit Points, more Strength, and the ability to use Berserk and 
Double Attack, Provoke may help to get you into parties as well, although it isn't 


something that you want to use unless the group's primary Warrior is in danger. 


MONK /THIEF 


Monk/Thief is a money farmer with the potential to survive somewhat longer 
through increased Agility and evasion. Though Warrior is a more stable support job 
for generic fighting and damage dealing, you may feel that the added item and gil 
drops are worth any differences. Indeed, a person with enough time could certainly 
take both Warrior and Thief to match whatever a group needs. In this game, time 


and patience conquer all hurdles. 


MONK/SAMURAI 


This combo is all about the TP. Haying Samurai in the mix brings a Monk far greater 
damage ability because of added weapon skill use. By itself, this is a very potent abil- 
ity, but it is even better when you consider how good hand-to-hand skills already are! 
When Monks can use a weapon skill more frequently, the results are hard to deny. 
Haying both Counter and Third Eye at your disposal also gives a Monk more sur- 
vivability at higher levels. 


MONK /DARK KNIGHT 


Although somewhat less dramatic than the potent Samurai combo, Monk/Dark 
Knight is a choice for someone who likes to play around with greatly differing styles. 
Having a Monk who can use Black Magic is strange and interesting. Even if the final 
potential isn't as high as it could be because of limited magic, you may enjoy using 


this combo enough to warrant Dark Knight as a support choice. 


MONK/RED MAGE 


Red Mages aren't usually taken as a support job because of their somewhat limited 
Magic Points. As a support job for a Monk, this is even more pronounced, yet a 
number of people are yery happy with this duo. One reason may be the truly one- 
sided way that Monks deal with most problems by walking up and hitting monsters 
until they collapse. With a Red Mage, enfeebling magic is possible. A Monk who can 


enfeeble and exploit enemy weaknesses can still be effective. 


MONK AS A SUPPORT JOB ae ee: BEI? SP 


Although it's possible to try a Warrior/Monk and other combinations, the limited 
focus of Monks in terms of weapon use and combat styles can have its constraints. 


In general, Monks are a superb main job that doesn't translate well into the realm of 


support work. People who are in dire need of more Hit Points and Vitality will find 
some goodies here, but that usually comes at the cost of active abilities. A 
Paladin/Monk would be hard to kill, but losing Provoke is almost crippling. Dark 
Knight/Monks use such different weapons that many skills are wasted, and the added 
Hirt Points still aren't enough to make a Dark Knight stand tall under direct attacks. 


GET OUT OF TROUBLE > 
/party I'm taking aggro, trying to Dodge. 
/ja "Dodge" <me> 

, INCOMING ; 
/party Incoming <t>, We are under attack 

ASSIST 
/assist "Name of Primary Tank” 

TP REPORT 

| /party My TP=<tp> 

RUN 

| /automove 

-TWO-HOUR! 

/party We're in trouble, I'm using my Rays. 

/ja “Hundred Fists" <t> 

NEED HEAL ; 
/party <hpp> of Hit Points left, I need some 
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WHITE MAGE STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN TARUTARU MITHRA —_GALKA 


The primary role of the White Mage is Magic Points 

= to use their healing powers to keep a = 
» party healthy. However, the White a 

© Mage can also affect monster stats and Dextiy 
its ability to hit by using enfeebling 
magic. The wise application of these 
Spells can often save valuable Magic 
Points by causing monsters to lose their 


attacks or inflict considerably less damage. 


White Mages are indispensable to high-level parties, and it is never difficult to find 
a group as a White Mage. On the other hand, because White Mages focus much of JOB TRAITS 


their power on healing magic, fighting monsters alone is difficult and dangerous. TRAIT 


WHAT IT TAKES TO BE A WHITE MAGE | Mae Bons 


LEVEL HELP MESSAGE 


to dt Improves defense against magic spells. 
= 


Hn ok iho Stn hbo en ea, a bang 0 Whe age ect tortor) MN woh eile a, 
heart! The monsters know who is casting those little Cure spells, and they would very much prefer Auto Regen | Gradually restoresHe 
chomping on a delicate little healer over some armor-weoring tank. Magic Def. Bonus — Improves Magic Def. Bonus trait. 


Clear Mind = _ Improves Clear Mind trait, 
Magic Def. Bonus En Improves Magic Def. Bonus trait. 
Gear Mind | 50 [Improves Clear Mind trot, 
Clear Mind Improves Clear Mind trait, 
‘Magic Def. Bonus | Improves Magic Def. Bonus trait 


my 


Even when resting, Keep on eye out for monsters. There are o lot of aggressive critters out there 
that would love to take advantage of an easy meal. As o White Mage, though, it’s easy to find 
plenty of people to protect you! 


JOB ABILITIES 

ABILITY LEV INTERVAL DURATION TARGET HELP MESSAGE 

Bene | 1 | 2nc0 | tnsant | Pr Members win reno ett | __ Restores alge oun of HP fo pary meer win are of ec 
Divine Seal | 15 | 0:10:00 | 1 Spelt | St Enhances the potency of your next healing spell. 


WHITE MAGE SPELL LIST 
NAME LEVEL —_—ELEMENT —_—RANGE TYPE MAGIC SKILL MP  TIMETOCAST TIMETORECAST HELP MESSAGE 


ws SR I NE EM fess tga H x 


Light White Magic | —Enfeebling Deals light elemental damage to an enemy and gradually 
lowers its defense. 


Por | ice | None | White Magic | Enfeebling 3.00 it Ee Poralyzes target. 
Banish taf ee | 0.00 | Deals light elemental damage to an enemy. 


ed ed le 
within range. Be ae 


Poona | 6 | taht | None | whiteMagic | Heaing | 8 | 1.00 | 500_ | Removes poison rom tre. 
Protec tf aia Enhances ges defense PES 
Protec ee hones defense opr members win ng. 


a a a a 


ite |» | tw | tow | wien | tot | 12 | en | S00 | tes rishi 


NAME 
Barwatera 


Aquaveil 
Barpoisonra 


Cure Il 
Barparalyzra 


Slow 
Baraera 


Blindna 
Banishga 
Silence 
Deodorize 
Curaga 
Shell 
Shellra 
Barfira 


Dingo 
Barblindra 


Silena 


Blink 


Sneak 
Cure Ill 


Barblizzora 


Regen 
Barsilencera 


Raise 
Barthundra 


Invisible 
Protect Il 
Protectra Il 
Stoneskin 
Cursna 
Banish Il 
Curaga Il 
Erase 


Viruna 
Dio Il 


Teleport-Holla 
Teleport-Dem 


Teleport-Mea 
Shell 1 


Shellra Il 


LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 
Middle | White Magic | Enhancing Increases resistance against water for party members 


within range. 
| tight | __ None | White Magic_| Enhancing |_12_| 


Reduces chance of having a spell interrupted. 


Midieddesl i Ce ae 
within range 


ete | } tight [None | White Magic | 550 | Restores target's HP. 


cies Bead ids So Saas 
within range. 


113 | forth | | None | White Masi Enfeebling eas) te Sey | 20.00 Reduces an enemy's attack speed. 


ae a Enhancing Increases resistance against wind for party members 
—--— range. 


| 14 | tight | None | White Magic | Heating | 16 | | 10.00 | Removes blindness from target. 
eee Dea ight elemental damage to enemies within ronge 
| 15] Wind [| Wone [white Magic | Enecbing | 16 | 300 | 10.00 | Sienes target, 

| 15 | Wind | Hone __[whiteMogic | fohaning | 10 | 200 | 00 Lessons chance fing detected by sme 


Restores HP of all party members within range. 
Enhances target's magic defense. 


Enhances magic defense for party members within range. 


Ss 


Increases resistance against fire for party members 
within range. 
Deals light elemental damage to enemies within range 


= 
a 


and gradually lowers their defense. 


Enhancing Enhances resistance against blindness for party members 
within range. 

| None | White Magic Removes silence and mute from target. 

cee White Magic Creates shadow images that each absorb a single attack 
directed at you. 

| None | White Magic | Lessens chance of being detected by sound. 

| None | White Magic | Hi 2.50 Restores target's HP 


Increases resistance against ice for party members 
within range. 


} 1200 fru restores targets He 


Enhances resistance against silence for party members 


within range. 


Revives trget fom KO. 


Increases resistance against lightning for party members 


F 


within range. 


Enhancing = aos LES AES SES| Lessens chance of being detected by sight. 
So aa Enhances target’ defense 
| Mile | White Wogic_| Enhancing | 28 | 375 | 16.00 | Enhances defense for pry members wihin range. 
ee | ty | t_| _20 | _—_ a — Reduces damage you tke 
white Magic | Heong | 30 | 300 | 1000 | Removes curse and bane from tre 

Cs Deals light elemental damage to an enemy. 


Removes one detrimental magic effect from targeted 


zz 
z lf e\e| 32 


party member. 

| 150 | Grants you the effect of Raise when you are KO'd. 
| 48 | Removes disease and plague from target. 
Deals light elemental damage to an enemy and gradually 
lowers its defense. 

ite Mone oa Lz LL. aoe Transports qualified party members within range to Holla. 
ew gg 2s a | Transport qualified party members within range o Dem. 
Pe ea eee Lee (| ama ee Transports qualified party members within range to Neo. 
| a7_| tight | None | White Magic | Enhancing [37 | 1.25 | 525 |. Enhances target's magic defense. 

| 37 | tight | _Middle [white Magic [| tnhoncng [37 | 375 | 16.00 _|_ Enhances magic defense for party member whi range. 


White metese Healing 


Healing 
Enfeebling 
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TIME TO CAST TIMETORECAST HELP MESSAGE 

fied party members within range to Yhoattor. 
Transports qualified party members within range to Alteppa. 
Removes petrificotion from target. 
Enhances resistance against disease for party members 
within range. 
Deals light elemental damage to enemies within range. 
Increases target's attack speed. 
Restores target's HP. 
Transports qualified party members within range to Xarcabard. 
10.00 Enhances resistance against petrification for party 

members within range. 


NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP 


Wego | 58_| Wind _| ide | Wie ope | thing 
Teleport Ate ee eee eae Enhancing 

Stona 
Barvira 


i 


i 
if 
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White Magic | — Enhancing 
[Divine _| 


Banishga II i 
Haste 
Cure IV 


Teleport-Vahzl a 
Borpetra 


. 
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Regen II 4 | Light i | Enhancing | 4.50 a ee Gradually restores target's HP. 

Fish | 45 | 050 | 45.00 | Temporary binds an enemy, rently loves is uray 

Protect Ill White Magic Eo cee e Enhances target's defense, 

Protectra Ill SI EL oe Ge eee Enhances defense for party members within range. 

Holy za White Magic | Divine | Deals light elemental damage to an enemy. 

Coragatt — [51 | White Magic | Heng as ees Restores HP of all party members within range. 

Diaga II White Magic | — Enfeebling See | Deals light elemental damage to enemies within range 
and gradually lowers their defense. 

Rosell | 56 _ | White Magic | Hening | zoo | zo00 | 60.00 __| Revives get rom ko. 

Shell III Ea | White Magic | Enhancing | zi. tek bw Enhances torget’s magic defense. 


Shela [| 57_| tight _| Wide | White Magic | Enhancing [| 56 | 450 [17.00 __| Enhances mogic defense for party members within rage 
Reraise II | 60 | tight | None | White Magic | Healing =] 175 | 800 = | = 6000 Grants you the effect of Raise Il when you are KO'd. 
Grey |_ 61] tght | None | white Magic | Healing | 135 | 250 | 10.00 | Restores target’ 

Prot W__| 63 | tight | Hone | White Magic | Enhancing | 65 [175 | 575 | Enhances tage’ defense. 
ProecroW | 63 | tight | Middle | White Magic | Enhancing | 65 | 5.25 | _18.00__| Enhances defense fr party members within ong. 
Regen | 66 | Lght_| Hone _| White Mogic | Enhancing | 64 | S00 | 20.00 Gradual restores targets H 
Shel | 68 [tight | None | white Magic | Enhancing | 75 [175 | 5.75 tnhances arger’ magic defense 
Shela | light | Widdle_| white Magic | tnhoncng | 75 | 5.25 | 1800__|_ Enhances magi dese for party members win ronge. 


mo Te ot la al enc 
lowers its defense. 

foie | 70_| tight | None _| White Mosc | Heong | 250 | znoo | 60.00 Revives get rom KO. 

Cucago | 71_| tight | Wide [white Magic | Heong {260 | 525 | __ 10.75 | Restores HP ool party members within age 

Reraise Ill | 75 | tight | None | White Magic | Healing | 200 | 800 | 6000 | Grants you the effect of Raise Ill when you are KO'd. 


PLAYING AS A WHITE MAGE As a White Mage progresses in levels, his or her Cure spells become stronger. The 


mage also gains access to more powerful spells that heal all party members at once, 


First and foremost, White Mages are healers. They exist to protect the party by See = ae 
: sets a : Peg Sass. “beri Though area-of-effect healing spells are very powerful and efficient, they draw a 
replenishing lost Hit Points. Without the dedicated abilities of White Mages, many Rs Y nes i : . f 
S - eas Gas : 2 high level of enmity from creatures during a battle. Use these spells only when they 
parties would face a short and undignified end. Because White Mages are so neces- ‘ 4 fom Us : ‘ 
s ; 2 : i . are direly needed or when the group is preparing for another battle bur hasn't 
sary for the well-being of the party, learning when to heal and by how much is cru- ; . $ 
ae i “ gt ; engaged anything. 
cial, Being a good healer requires as much timing, attention, and strong neryes as any = Sie tik 


fighter on the front line of the attack. x “ F ; : 
The other facet of protecting the party comes from the careful application of 


= : ; : enhancing and enfeebling magic. Enhancement spells (like Protect) give a nice boost 
White Mages spend most of their time watching the status bars to detemine who Is in ae es s 3 
. : to party defense, and spells like Barstona and Barsleep can keep monsters from dam- 

in need of health. As a White Mage, there is some practice involved in knowing * ; Se 
mag ‘ = aging the party with their abilities, 
when to start healing. Because monsters recognize that the White Mage is keeping a ; 
the party going, they will target the healer if the player casts healing spells inappro- 
priately Enfeeble spells are also very important, Spells like Paralyze and Slow can limit a 
monster's ability to damage the party. Because a White Mage's magic supply is finite, 

" 5 Place 

* : R casting these spells early in a fight can significantly improve the party's effectiveness 
Unless you start the fight, realize thar the first person to hit the monster will receive " 2 z 3 J : 
4 s as » as a whole. If a monster is stunned for two or three attacks, then you can save some 

the monster's attention. Monsters tend to focus their attacks on whoever does the . : ; : 
Magic Points to heal people later on. Still, these enfeebling spells can be rather 
most damage to them; likewise, you will cast many of your Cure spells on the Same Z _ : fa ‘ 3 ~ ye 
as . ’ at 4 expensive in terms of the MP used, so keep in mind the strength of the monsters 
person. The only time this should change is if a particularly delicate party member mgs : : 
y 5 z ae ; : you're fighting. If a monster is too strong, the spell may not work at all. 
receives a stray blow. Magic users, for example, have so few Hit Points that even one : . ° . ‘ 


attack from a strong monster may cripple them. ‘ . 
In a very difficult encounter, don't forget that White Mages have the Benediction 


ability. This ability does two things; 1) It restores all party member's HP instantly 
| (within area of effect); 2) It focuses all of the monster's attention on the fragile 
healer. At some point, using Benediction may be the only option to avoid certain 
| death, On the other hand, this gift shouldn't be used lightly, as ic may mean your 


demise. 


THINGS A PARTY NEVER WANTS 
TO HEAR A WHITE MAGE SAY 


To 


| wonder what would happen if | healed that Elemental, . 

Where are you guys? 

I've been healing that monster the whole time! No wonder you all looked hurt, 

[In the middle of o fight.) Just left for o moment but I’m back now. What's going on? 


It's my turn fo tank! 


WHITE MAGE RACE CHOICES 


© White Mages ond their parties 
live and die on Magic Points. 
White Moges (as primary healers in 
the party) may enjoy having a high 
Mind attribute and as many points in 
their Magic supply as possible. Yet, 
mony characters enjoy the White 
Mage os a support job. This means 
that almost all of the races are able to 
| invest time in this honorable job for the 
| purpose of future use! 


Golko White Mages aren’t very heavy 
| on their Magic Point count, but they 
| hove higher Hit Points ond survivabili- 
| ty. Because a number of the tank class- 

es use White Mage support job levels, 

Galka offen enjoy training here (per 

haps to use for leveling up healing 


skills for their future Paladin). 


Elvan have strong minds and their attributes reflect this accordingly. Again, the higher com- 
bot attributes of the Elvaan make them level their White Mage skills frequently for a sup- 
porting role later on. 


Mithra are balanced so well that they can heal nicely ond dodge to sofety during the inevitable 
aggro that comes to White Mages from time to time. 


| Hume White Mages have staying power in both magic and direct combat (enough staying 
power to call for assistance and let the group's melee characters pull the monster's attention 
back onto themselves). Being skilled in many things, they are also good for taking on other 
| magical jobs, such as Red Mage and Black Mage, 


Torutaru ore on intuitive race for White Mages because of their wonderful Magic Point count 

} and ability to fly through all of the other magical jobs without delay. The lower Strength and 
Hit Points for this race won't hold back a White Mage in a good group because everyone will 
stay at full health for much longer and be able to keep monsters from getting to their beloved 
healers, 


HOW TO SOLO 
z as a White Mage ts a difficul 


and dangerous proposition. There are 


relatively few spells that cause direct 
damage to monsters and many of the 
i do not injure them substan 
tially. Because of these and other fac- 
tors, it's easy to see why White Mages 


are rarely found on their own, even at 


low levels. 


Still, there are times when a White Mage must take on a monster mano-a-mano. If 


you can initiate the fight, Open with a direct da: ge spell like Banish. Most of these 
spells have a longer casting time and you should use them at range to ayoid being 
interrupted by monster attacks, Remember that you can target a monster, melee hit, 
and cast on it at the same time, Use enfeeble spells like Dia, Paralyze, and Slow early 


in the fight to weaken the monster for future attacks. 


BEING IN A PARTY 


White Mages are really geared for par- 
ties, and this is where they truly shine. 
You'll find that you don't need to have 
your “Seek Party” tag up for very long 
before you are besieged by party 
requests. Even if you dont have a flag 


up and are in ane stabli ished group, you 


may still receive messages from indi- 


viduals wanting you to jor them 


toi fi end ito a White Mage con use in battle. 


Asa White Mage, it's better to fight these monsters with a porty, no motter how tempting it 
i to use 0 White Hoge’ heoing ino destucve manner 


KEEPING YOUR PARTY UPDATED 

It's easy for eyen the best groups to for- 
get that you arent made of Magic 
Points. Because of this, it is important 
that they receive periodic messages 
about how much you have available, 
Don't be afraid to tell them that you 
have to rest! Remember that everything 
can hinge on the next heal, and if your 
character doesn't have any Magic Points 
left, there’s going to be trouble. 


The easiest way to accomplish this is to have macros set up that indicate Magic Point 
F F 
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percentage. If you notice that your character is running low, simply let the party 


know. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


As one of the most delicate members of a party, you must watch out for especially 
violent monsters. Under some circumstances, White Mages can even be one-hit kills 
for monsters! Because of this, group with a warrior whose Provoke ability can dis- 
tract monsters. Even during fights, pan the camera around so that you have a good 


view of the fight and anything that could possibly add to the battle. 


With linking monsters, it's likely 
many of the melee fighters have concentrated their attacks on one monster, then the 


Black Mage. In this case 


let the party know if you see monsters that can link close together. 


other monster may take the opportunity to hit a healer ora 


that one will be drawn to you or another caster. If 
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Healers will find that it is very 
helpful to have a macro. made to. 
inform the party if they're being 
attocked. Fights con get very chaotic, 
particularly if there ore multiple mon- 
sters involved. When this occurs, let 
the melee fighters know so they can 
drag the monster away. 


YOUR TWO-HOUR ABILITY 


Benediction is a wonderful thing to have 


when there is noth else left to rely on. It 


is, however, a dangerous thing to fall back 
on. Monsters are drawn to a White Mage to 
the exclusion of everyone else, and using 
Benediction means that the mage has a sig- 
nificant chance of dying. Don't be shy 


about letting other members of the party 


know that you have used it either; 


Benediction is a last resort, and people should know if it ts not available. 


Divine Seo! is on 0 
aries 


‘encounter so 


ter-minute timer ond has fot potential to help groups keep going 
If used for o single Cure spell, itis hardly worthwhile. However, a 
after using Divine Seat will restore huge numbers of Hit Points to a badly 
ast of a single spell. This is most offen done after o challenging 


g another healer in a party is nice, and it can significantly decrease the amount 
ipon a lone Wh 


ute Mage, can help shoulder any excess responsibility. Plus, both 


in 


Mage. The addition of another healer, espe- 


of anxiety place 


cially another W 


mages can look out for each other and the rest of the group. 


Sull, there is some finesse volved in terms of healing. Don't waste any Magic 
Points, but don't let any wounded party members go without healing. The easiest way 
to do this is to let the party know who is being healed and by which spell (set a 
macro for this). If all the healers are casting low-level Cure spells, then there's no 


need to worry about Magic Point waste, 


Pp sites will demand much from a set of hea ts. The pullers Ww ill be bring- 


Good ¢ 
Ing in monsters and experience at a fast rate, and it 1s critical that Magic Points are 


kept as high as possible while maintaining the party. When there are two healers, it's 


wise to trade off duties over each encounter. One healer stays seated, resting during 
a pull, while the other helps the party, When the active healer taps out on Magic 
Points, the second healer stands and takes up the slack. This system prevents the 
party from having to entirely stop pulling except when things go very poorly, In addi- 
tion, having another healer means that one person can be dedicated toward curative 
magic while the other can enfeeble the enemy, Finally, because healing draws aggro, 


healers can protect each other by drawing fire. 


If the s 


magic until your character runs low on Magic Points. That way, they can be doing 


cond healer isa Paladin ora Red Mage, it's best to have them save their 


whatever it is they do until they are really needed on the healing front. 


HEALING DUTIES WITH MULTIPLE WHITE MAGES 
tis not unheard of for one healer to say: “You toke the first three people on the list 
and I'll take the lost.” They also may want to divide them up by names or jobs in the 
party. However, there are some problems with these ideas. 


First, not everyone in a group gets hit on equal amount of the time, This means that the peo- 
ple you are “assigned” may not need healing or they may completely drain your Magic Points 
while the second healer has a full supply. 


Second, depending on who is healing more, a monster may aggro more on one healer than 
the other. Finally, there can be o distinct difference between how skilled players ore in their 
job. You could be o wonderful White Mage, but you can’t necessarily say the same thing for 
your partner. It’s usually eusier if both healers just use low4evel Cure spells on the person tak- 
ing domoge at the moment. Few people complain about getting more hit points. 


EQUIPPING ITEMS 


When it comes to armor, White Mages don't get the heaviest or strongest pieces. 


Fortunately, it's not as crucial for a White Mage to be as stron armored as a 


Warrior or Paladin. This doesn't mean that you can ignore armor by any means, but 
if everyone in your party is doing what they are suppose to, you will find that you 


don't get attacked that often. 


Buy armor that raises the most defense first (like the body and legs), rather than buy- 
ing all of it as a set. Seriously consider wearing some of the light cloth armor (tunics 
and cloaks); even though they don't allow you to equip headgear, they often have 


att ribute bonuses. 


Weapons are a somewhat different matter. Because White Mages aren't as involved 
in melee damage, skip many of the clubs and poles as well as the hammers and 
maces. Concentrate more on looking at rods, wands, and staves. A White Mage can 
equip shields; however, staves are two-handed weapons and a mage will miss out on 
the shield when using them. In addition, staff bonuses lean more toward adding 
more Hit Points and Magic Points. This isn't bad by any means, but rods and wands 


iT 


be more useful. Many of these have some very nice bonuses, which makes a 


White Mage’s spells more powerful 


WHITE MAGE AS A MAIN JOB 


W ute Ma yes aren't the job to play as if you want the strongest, most sowerful char- 
2 J I 2 | 
acter. If, however, you enjoy helping others and thrive in a group atmosphere, then 
White Mages are a wonderful choice, White Mages have a few more Hit Points than 


some of the other mage jobs, and they also gain a lot in the way of Magic Points 


(es secially as Tarutaru mages }. Because they don't directly engage enemies in melee, 
they have a somewhat outside perspective of the battle, and they also make wonder- 


ful support characters for a party. 


EE 


WHITE MAGE/BLACK MAGE 


White Mages have lots of magical potential, but most of it is focused into curative 
magic. The addition of a Black Mage support job gives them even more Magic 
Points and an edge of destructive, elemental magic. However, because you're adding 
direct damage spells in addition to the healing spells, monsters will focus on this 


type with renewed vigor. 


WHITE MAGE/SUMMONER 


Like the White Mage/Black Mage combination, this set gives a White Mage even 
more Magic Points and another group of abilities to spend them on. In this case, 
you get to summon a mystical being to attack and protect you and the whole party, 
instead of casting direct damage spells. 


Tn addition, Summoners get some very nice passive abilities, especially Max MP 
Boost and magical regeneration. Keep in mind that the summons are very expensive, 
so be frugal with your casting and save some Magic Points for healing magic. 


WHITE MAGE/BARD 


This combination turns White Mages into the ultimate party support characters. 
Unlike some of the other combinations, Bard magic does not use Magic Points. 
Instead, Bards use songs to give strong effects to the whole party. Like White Mages, 
they can enhance, heal, and give resistances to the group. In addition, they can speed 
the regeneration of Hit Points and Magic Points while the group rests. Being a 
White Mage/Bard also gives a White Mage a slight plus to Hit Points, but it does- 
nt add to their magical reserves and the passive abilities are not as useful as some of 
the other combinations, 


White Mage is far more common as a support job than a main one. For anyone even 


vaguely interested in soloing, having curative magic is a must, and no one heals bet- 
ter than a White Mage. In addition, the passive abilities of White Mages are very 
useful and versatile. Added resistance to magical attacks and magic regeneration are 
nice to have for many jobs. 


However, there is a difference between using White Mage as a support job for solo- 
ing potential and making a career out of it. Many times a fighter (such as 
Warrior/ White Mage and Thief/White Mage) will only flirt with being a healer 
and change to a different, more party-friendly combination. Yet for some jobs a 
White Mage support job is a long-term, valuable combination that can provide 


more than a little bit of backup health, 


BLACK MAGE/WHITE MAGE 


Like the White Mage/Black Mage combo, this gives Black Mages an added boost to 
their Magic Points. This is a very powerful combination for Black Mages, who can 
use the additional security of having heal spells. In addition, there is a great deal of 


overlap in spell use, because both schools of magic have enfeeble abilities. 


SUMMONER/WHITE MAGE 


This variation is also very nice, giving Summoners more Magic Points and good 
regenerative passive abilities, especially the recovery of Magic Points while resting. 
Because a summoned monster will be the focus of the monster's aggro, you can stay 
back and cast safely, 


BEASTMASTER /WHITE MAGE 


Beastmasters are the ultimate solo characters, charming monsters into doing their 
bidding and fighting for them. The addition of a White Mage completes this, giv- 
ing them all the healing abilities needed to continue being self-sufficient. In addi- 
tion, the White Mage's enfeeble magic makes a target weaker to your pet's attacks. 
And because a pet can attack your character, it helps to have the ability to cure. 


DRAGOON /WHITE MAGE 


Asa Dragoon/ White Mage, you get to be a fighter with some nice curative abili- 
ties. But that isn't what really makes this combination special. The pet wyvern can 
use any of the support job abilities, which means that if you have the White Mage 
support job, the pet is fully capable of healing your character. As your character ley- 
els up, the wyvern grows stronger, but the amount of time it takes for attacks versus 
magical healing doesn't balance out. 


PALADIN/WHITE MAGE AND RED MAGE/WHITE MAGE 


Both Paladins and Red Mages already have a few curative abilities. The addition of 
a White Mage support job can give them added breadth and depth. It can also pro- 
vide an added boost to their healing magic skills, which can fall somewhat behind if 
they concentrate too much on the melee part of their job. Both jobs should defi- 
nitely appreciate the plus to their magic pool. 


Here is a lineup of standard White Mage Macro choices. 


/party Gather for Protectra and Sh 
/ma "“Protectra" <me> 
/wait 4 

/ma "Shellra" <me> 
/party Using Dia on <t> 

/say How is your defense now? 
/ma "Dia" <t> 


/party Curing <t> 
/ma "Cure" <t> 
/party <mpp> remaining 
/party Help! There's a monster attach 
IP REPOF 

/party My MP=<mpp>. Please consider th 
monsters. 
/automove 
/party We're in trouble, using Bens 
/ja "Benediction" <me> 
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» Black Mages are powerful sorcerers that 
“use their magical abilities to attack ene- 
4 pies through direct damage spells and 
Penfeebling magic, Although physically 
© weak, their potential for destruction 
per spell is far greater than any melee 
4 “fighter's single attack. By ihembel yes 
a "Black Mages are capable of waging a con- 
BP Servative battle against monsters, but they 
truly shine in a group setting where they can be 


protected and free to unleash their magical strength. 


BLACK MAGE STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN = TARUTARU = MITHRA 


GALKA 


Magic Points 


Dexterity 


JOB TRAITS 
TRAIT LEVEL HELP MESSAGE 


Magic Atk. Bonus 10 | Improves power of magic spells. 


Clear Mind Ea Raises amount of MP recovered while resting. 
Conserve MP | 20 | Occasionally cuts down MP cost of spells. 
Magic Atk. Bonus | 30 | Improves Magic Atk. Bonus trait. 

Clear Mind | 30 | Improves Clear Mind trit. 

Clear Mind | 45 | Improves Clear Mind trait. 

Magic Atk. Bonus En Improves Magic Atk. Bonus trait. 

Clear Mind | 60 | Improves Clear Mind trait. 

Magic Atk. Bonus Improves Magic Atk, Bonus trait. 


Improves Clear Mind trait, 


JOB ABILITIES 


ABILITY LEV INTERVAL DURATION TARGET 


~ 


BLACK MAGES: MORE THAN 
JUST BLOWING STUFF UP 


There are those of us thot, deep inside, want to call rocks from under the earth and hamess the 
power of storms. As o Black Mage, all the potential of the elements and the Dark Magic that whis- 
pers in the night con be yours. You can summon lightning to strike foes or batter their bodies with 
flame ond wind. But a Black Mage’s role is not only harsh, brutal spells. With all the gifts at our dis- 
posal, we con weaken an enemy down to o pathetic shell with poisons and even steal their HP and 
take it for our own! We may not be the strongest in body, but our intelligence has enabled us to 
master the very forces of nature and darkness itse—and that makes us deadly! 


HELP MESSAGE 


| 1 | 2aoo0 | wong | sof | vs psig wit! wing MP 


Elemental Seal 


BLACK MAGE SPELL LIST 
NAME LEVEL —_ ELEMENT 


RANGE TYPE 


sow | 1 {tanh | None | nape | tment | 9 | 150 | 650 ea earth dane nee. 

Poison | 3 | Water | None | Black Magic | Enfeebling | 5 | 100 | 500 | Poisons an enemy and gradually reduces its HP. 
Bind | 4 | Oorkness | Wone | lack Wane | Enfebing | 5 {| 200 | 10.00 | Binds n enemy loves is cura 

Wor | 5 | Wor | Hone _| Black Mogic | foment | 13 | 1.75 | _7.75__| Deals water damage oon ene. 

Bind eee Binds an enemy in place, immbiig i. 


MAGIC SKILL MP 


do | 9 | Wind | Hone | Blockage | temencl | 18 


Darkness None Deals dark domage that weakens an enemy's attacks 
ond gradually reduces its HP 


Be Spikes] 10. | fie | None | Block Magic | tnhoning | @ | 300 | 1000 | 
Dron | 12 {Darkness | __ None | Block Magic | Oork_ | 21 | 300 {| __—60.00___ Steals an enemy’ HP Iefecive aginst undead. 


TIME TO CAST 


aa 0:10:00 | 1 Spell Cost Enhances the accuracy of your next spell. 


TIME TO RECAST HELP MESSAGE 


| 9.00 | Deals wind damage to an enemy, 


Covers you with magical fire spikes. 


NAME 
Fire 


Stonega 
Shock 


Blizzard 
Warp 
Rasp 


Watergo 
Choke 


Ice Spikes 
Sleep 
Thunder 


Frost 


Aeroga 
Poisonga 
Burn 


Aspir 
Tractor 
Stone I] 
Drown 


Firaga 
Escape 
Water || 


Shock Spikes] 30 | Lighting | None | lack Magic | Enhancing | 24 | 300 | 10.00 | Covers you wih magia ighnng spikes. 


Blizzaga 
hero Il 
Bio Il 


Thundaga 
Fire Il 
Stonega Il 
Warp Il 
Sleep Il 
Blizzard Il 
Poison Il 
Waterga I] 
Stun 
Thunder II 
Aeroga Il 
Freeze 


Stone Ill 
Tornado 


Firaga II 
Quake 


Water Ill 


LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


fi | tome | lope | omen | co | 225 | 1025 | Da fire donage on eum 
ist} _L Wohi | Geos | 2 | 25) |__| Deals earth damage o enemies wihin range 


Mie Black Magic Deals lightning damage that lowers an enemy's Mind 
wee gradually reduces its HP. 


| ce | None | Black Magic | Elemental | 30 250 | | 1150 | Deals ice damage to an enemy. 
[17 | orkness | None | Black Magic | Eahacng | 100 | 400 | 10.00 | Transpo you o your hae poi. 


Earth Black Magic | Elemental Deals earth damage that lowers an enemy's Dexterity 
and gradually reduces its HP. 


} 19 | Water wide | lock Magic | Cement | a7 | 275 | 1225 | Deals water damage fo enemies wihin range. 


Black Magic 2.50 Deals wind damage that lowers an enemy’s Vitality and 
wa reduces its HP. 


| ke | None | Black Magic | trbancing | 16 [| 300 | 10.00 | Covers you wih magica ice spikes. 
Pees foe wy Pod ota Pts on enemy to ep. 
[None | lack Magic | Semen | 200 | 1300 | Deas ighnng damage to an enemy. 


a Magic | Elemental Deals ice damage that lowers an enemy's Agility and 
gradually reduces its HP 


Bock Magic | temenol | 57 | 300 | 1350___| Dea wind damage tenes win rome 
widest | ety [a | 2 | non Pass ener win range nd groducy eds hei HP 


i Feo ee 10.00 Deals fire damage that lowers an enemy's Intelligence 
and gradually reduces its HP. 


i a 60.00 Steals an enemy's MP. Ineffective against undead. 
ie | Black Magi i f 300 | 10.00 Drags Kd age toward you. 
| None | Black Nasi 


| 10 | 
| 6 | 
Ey ee ta ee Deals earth damage to an enemy. 
= None Elemental eS Deals water damage that lowers an enemy's Strength and 
gradually reduces its HP. 
|_fie | Wide _| Blak ogc | eemenl | 71] 350_| 
aaa a ncing | 125 | 


15.25 Deals fire damage to enemies within range. 
[30 | Waer_| None | lak ogc | emer | 51] 350 i Deals water damage fo an enemy. 
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Se pe Transports party members within range out of c dungeon. 


Pie | le [oti | Gomes [2 | ars | no J Deo ice damage to nee win range 
[| Wn | tone | ep [ tenet | 59 [395 | 1780 | Des vind dong on ney 


Leal eed Black Magic aC Deals dark damage that weakens an enemy's attacks 


and gradually reduces its HP. 
| 36 | tighning | Widdle | Blade Magic | Element | 95 | 400 | 17.75 Del ighning damage to enemies within ange. 
| 38 | Fre | Hone | Black Magic | Elemental | 68_| 425 | 1850 ___| Deo fire damage toon enemy 
| 40 | orth | idle | Block Magic | lemeniol_| ton | 425 | 1.00 | Del arth damage to enemies within range. 
| 40 | Darkness | None | Black Magic | Enhancing | 150} 500 | 1000 | Transports targeted party member to his home point. 
[41 | darkness | tone | Black Magic | tnfeting | 29 | 3.00 | 30.00 Puts an enemy slop. 
[42 | ke | tone | Black Magic | Elemental | 77 | 450 | 19.75 __ | Deals ce damage to an enemy. 
| 43 | Water | tone | Black Mogic | tnfeting | 38 | 00 | 5.00 | Poisons an enemy and gradually reduces is H 
| 44 | Water =| Middle — | Black Magic | Elementl | 123] 450 =] 2025 Deals water damage to enemies within range. 
| 45 | ighring | Wone | Black Magic | Dork | 25 | 0.50 | 45.00__| Temporary prevents an enemy from acing. 
[46 | tighing | None | Black Magic | emer | 96 | 475 | ___ 71.00 __| Deals ighrng damage to an enemy. 

| 48 | Wind | Widdle | Black Magic | temental_| 138 | 5:00 | 2.75__| Deals wind damage fo enemies win range 


Rcd past eae Black Magic 17.75 4]. r Deals ice damage to an enemy and lowers its resistance 


| 51 _{torh | None [lack ogc | Hemenil_ | 92 {525 | 


a0f IHL NO 


aS fire. 
F250 | Deals earth damage fo an enemy. 


Deals wind damage to an enemy and lowers its resistance 
— ice. 


| 53 | fire | Widdle | Black Magic | temenal_| 158 | 525 | 2825 | Deas fre damage to enemies win ronge 


Earth Black Magic | Elemental | 337 42.75 Deals earth damage to an enemy and lowers its 
resistance against wind. 


| 55 | Water | None | Black Magic | femeniol_| 98 | 550 | 2400 | Deas water damage to an enemy, 


Lightning Black Magic 18.50 Deals lightning damage to an enemy and lowers its 
resistance against earth. 
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NAME LEVEL ELEMENT RANGE TYPE MAGICSKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


Bzoga ee Oe ree ee Dek ice danoge nei win ge. 


Flood Black Magic | Elemental 18.75 43.75 Deals water damage to an enemy and lowers its 
resistance against lightning. 


aero | 59 | Wind | Wone | Block Magic | laments | 106 | 575 | 25.25 | Deas wind damage toon eno. 


Flare Fire Black Magic Deals fire damage to an enemy and lowers its 
resistance against water. 


Thundago lt | 61 | Lightning | Middle] Block Magic | Elemental | 193 | | 26.00 | Deas lightning damage to enemies within range. 
Fie ee Deo fre damage toon ene. 
Stoego ll | 63 | for | idle | Block Magic | lament [| 211 | 6.25 | 27.25 _| Deak ear damage lo enemies within rong. 
Binmodi | 64 | ke | None | Black Magic | Element | 120 | 625 | 27.75 ___| Deas ice damage toon enemy 
Wotergoi | 65 | Water | Widile | Block Magic] lementol_{ 251 | 650 | 2850 ___| Deas water damage to enemies within rong. 
Thunder | 66 | Lightning | tone | Black Magic | laments! | 128 | 6.75 | 29.25__| Deak ighning damage to an enemy 
deroga | 67 _| Wind | Widtle | Black Wagic | Bementel_ [252 | 675 | 29.75 __| Deak wind damage to nee win range. 
SioneY | 68 | forth | None | Black Magic | _flemenisl_| 138 | 7.00 | 30.75__| Deals ear damage to an enemy. 
Frage | 69 | fie | idle [Black Magic | flementol | 277 | 7.25 | _31.50__| Deo fre damage o enemies wihin range 
Woterv | 70_| Woier_] Hone | lack Magic | Clomeniol_| 144 | 7.25 | 32.00 ___| Deas wor damage to an enemy 
Bizzagoit! | 71_| ce | Widdle | Black Magic | lemeniol | 299 | 7.50 | 3275 | Deak ice damage to enemies win range. 
deo | 72 | Wind | Wone | Black Magic | lementol_| 150 | 7.50 | 3325__| Deals wind damage oon enemy. 
few | 73 | fie [None | Block Magic | tlemenisl_[ 157 | 800 | _3475__| Deak ire damage oan ene. 
Thundaga III | 73 | Lightning | Middle | Black Magic | Elemental | 322] 39775 =| 3400 | Deals lightning damage to enemies within range. 
BlaordW | 74 [| kee | Wome _{ Black Magic | Clements! [| 164 | 8.25 | 36.00 Deo ice damage toon enemy. 

Thunder W [75 tighning ] None | Block Magic] temenol J 17) | 8.50 | __ 37.25 | Deak ighnng damage oan ene. 


PLAYING AS A BLACK MAGE 


Black Mages can do extraordinary amounts of damage. As a soloist, you must be 


| BLACK MAGE RACE CHOICES 


brave and resourceful, carefully choosing the most powerful spells. A group setting 


—— happy Black Mage. Any of the races can enjoy the thrill of elemental magic; it’s only a 
matter of how much casting a person wants to do! 


provides far more freedom and safety. However, if a monster focuses on a Black 


Mage, it can be lights out! 


From the start, keep in mind that a Black Mage is a fragile, beautiful snowflake. | 
There are things out there with deadly claws, sharp teeth, and nasty attitudes, and 


the Black Mage is vulnerable to a powerful attack. There is no shame in running from | 


enemies or calling for help. coster of this group. 

| Elvoon too con take hits better than 
mony counterparts. People who are 
looking toward the Dark Knight 
advanced job will practice many of 
their future spells while leveling os a 
Block Mage. This is o key way to prac- 
tice different techniques while prepar- 


Upon first entering an area, locate the entrance and exit, as you may need to leave 
very quickly. Whenever possible, let someone else go first and keep him or her in | 
sight; there is always strength in numbers. As you go through the area, note which 
monsters you encounter; many have weaknesses to specific elements and knowing 


those weaknesses is important, 


It's also a good idea to realize which monsters are aggressive, because you don't want 


ing for the glory ahead. 


to be surprised by a sudden monster attack. Finally, note some of the formations and 


Intelligence, Magic Points, and a good disposition for dealing damage lie at the core of 


Galko have lower Magic Points, so they won't be able to cost as many spells during sessions 
of battle. With many more Hit Points and a much higher Vitality than most choices, the Galka 
| con cast with a bit more courage however, since a stray hit won't instantly level the unwary 


landmarks of the area; use them to protect yourself from attacks. 


Being a Black Mage requires concentration, timing, and attention to derail. After 
mastering these aspects, Black Mages can be a very fun, versatile, and interesting job 


to play, plus they're a welcome addition to any high-level party. 


HOW TO SOLO 


Soloing is a dangerous hobby for a Black Mage, bur it’s not an impossible proposi- 
tion. It just takes more preparation. Unlike fighters, a Black Mage can't walk up and 
hit a monster. It's important to plan out what targets to attack, what spells to use, and 


where to cast them from. Still, at higher levels, it is probably better to join a party. 


Mithra hove more Magic Points ond 
can cost longer than the heavier races, 
With high Agility as well, they are also 
blessed with the chance to dodge 
some attacks (very useful when your 
character doesn't get to wear anything 
close to heavy armor). 


Hume Black Mages certainly have the 
look down, being quite intimidating in 


appearance. With a fair supply of magic and a decent Intelligence, they offer a viable choice 
to any willing to attempt this combination. 


Torutary ore wonderfully clever, ond their Intelligence allows them to become some of the 
dendliest Black Mages in the world of Vana'diel, With their lasting Magic Points and ability to 
pick up elemental magic so comfortably, the Tarutaru are quite at home with a set of robes 


ond a good hat! 


LOOKING FOR A TARGET 


The first thing you should consider when selecting a target is whether or not it deals 
damage through physical or magical means. Even though the physical-based attacks may 
hit harder, monsters who use magic often have high magical resistances. It may be nice 
to haye a good back-and-forth spell session on occasion, but it's far better to kill a mon- 


ster as quickly as possible and physical monsters are more likely to be weak to magic. 


It’s key to also note the types of status ailments a monster may throw out. Black 
Mages have a good resistance to most spells, but you don't want to fight monsters that 
may throw Silence. Also, be wary of monsters that attack with Poison and Rasp. Black 


Mages can be eaten alive by Poison at lower levels due to their sparse Hit Points. 


WHAT SPELLS TO CAST 


After selecting a likely target, note any 
elemental weakness that it may have. If 
you can tailor spells to things It 1s weak 
to, then you will cause more damage at 
a faster pace using fewer Magic Points. 
Soloing is all about efficient, conserva- 
tive experience gain and knowing a 


monster's weakness greatly helps. 


When casting spells, cast the slowest, most powerful spell in your repertoire first or 


Bind. Both of these techniques are designed to keep the monster at bay, so that its 


attacks have no chance of interrupting the spellcasting. There is very little to fall 
back on in the melee department, so use the big spells early. After doing so, target 


the monster with a weapon and try to cast between the monster's attacks. Doing so 


should minimize ts chances of interrupting your character's casting. 


zach spell has 


an internal timer, and you can't cast the same spell immediately after finishing it. 


USING THE BIND SPELL DEFENSIVELY 

Whether you're soloing or in a 
party, there is the possibility that 
you may get jumped or surprised by on 
aggressive monster. If this occurs, one 
choice is to immediately cast Bind on 
it. This spell can create the time need- 
ed to put some distance between your 
character ond your aggressor. It is 
always easier to hondle a fight you. 
Know is coming than one in which you 
get ambushed. 


USING TERRAIN TO YOUR ADVANTAGE 


To travel around the various regions, you must navigate around obstacles such as 
hills, ¢ 


traveling, keep an eye open for areas that you can use to ambush monsters. Likely 


vices, and other land formations. The same holds true for monsters, While 


areas for ambush points include any type of rock formation in which a monster must 
climb or maneuver around to reach your character. The longer you can keep a mon- 


ster at bay, the more spells you can cast on it. 


The techniques that your character acquires while soloing are important because they 
give you a good idea as to what your character is capable of as a Black Mage. It is also 
important to know your options if you are directly attacked in melee by a monster. 


Finally, knowing the land around you will improve your chances of safe travel. 


BEING IN A PARTY 


As a Black Mage, you will find that it isn't too difficult to find a party. Most peo- 


ple are fully cognizant of what a Black Mage can do to monsters. In return, the 


group must protect the Black Mage and shield him or her from monster aggression. 


POSITIONING WITHIN THE GROUP 


While your group is on the move, keep your character in the middle of the party 
( preferably behind a Warrior with Proyoke). This prevents you from stumbling into 
an aggressive encounter, Always make sure to tell the group if you need to rest. 
While resting, make sure you have a good view of everything around you, That way, 


you have a good chance of noticing if an aggressive monster appears. 


A Black Mage's place in the party during a fight is in the back. During a fight, try 
to position your character so that you have a good view of the battle and adequate 
space between you and the target. Many monsters have area-of-effect abilities (like 
goblin bombs) or can cast spells that hit multiple members of the party at once. If 
at all possible, avoid taking damage from these kinds of attacks while still remain- 


ing In range to cast spells. 


Unlike fighters, Black Mages are free to move around the area. This means that you can 
g gs 

keep an eye out for any aggressive monsters that jon a fight or those that are close 
enough to link. Any party will appreciate the extra information, and the more con- 


trolled a battle Is, the more likely thar everyone in the party will walk away from it. 


DEALING THE DAMAGE 


Using a monster's weaknesses against It makes for more efficient casting, as you 
inflict more amage and use fewer } agic Fonts. i is goes a long way tn having a 
fl damage and use fewer Magic P This goes a long having 
successful party. People want to blow through monsters as quickly as possible, and 


they can't do that if the fights are long. 


Each time a spell is cast on a monster, it remembers who hit it. Because a Black Mage 
does more damage per spell than a fighter does per hit, you can build up a sizable 
amount of aggro toward your character. Once the monster realizes the potential 


threat, It focuses on the magic threat more than the melee 


Black Mages, in general, don’t make good pullers for the party and it's very danger- 
ous for them to start the fights. In fact, a Black Mage should be one of the last peo- 
ple to engage the target. During a fight, you want the monster to concentrate on the 
melee fighters first. Let them get in one or two good hits to build up aggro toward 
them, then feel free to start casting. If you start casting Too soon, the monster will 


hers, which is not the ideal situation. 


head toward the Black Mage instead of the fi 


You can use a Black Mage’s ability to draw aggro as an ag 


ressive strategy against 


monsters. If a particular party member is in dire Straits, start chain-casting power- 


ful spells and purposely get the monster to attack you. Although dangerous for your 
character, it's occasionally the only way to save someone's life. If there are other Black 
Mages in the party, lure the monster to your character while the other person casts 
on it, thus bouncing the monster between two Black Mage’s during the fight. Using 


1 
this technique, you can construct parties consisting solely of casters. 
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YOUR TWO-HOUR ABILITY 


The Black Mage Two-Hour Ability is called Manafont, and it enables the Black 
Mage to cast spells without using Magic Points for a duration of 30 seconds. Use 
this ability carefully and only under specific situations, because you will receive 
major aggro once you start chain-casting. 


When soloing, use Manafont when trouble arises and you need to bring down the 
monster quickly. When in a party, use Manafont when the entire group is in trouble 
and another character (like a Monk or Paladin) has hit his or her two-hour ability. 
Let them go first to get the monster's aggression, then start Manafont and cast away. 


Buy items in this manner: spells, weapon, then armor, You may think thar because 


Black Mages are so physically weak that armor would be the top priority. It's nice to 
have armor and you should strive to not fall too far behind. But good armor pales 
in comparison to the ability to actually kill an enemy before it does the same to your 
character. The upshot is that you will most probably have limited funds, and spells 
are your lifeblood. 


After purchasing spells, take a look at available weapons. Black Mages have a choice 
between clubs, wands, rods, staves, and poles. Get a weapon thar adds to your char- 
acter's attributes in some way (avoid clubs and poles), There are some nice wands 
and rods that add to INT (a definite preference) or provide additional elemental 
bonuses. Staves often provide a modest increase to Hit Points and Magic Points, and 
they also can add status effects or elemental damages. Go with a weapon that raises 
INT first; after that, use your own discretion. 


Armor is last on the roster because, when everything goes well, you hopefully won't 
get hit. When funds are available, purchase the best possible armor according to 
what gives your character the best boost. Seriously consider purchasing tunics or 
cloaks; these types of armor don't allow you to equip headgear but they add nice 
boosts to certain attributes. 


BLACK MAGE AS A MAIN JOB 


If you really want to cause lots of damage, then Black Mage is a wonderful main 
job. Although light on Hit Points, a Black Mage's powerful spells make up for that 
deficiency. The ability to cast such powerful direct-damage spells combined with 
damage-based passive abilities and magic regeneration enable Black Mages to be 
potent sorcerers. Because Black Mages are so powerful in the magical department, 


they gain the most benefit from support jobs that also have magical potential. 


BLACK MAGE/WHITE MAGE 
Having a White Mage support job gives a Black Mage many benefits. You get an extra 


boost to Magic Points, additional defense against magic, some more Magic Point 
regeneration, and the ability to heal. A very solid combination that is well-sought 


after by many parties, the Black Mage/ White Mage is a dedicated magical force, 


BLACK MAGE /SUMMONER 


Black Mage/ Summoner also works to hone magical abilities. In this case, you still 
get a boost to Magic Points and some Magic Point regeneration, but the real bonus 
is the ability to call a magical being to be your protector and cause additional dam- 
age to a monster. These summons gain levels to become more powerful, and they are 
also capable of healing your character. However, summoning costs lots of Magic 
Points, so keep that in mind. 


BLACK MAGE AS A SUPPORT JOB 


As a support job, a Black Mage heightens magical abilities and gives a good range of 
direct-damage spells. However, because this is a job with such a focused purpose, it is 
not as versatile as others and care should be taken when choosing it as a support job, 


WHITE MAGE/BLACK MAGE 


Taking a Black Mage support job gives White Mages the ability to cast elemental 
direct-damage spells. White Mage spells have a bit of an overlap with those of Black 
Mages in terms of enfeebling magic, but the real gain is in terms of the additional 
magical defense, resistance, and regeneration. All in all, this is a highly recommend- 


ed combination. 


SUMMONER/BLACK MAGE 


As a Summoner/Black Mage, you get all the benefits in terms of magical potential 
and the ability to attack a monster directly with magic. The basic idea is to summon, 
for example, Carbuncle, set it to attack a monster, then sit back and cast spells until 
the monster is history. The additional Magic Points are most appreciated, as sum- 
mons can cost lots of MP. 


RED MAGE/BLACK MAGE AND DARK KNIGHT /BLACK MAGE 


Both Red Mages and Dark Knights have some overlap in abilities with Black Mages, 
as they can both cast magic and be limited tanks. Having a Black Mage support job 
focuses and strengthens the magical side, giving them additional spell damage and 
Magic Points at the cost of Hit Points. However, because Red Mages and Dark 
Knights are not dedicated bruisers, this is not that much of a detriment for them, 


Here are some standard Black Mage Macro choices. 


/party About to drown this <t> 
/ma “Drown" <t> 
/party <mpp> remaining 


/party My MP=<mpp>. We should think about r 


/automove 


/ja "Manafont" <me> 
/party Using Manafont. <t> may come for m 


/party Time to get out of here, gather c. 
/ma "Escape" <me> 


pcan mein KIA DE Zo? OO OU 
A LIFESTYLE FOR THE ACTIVE MAGE 


In this world, magic is ¢ strong ond powerful force, and we con shape it to suit our needs, which 
are as voried as the situations in which we find ourselves. Why should we limit ourselves by study- 
a ge ing only healing or destructive magic when both con be so useful? By the same token, just because 
Jniike the other magic jobs, they can we ore mages doesn't mean that we can’t pick up o blade, ial when that can be 
wear heavier armor, use more melee magically enhanced! As Red Mages, we offer all the potential of magic mkt range of spells, 
Bespons, and take more damage, all together with the freedom to decide how to use t hoth inside and outside of combat. If you 
ee cre the ality ae want to push the limits of being a mage then maybe the Red Mage is just what you're looking for. 


spells. Although they shouldn't be used 


Red Mages have a little bit of everything. 


as dedicated frontline fighters, Red 


=) Mages make wonderful support charac- 


ging sno x Buryo x 


“ters. They can attack with melee weapons 
while weakening monsters with their enfeebling 
magic and direct-damage spells. In a pinch, their 
ability to use healing magic can be a true lifesaver; they can also 
increase resistances to certain monster attacks. Because they are 
so versatile, Red Mages are one of the most exciting and inter- 
esting jobs to play, and at the higher levels, they get spells that 


no other mage job can use. 


RED MAGE STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN TARUTARU MITHRA _GALKA 


RED MAGE RACE CHOICES 


@ There is very little that a Red Mage won't be able to use during their time in o party, 
Hit Points, Magic Points, Strength, Dexterity, Intelligence, and a versatile attitude will help 
every Red Mage to be ot their best. 


Golko Red Moges are able to wade in with the Warriors ond worry little about the conse- 
quences. Using Strength and a good sword, these Red Mages can hold their Magic Points back 
for healing the softer casters in times of need! 


JOB TRAITS 


TRAIT 
Resist Petrify10 
Fast Cast 

Magic Atk. Bonus 
Magic Def. Bonus 
Resist Petrify 
Clear Mind 
Fost Cast 
Magic Atk. Bonus 
Magic Def. Bonus 
Resist Petrify 


LEVEL HELP MESSAGE 

Gives you a slight resistance against petrification. 
Quickens spellcasting. 
Improves power of magic spells, 
Improves defense against magic spells. Mithra Red Mages are undeniably fun 
Improves Resist Petrify trait. to play; with oll the attributes at a 


Elvan Red Mages can hit pretty well in melee combat (even compared to the mid-range 
Warrior types). Though still lightly armored, these Red Mages do their best work on the front 
lines with o suitable “En” spell to enhance their weapon damages. 


hefty level, these Red Mages can take 
- advantage of the Mithra spirit, Eosily 
Improves Fast Cost trait. able to float into any combat position, 
Improves Magic Atk. Bonus trait. Mithra Red Mages can be up front hit- 
Improves Magic Def. Bonus trait ting 0 creature’s flank, healing casters, 
and doing a long spread of enfeebling 
during 0 tougher fight. 


Raises amount of MP recovered while resting. 


Improves Resist Petrify trait. 
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Clear Mind Improves Clear Mind trait. 

Fast Cast Improves Fast Cast trait. Hume Red Mages also operate from all sides of the battlefield. With enough Magic Points to 

Resist Petrify Improves Resist Petrify trait. cost o bit longer, these casters con afford to land o few Enfeeble spells in each encounter 
before going in to attack. 

Clear Mind Improves Clear Mind trait. ssi foals 


Torutaru cannot deal as much damage ot close range even in this militant job, but they have 
a lot more magic at their fingertips. Using extra Cure spells when needed, the Tarutory Red 
Mages have a good bonk to draw upon if an encounter sours. Combining the race’s natural 
magic with Chainspell {and later Convert), the Torutaru will eam the respect they deserve. 


CH G A PATH 
Red Mages have the potential to be magic users and fighters, so you may find it use- 
ful to choose a path. As 0 magic user, your character needs Intelligence and Mind so that 
the mage’s spells are as strong as possible. As o fighter, you must focus more on Strength 
and Dexterity to keep dealing damage at o high hit rate. The race that you choose should 
reflect what you want out of this job. Remember, though, thot this is a moge; don’t neglect 
any magical abilities, 
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JOB ABILITIES 
ABILITY 


Chainspell 


LEV INTERVAL DURATION TARGET 
| 1 | zoom | omg | st 
40 | 0:10:00 | ito Pet 


HELP MESSAGE 
Allows rapid spellcasting. 
Swaps current HP with MP 
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RED MAGE SPELL LIST 
NAME LEVEL ELEMENT —RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


Dia Deals light elemental damage fo an enemy and gradually 
lowers its defense. 


Ge | 3 | tigtt__| Hone | whiteMagic [Heong | 8 | 2005.00 Restores age’ HF 
Sone | for | None | lack Magic | ements | 9 | 1.50 | 650 | Deak earth damage ton enemy. 
Barone | 5 | tight | None | whiteMagic | tnhoncing | 6 | 050 | 10.00 | Increases your resistance agi earth 
Poison | 5 | Water | None | Black Magic | Enfeebing | {| 1.00 | 5.00___| isons an enemy and gradual reduces its 
Pore | 6 | ee | None _| White Magic | tnfoshing | 6 | 300 | 10.00 | Parahaes get. 
Protec ae Enhances orga’ defense. 
Barseep | 7 | tight | a Enhances your resistance agains sep. 
| | Darkness i 


Bind | 200 | 10.00 | Binds n ney, lovers ts acy. 
Barwater ee ee ee Increases your resistance against water. 
Wate ee Deals water damage to on enemy, 


he Ree eee Enhances your resistance against poison. 
ee Deals dark damage that weakens an enemy's attacks and 
gradually reduces its HP. 

Bind | 11 | tee | None | Black Magic | Enfeebling | 8 | 20 | 4000 ~~ | Binds an enemy in place, immobilizing it. 
fewred [12 | thi | Home| Whe Mepc | boing [12 | __500 [1000 | Res hao vino lined 
Barparalyze Es | None | | Enhancing | ea it ee EC Enhances your resistance against paralysis. 
sow |13__| far | None _| white Magic | Enfobing | 15 | 200 | 200 | Redes an enemy’ attack speed 
Baraero Ku | None | | Enhancing | | 6 | zh Le ca a Increases your resistance against wind. 
Gell | 14] tight | None | white Magic | Heng | 24 | 225 | 550 Restores tare’ HP 


Barpoison 
Bio 


z 
a 


hero | Wind _| None | Block Magic | Hemeniol_ | 18 | 200 | 9.00 __| Deas wind damage fo on enemy. 

SS a al a 
and gradually lowers their defense, 

Deodorize | 15 | Wind | None | White Magic | Enhancing rer SS ee Lessens chance of being detected by smell. 

fnhunder_| 16 | tohining | None | WhiteMonic | tahoning | 12 | 300 | 10.00 | Ads ighing damage to your acs 

Shel | 17_| tight | None | witeMagic | Enhancing | 18 | 1.00 | 5.00 Enhances rer’ magic defense 

Bore | 17 | tight | None | white Magic | fohoncng | 6 | 050 {| 10.00 | tnreses your resistance ogi fir 

Siene | 18 _| Wind | None | White Mogic | Enecbing | 16 | 300 | 10.00 | Sens tre. 

barind | 18 | tight | Hone | White Magic | faboncng | 13 | 250 | 10.0 Enhances your resistance aginst blindness. 

Ensne | 18 | fonh | Hone | White Mogic | Eohoning | 12 | 300 | 10.00 __| Adds arth damage fo your atk, 

fe | 19 | fie | tone | Black ogc | ements! | 24 | 225 | 1025 | Dea fre damage to an enemy. 

fnoeo | 20 | Wind | None | White Magic | tahoncing | 12 | 300 | 10.00 | Adds wind damage o your acs 

Soeok | 20 | Wind | None | white Magic | txhoncing | 12 | 300 | 10.00 | Lssens chance of bing detected by sound 

Ble Spies] 20 | fre | None | | tahoncing | 8 | 300 | 10.00 | Covers you wih magi spits 

Barhizeord | 21 | tight | Hone | white Mogic | Enhancing | 6 | 050 | 10.00 | tose your reson gin ic. 

Regen | 21 | tit_| tone | white Magic | enoncng | 15 | 400 | 1200 | Gradual restores rer’ HF. 

Groviy | 21 | Wind | None] Black Magic | tnfeshing | 24 | 150 | 60.00 ___| Weighs an enemy down and overs its movement ped 

Enbzond | 22 | ke | None | White Magic | fxhancng | 12 | 300 | 10.00 | Adds ie damage fo your ats 

Blink igh hiega White Magic ee | Creates shadow images that each absorb a single attack 
directed at you. 

Barsilence | 23 | Light | Hone — | White Magic | Enhancing | 15 | 250 | 1000 | Enhances your resistance against silence. 

Barnnder | 25 | tight | None __| White Mogic | fohancng | 6 | 050 | 10.00 | Increases your resistance agin lightning 

Invisible [25 | Wind | Hone | White Mopc | fahong | 15 | 300 | 1000 Lessens chance of being detected by sight. 

Sep | 25 | Darkness | None | Black Magic | Enfecbing | 19 | 250 | 90.00 | Puts an enemy to slop. 


Cure elie ke eee eee |e Pa a Restores target’ HP 
Poe LE | td foe fat | big fot fas fs Enhances target’ defers, 


Enwater | 27 | ke | None | White Magic | Enhancing | Ea . a | 1000 | Adds water damage to your atfacks, 

Thunder | ig [tow [tag [sed [a | 300 | 300 | 13.00 | Deas lightning damage toon enemy 

Dia Il Bens Enfeebling Jee Deals light elemental damage to on enemy and gradually 
Enfire | 10.00 | Adds fire damage to your attacks, 


Bizz eS Deas ice damage fo an enemy 
Did | 32 | Dats | None | Banc | ong [25 [300 | 00 | Reo os clog om ny. 


NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP 


Shell II 
Flash 
Raise 

Barvirus 
Water Il 
Ice Spikes 
Refresh 

Barpetrify 
Diaga II 


ron ae 

Stoneskin White Magic | Enhancing | 

Stone I | Forth | Black Magic} Elemental 

sei oe 
j tight i 


ight 
[tight | 


Water 


[ wed 

C=} 

= 

= 
=% 
C=) 


White Magic 


Light White Magic 


ee 
| tight | 
| ight 
Aero Il 
Poison Il 
Sleep II 
Protect Ill 
Cure IV 
Haste 

Fire Il 

Blizzard | 


men 


et 
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Shell I 
Thunder {I Lightning 


Shock Spikes] 60 | ighning | 


Dia IH! 


Poet |__| he_| it 


Stone III 


niin iii 
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Shell IV 
Aero Ill 
Cure V 


PLAYING AS A RED MAGE 
A Red Mage needs to know a little bit 


of everything: how to be an intelligent 
caster, how to be an effective tank, and 
how to juggle both easily and efficient- 
ly. Basically, this requires a good sense 
of timing and lor of practice. The 
good news is that a Red Mage can ful- 
fill so many roles that there is a wide 
range of skills to draw upon, especial- 


ly at the lower levels. 


At early levels, Red Mages function in a battle support role, using direct-damage 
spells to harm an enemy, enfeebling spells to weaken it, or casting Cure spells to heal 
a wounded comrade. While not frontline fighters, a Red Mage's ability to deal out 
modest amounts of damage using physical attacks is definitely useful. It’s nice to have 
a caster who can take a few hits and still survive to cast strong spells while returning 


the blows with a few of their own. 


At higher levels, Red Mages truly become magic users in their own right, They gain 
spells germane to their own job, which include ones that add elemental damage to 
their weapons, and ones that help their targets regenerate Hit Points / Magic Points 
or enhance the speed of artacks (Haste). Because Red Mages gain spells that focus 
on their weapons, they can still take part in melee combat but the focus in magic 


toward enhancing and enfeebling magic makes them far better casters than fighters. 


TIME TO CAST 


TIME TO RECAST HELP MESSAGE 
Gives you a certain amount of damage resistance. 
Reduces damage you take. 

Deals earth damage to an enemy. 

Deals dark damage that weakens an enemy's attacks and 


3.25 14.50 


gradually reduces its HP. 
Enhances torget’s magic defense. 

Temporarily blinds an enemy, greatly lowers ifs accuracy. 
Revives torget from KO. 
Enhances your resistance against disease. 
Deals water damage fo on enemy. 
Covers you with magical ice spikes. 
Gradually restores target's MP. 
Enhances your resistance against petrification. 
= light elemental damage to enemies within range 
and gradually lowers their defense. 
Deals wind damage to an enemy. 
Poisons an enemy and gradually reduces its HP. 
Puts an enemy to sleep. 
Enhances target's defense. 
Restores target’s HP. 
Increases target's attack speed. 
Deals fire damage fo an enemy. 
Deals ice damage to an enemy. 
Enhances target's magic defense. 
Deals lightning damage to an enemy. 
Covers you with magical lightning spikes. 
Deals light elemental damage to an enemy ond gradually 
lowers ifs defense. 
Enhances target's defense. 
Deals earth damage to an enemy. 
Deals water damage to an enemy. 
Enhances target's magic defense. 
5.15 Deals wind damage to an enemy. 


25 Restores targe’s HP 


All told, Red Mages who have come into their own have the best Enfeebling spells 
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in the game and all of the tools to fill out a party, With Silence, Paralyze, DOT 
spells, and some great enhancing magic, Red Mages really do have their own flavor. 
What starts off as a catch-all job that seems a hybrid of melee power with white and 


black magic becomes a job of its own. 


HOW TO SOLO 


You will probably spend about the first 
10 levels of your career soloing. This is 
the perfect opportunity to experience 


all that the Red Mage has to offer. 


First, work on pulling targets by using 
spells. Start by casting enfeebling 
magic or an elemental spell on a target. 
Once the monster has been drawn into 
attack range, keep them targeted and hit them with melee attacks in between spell 


} 


castings. Iry to time your castings between the monster's attacks so that you don't get 


interrupted. 


Once you reach skill level 10 in your weapon, make a macro and use your character's 
Weapon Skill frequently. As soon as your character's TP reaches 100%, you can slam 
into the monster with a powerful attack, This saves Magic Points for use in addi- 


tional attacks or for healing. 


When wounded, use Cure spells to heal your character. Obviously, itis preferable if 


you can wait until the end of the fight, but sometimes that isnt an opoon. Also, don't 


forget that you have Chainspell to fall back on in emergencies, 
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YUMMY TARGETS 


Because a Red Mage is so flexible in terms of fighting ability, he or she can handle 
just about any critter at early levels. It’s important to remember to concentrate dur- 
ing the fight, though. If a monster attacks with primarily physical abilities, then 
unleash the magic spells. If a monster wants to play with magic, then make sure your 


character has high TP before the fight and make those Weapon Skills hurt. 


MONSTERS BEST AVOIDED 


Monster attacks have some nasty status ef 


cts, SO p e for what you may face. 


tar 1s 


Silence, Paralyze, and Blind can be a real pain, but the worst status effect 
Poison, As a Red Mage, a player suffers from the curse of many magic users: low Hit 


Points. If you are going to battle anything poisonous, invest in antidotes beforehand. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Soloing ts alw: ‘ays dan ngerous if you stay In areas with | ots of aggres: Sive monsters. 


Hunt in sections where almost all of the enemies are passive; this gives you the abil- 
5 2 


ity to determine when and what you will fight. 


BEING IN A PARTY 


In the early levels, Red Mages fill any gaps that exist within a party. If a party needs 
Y 85 P F 
another fighter, a Red Mage can contribute to the damage-dealing pool, Is the party 


a White 


behind and start the Cure spells. This flexibility ensures that a party can always use 


a little low on healin fage taps out of Magic Points, leave the melee 


a Red Mage, so it's relatively easy to find a group. 


ENMITY AND MELEE FIGHTING 


Red Mag ses arent usually considered to be o ptimum frontline fighters. Even though 
they can wear heavier armor than the other mages, their armor isn't as heavy as the 
plate and chain thar the heavy tanks can wear. Red Mages are also light in the Hirt 
Point department, and they cannot take dedicated monster attacks compared toa 


Warrior or Paladin. 


However, Red Mages do make good support fighters and concerted attacks against 


monsters can add up. Because Red Mages are found in the thick of melee combat, 


you must concentrate on some of their Skillchains. Note when a call is being set up 


within the party so that you can contribute to the damage t 


s, you should or 


byious time occurs when a monster 


Because of the light nature of Red Mage 


sters under specific circumstances. The most o 
heads to the back of the party, where the more fragile casting jobs are often located. 
Although Red Mages lack specific monster taunts (Provoke), there are some things 


that they can do to get their share of attention. 


Monsters can be drawn by both physical and magical attacks. On the whole, magi- 
cal attacks are more powerful and draw greater aggression, Therefore, casting strong 
elemental spells against a monster is a good way of getting aggro. If all else fails, use 


the Red Mage's two-hour ability, Chainspell for heavy elemental damage spells, 


r i depose vere Ress tain tots oa he You 
“con protect your character and other mages against hostile attacks by casting it on 0 
monster when it tries to attack. This is also very effective when an aggressive monster sur 
prises the party, or if linking monster joins the fray. 


SPELL AND ROLE PROGRESSION 


Asa Red N 
Red Mages 


ly make a 


{age progress in levels, the spells that you concentrate on begin to change. 


t the some of the best enseibling spells in the game, and they can real- 
ciifieence: Even the early spells like Paralyze can make a monster lose two 
or three attacks. Bind is effective at keeping monsters from going after the weakest 
members of a party. Casting Silence on any magic-using monster can completely 


cripple a monster's ability to effectively harm the party, 


In terms of enhancing spells, you get two types: general and self enhancement. You 
can cast general enhancements on anyone; self-enhancements can only be cast on 


your character. Many of the general varicty are designed to add bonuses to defense 


or resistances to status effects or elemental damage. Sadly, all of the spells thar add 
elemental damage toa weapon are self-targeting, They also include the ability to hurt 


an enemy with elemental damage if they attack your character | “Spike” spells he 


As noted earlier, many monsters have weaknesses to specific elements. In the same 
way, monsters are often strong against certain elements and sometimes use them in 
spells against the party. Finally, monsters can detect characters through different 
senses, and there are Red Mage spells designed to hide the sight, smell, and sound 


that a party makes, If you don't want to fight certain aggressive monsters, then deter- 


mune which spells give your group the best chance to move about undetected. 


Red Mages often serve os back- 
up healers when there is a White 
Mage in the party. The White Mage 
usuolly takes over healing duties for 
the whole group ond the Red Mage 
“helps them out. If the White Mage is 
out of MP or is being attacked by a 
monster, the Red Mage could assume 
the role of healer and begin curing any 
wounded comrades, thus soving the 
party from the lack of o healer. 


‘USINGYOURTWO-HOUR ABILITY, 


The Red Mage two-hour ability, Chainspell, eliminates the casting time between 
spells. Like most other two-hour abilities, it is designed to be used when things aren't 
going well. This ability enables your character to focus large amounts of elemental 
damage on a target to kill it as quickly as possible. Additionally, if your party is in 
trouble, pull out the Cure spells to save the day, 


HEGUIPRING STEMS 5325S SSS es Se 


Spending gil is a tough decision because Red Mages fulfill so many roles; expenses 
can add up rather quickly and gil is fintte. The one thing that you should remember 
is that as a mage, your character's spells are crucial. Buy the spells first and everything 


else next, 


Armor is more important to Red Mages than any other mage job. Because a Red 
Mage spends time engaged in direct physical battle, keep your character's armor 
upgraded as much as possible. You should wear the strongest armor that you can 
afford. In addition, find armor with bonuses to elemental damage or, even better, 
Intelligence and Mind. At the higher levels, you spend less time engaged in melee 
combat, but Red Mages don't get the heaviest armor, so they can't be as defensive as 
a Warrior. Because it kind of balances out, Red Mages can't afford to neglect their 
armor or move into the robes and tunics favored by other casters. 


There is a great variety in the weapons that Red Mages can use, but the upshot is 
that you must decide between spellcasting and melee damage. As a mage, you can 
choose between clubs (which include wands) and staves. You can use a general club, 
but most of them don't have any bonuses to attributes or elemental damage. It's best 
to focus on wands. The majority of them have bonuses to Intelligence and Mind, 
and some of them add elemental damage. As far as staves are concerned, they are 
two-handed weapons that prevent you from using a shield—a definite disadvantage. 


If you're spending most of your time as a melee fighter, then look at swords and dag- 
gers. Because Red Mages can't use the heaviest swords in the game, you can use a 
shield that adds bonuses to defense. On the whole, daggers inflict less damage per 
hit, bur allow the user to attack faster, while swords cause more damage per hit and 
are slower to wield, 


RED MAGE AS A MAIN JOB BeyE Fe 

Being a Red Mage gets you the most benefits of the job. Only high-level Red Mages 
get the Red Mage-only spells, like Haste and Refresh. Because they aren't specialized 
into a given role like the other mages, Red Mages have a wide range of spells. In addi- 
tion, their Job Abilities are nice for all casters. Unlike the other mage jobs, it is pos- 
sible for them to be effective fighters, although they need an added boost to Hit 


Points and melee damage. 


RED MAGE/BLACK MAGE 


This combination is for those who love casting destructive magic, The Black Mage 
support job provides additional Magic Points and damage, and you get a few more 
elemental spells, like Drain and Rasp. 


RED MAGE/WHITE MAGE 


This combination is for those who like being healers. This job also adds to a Red 
Mage’s use of enhancing and enfeebling magics, as you can remove most status effects 
from the party (particularly poison). A Red Mage/ White Mage also gets addition- 
al Magic Points, more resistance against magical attacks, and some bonuses to MP 
and HP regeneration while resting. 


RED MAGE /SUMMONER 


Red Mage/Summoners get all the fun of casting a wide range of spells along with 
the ability to summon a magical being to protect and work with them. The summons 
can gain in level, cast various spells, and attack monsters for or with your character. 
In addition, the Summoner support job contributes a boost to maximum Magic 
Points and some Magic Point regeneration. It's important to note, however, that 
summoning is a very Magic Point-intensive process, so ration it carefully. 


RED MAGE/WARRIOR 


By nature, Red Mages have low Hit Points so a Warrior support job helps, but it can't 
turn a Red Mage into a heavy tank. Instead, a Red Mage/ Warrior becomes a caster 
with more survivability at the cost of magical ability. When soloing, this may be a 
good choice, but avoid this combination in parties. The benefits do not justify what 
you have the potential of gaining in another support job. 


-RED MAGE AS A SUPPORT JOB 


The problem with Red Mage as a support job is the very thing that makes it won- 
derful as a main job: Red Mages are flexible and not focused into one specific role. 
Because of this, Red Mage as a support job doesn't contribute as much to many jobs 
as a more specialized job would. 


SUMMONER/RED MAGE 


Instead of focusing on destructive or curative magic, Summoners use their mystical 
abilities to summon magical beings. Because of this, they can gain from the wide range 
of spells that Red Mages have available to them. A Summoner/Red Mage gets a boost 
to magical abilities and additional Magic Points. They can also send their semmoned 
creture out to fight for them as they sit back and use elemental and healing spells. 


BARD/RED MAGE 


Bards are a support job that gives various boosts and resistances to the party, and 
don't require Magic Points, While adding a Red Mage support job won't provide a 
lot of magical benefit to a Bard, they do gain a range of low-level direct-damage and 
healing spells together with some different enhancing and enfeebling spells. 


Here is a standard lineup of Red Mage macros. Note thar there are macros geared 


toward melee and magical abilities. 


/say Do you like fire? I do. 
/ma “Enfire" <me> 


/assist “Name of Primary Tank" 


| /party My TP=<tp> 


/party Starting Chain in 3 Seconds! 
/wait 3 
/party <call> 
/party Using Flat Blade! 
/ws “Flat Blade" <t> 
, STEALTH 
/party Stealthing <t> 
/ma "Sneak" <t> 
/wait 4 
/ma "Invisible" <t> 


/party Using Weapon Skill! 
/ws “Name of Weapon Skill" <t> 


/automove = 


/party Reducing <t> evasion with Gravity 
/ma "Gravity" <t> = 


/party I'm feeling a bit prickly, cas 
/ma “Blaze Spikes" <me> 


/party My MP = <mpp>. Consider this 
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Thieves are melee fighters that use speed 
and flexibility to penetrate an enemy's 
defense, then nimbly dart away before 
the retaliatory enemy attack. The com- 
bined damage from their quick strikes 
ultimately brings down their target, 

i While their strong evasion and dodging 

) skills serves to keep them out of reach 

from physical attacks. In addition, Thieves 

have the ability to steal from their opponents, 
allowing them to gain gil and items from the mon- 


sters they attack. 


THIEF STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN 


TARUTARU = =MITHRA GALKA 


JOB TRAITS 
TRAIT 


Gilfinder 
Evasion Bonus 


LEVEL 
5 | Multiples amount of gil enemies drop. 

Improves evasion against physical attacks. 

Increases chance of getting treasure, 

Gives you a slight resistance against weight. 


HELP MESSAGE 


Treasure Hunter 
Resist Gravity 
Evasion Bonus 
Resist Gravity 
Treasure Hunter 


Improves Evasion Bonus trait. 
Improves Resist Gravity trait. 
Improves Treasure Hunter trait. 
Improves Evasion Bonus trait. 
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Evasion Bonus 


Triple Attack May triple your attacks. 
Resist Gravity Improves Resist Gravity trait. 
Evasion Bonus 7 Improves Evasion Bonus trait, 


Resist Gravity 7 Improves Resist Gravity trait. 


JOB ABILITIES 

ABILITY LEV INTERVAL DURATION TARGET 
Pefed Dodge __—|_1_| 20000 | caoso_| 

Steal | 5 | 0:05:00 | tnstont | Monster 
Sneak Attack | 15 | 00100 | 

Flee 0:05: : 

Trick Attack ES 0:01:00 ete 

Mug | 35 | 0:05:00 | Instant 

ide [45 | 05.00 | riche 


THE LIFE OF THIEF 


Thieves are people of great skill ond subtlety. They learn when to stalk, when to pounce, ond when 
to whisper back into the shadows. By waiting until o monster is looking ot someone else, we can 
jump our target and strike with great powerful attacks, and we can then sneak away before the 
Monster even peers in our direction. 


No one else has the ability to find the treasure and money that we con. With our powers, we can 
sniff out where all the good stuff is and acquire it for our own. Stealing items, moking money, and 
finding treasure (and using sneoky trick attacks against monsters); that’s the life of o thief! 


THIEF RACE CHOICES 


Thieves are able to deal a great amount of damage when enemies forget what they are 

going up against. Because of this, Thieves like to have Strength and Dexterity. Yet, sur- 

vival instincts ask for plenty of Agility as well, becouse few Thieves ore interested in taking 
too many attacks from an angry horde of Goblins! 


Galka Thieves may not be very discrete, but they do o lot of damage with o Viper Bite. Players 
who want to use Thief as a support job later on (perhaps os a Samurai) are certainly able to 
use Galko in this amusing role! 


Elvoon ore slower thon the other races, 
but they have the Strength ond Hit 
Points to shore up the Thief’s naturol 
weaknesses. 


Mithra Thieves ore brilliant because of 
their bonuses to Dexterity and Agility. 
Players pursuing the Ranger extra job 
will be in heaven with the Mithra 
because they work so well in both jobs! 


Hume Thieves make superb floaters for 
anyone who wants to grab several 
major jobs over the span of their play- 
time. The mixed attributes will give 
them a chance to try Ninja, Thief, 
Ranger, and Somurai without having 
any problems no matter where they 
tum. Indeed, having all of these gives 
people a chance to join almost any 
group at ony time simply by finding 
out what is needed! 


Tarutaru Thieves are unexpected. They have the Agility to stay away from trouble, ond that 
opens the door to future ranged combat for those who are interested. 


HELP MESSAGE 


Allows you to dodge all melee attacks. 
Steals items from an enemy. 


Allows your next melee attack to deal extra damage when striking an enemy from behind. 


Allows your next attack to deal extra damage when striking an enemy from behind 
party member. 


Steals gil from an enemy. 


05:00 | 0:00:30 Increases movement speed for the duration of the effec. 


Allows you to evade enemies by hiding. 


PLAYING AS A THIEF 

Thieves are one of the easier jobs to 
learn how to play, because the tech- 
niques are very basic. Instead of being 
a party's protector or attempting to 
fense, all a Thief 


has to worry about Is positioning ina 


balance magic with de 


battle to do the most damage or steal 
the most stuff. This ease of use is a 
great asset for players who are looking 


for a simpler style of play. 


This doesn't mean that there is no skill involved in thievery. In essence, the beauty of 


being a Thief rests in enjoying the lov ely dance of combat. While you may not blow 
through monsters with a single Swipe of your sword, your fast, quick attacks will 
eak Attack” and 


cause substantial ctumulative damage by using skills such as “Sr 


“Trick Attack”, 


HOW TO SOLO 


Thieves often start out as loners to 
some extent. Many of the early groups 


see them as light tanks who can't add 


the other jobs. Yet, at level 15, Thieves 
begin gaining abilities that other char- 
acters desire. With Treasure Hunter 
and Sneak Attack coming into play, 
Thieves can do more damage (with 
allies assisting them) and bring more 


loot into the party coffers. 


HOW LONG TO SOLO 


You will probably fight alone during the first 10-13 levels of your career. 


YUMMY TARGETS 


As a melee character, a Thief is best suited for slaying ranged and magical enemies 
during a solo period. These enemies have few Hit Points and a moderate defense, so 
it's easier to stay close. Monsters like worms, Goblin and Ore casters are common 


prey for Thieves. 


MONSTERS BEST AVOIDED 


Monsters that attack with Poison aren't good targets. Thieves have low Hit Points for 
direct melee fighters, and poison can really cut into them. If you decide to fight poi- 


' 
SOnOUS Monsters, invest in a supply of antidotes. 


Monsters that attack with spells that lower evasion and damage are also very dan- 
gerous, Since a Thief relies on evasion to dodge monster attacks, monsters have a far 
grearer chance of winning the fight. Thieves simply cannot withstand a strong, con- 


certed offensive attack. That just isn't their style of fighting. 


By the same token, each strike a Thief makes against a monster must be as effective 
as possible. The damage a Thief causes per strike isn't very high and a few points less 


pet attack can really make a difference. 


STAY ALERT FOR LINKING AND AGGRESSIVE MONSTERS 


Thieves should start battles on their own terms. If you are outnumbered by your foes 
or are ambushed, then it’s very easy for a fight to go poorly. Try to hunt in areas where 
there are large numbers ot passive monsters of the right level, and study the monster 


tables to determine which ones have the capacity to link, Be alert tor anything that may 


try to jump your character; asa Thief, you need to be the aggressor, not the victim. 


YOUR TWO-HOUR ABILITY 


A Thief’s two-hour ability ts called Perfect Dodge. The best time to use this ability 
is when you and your opponent are pretty beaten up, but the monster has the edge 
and has the best chance of winning the fight. At this point, simply use Perfect Dodge 
and know that a monster's attack will miss while your character's strikes will contin- 


ue CO wear It down, 


nearly as much toa group as some of 


Perfect Dodge only lasts for 30 seconds, so make everything count. You don't want 
to use up something that takes two hours to recharge if you know that you won't sur- 


vive an encounter. 


SNEAK ATTACK AND TRICK ATTACK 


Sneak Attack is explained later in this section, since it is often used in conjunction 
with weapon skills, Quickly, this ability is launched from the rear of the creature and 
causes the next attack to do massive damage. Trick Attack has more subtlety and can 
do some nifty things, Because Trick Attack places the enmity from the following 
move onto a person standing in front of the Thief, it is useful to get behind a tank 
and help consolidate aggro on thar tank. Used in tandem with Sneak Attack and a 
weapon skill, a Thief can dramatically help a Warrior or Paladin in keeping enmity 


consolidated. 


WEAPON SKILLS 


Once you reach level 10 in any weapon, 
create a macro and start using your 
character's Weapon Skills frequently. 
Each time your character's TP gets 
above 100%, use the skill to really 
inflict some damage. This causes that 
weapon skill to rise even faster, because 
you are using these attacks more often. 
This method is more effective, In gen- 
eral for building up your weapon skill, as opposed to building up extra TP for a 


single attack that is only a bit more effective. 


Weapon skills can be used in conjunc- 
tion with sneak attack to do extra dam- 
age. Prepare a sneak attack when your 
thief's TP gauge is high, then observe 
the dramatic increase in damage when 
the weapon skill 1s used. Beyond thar, 
this can be used in a skillchain attack 
thar will do ludicrous damage to the 
creature struck. Thieves are often placed 


at the end of skillchain combos so that they can use sneak attack in this fashion! 


BEING IN A PARTY 


Things are much safer and more relaxing in a party setting. With others to help them, 


a Thief can take on tougher and stronger targets. In return, they provide several use- 


ful services for the group. 


Thieves make wonderful pullers for a party, especially if they use a ranged weapon. 
With their fast, light attacks, they can get a monster's attention without building up 


strong agero, T his makes tt easy for another fighter to draw the monster away from 


the Thief once {tis within the group's range. After level 5, they can use their Active 
Ability Flee to leave the monster behind them In the dust until the entire party can 


Swarm the hapless beast. 


In the midst of battle, though, the major role of a Thief is to be a solid support 


fighter. While their little strikes can add up over time, the real pleasure for a Thief 


comes from the advantage of positioning. With the monster having multiple targets, 
a Thief can creep behind it and lay into it with Sneak and Trick Attacks, These abil- 
tes have the capacity to do more damage than a Thief 's regular attacks, and are very 


satisfying to unleash, 
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monster are wonderful for 
Thieves. The best time to steal occurs 
when the monster focuses on other 
party members, Many monsters have 
items on them. Throw in on attempt 
while the monster is otherwise occu- 
pied ond pocket your reward. You 
don’t have to share, and the monster 
won't need it ofter the fight. 


AVOIDING AGGRO 


Because Thieves are a bit light in the Hit Point department, they aren't designed to 


face a dedicated barrage of monster attacks. It's much better to have a stronger melee 


ssion. Because of this, don’t start a battle with 


fighter to face concerted monster ag 


melee attack and wait until the mon- 


your character's strongest attacks. Use a regula 


ster is fully engaged by another party member. When this occurs, you can really start 


or 
to lay the hurt on a monster. 


HOW TO GET AGGRO AND WHY YOU WOULD WANT IT | 


There ore specific times when getting aggro is desirable. If you're serving as the pri- 
mary tank, then you will have fo secure aggro from the rest of the porty. Or, you may 
nofice the monster start to attack a White Mage. In those instonces, you need fo have the 
ability fo couse enough damage to the monster to get it to notice you. Try to focus Sneok and 
Thick Attacks on the monster; if you have ot least 100% TP. then use a weapon skill to hit it 
for more damage. 


IS IT DIFFICULT TO FIND A PARTY AS A THIEF? 


Some Thieves do find it hard to find a group because they aren't usually large and 


brutish and they don't usually wield heavy weapons. However, Thieves can unleash 
substantial damage against enemies and, at higher levels, they are some of the most 


powerful fighters in the game. 
The follow Ing are some techniques designed to help you find parties 


Know your limits and abilities. You want to be respected for knowing what you can 


do and how to handle yourself. 


Understand the region around you. Knowledge ts a powerful tool. If you know where 


and what to hunt In an area, then you are a clear v alue to the party. 


Dont be afraid to approach people about grouping. Having a “Seek Party” tag up ts 
nice, but if there ts a personal connection and a clear desire behind it, then people 
will be more willing to give you a chance, When you are interacting with a porenual 


group, be respectful and generous with them; there is no sense in antagonizing poten- 


tial allies, 


Try to make friends w ith as many people as possible. Social contacts are the best way 
to find parties, and it's more enjoyable to group with friends anyway. When you meet 


people, try to be outgoing and nice; in a group, be easygoing and pleasant, 


Dont be afraid to start your own group. If there are other people around you who 


are by themsely es, ask them if they would like to join. 


EQUIPPING ITEMS 


Armor ts the easy part. Get the best armor possible. Thieves can't wear the heaviest 
armor in the game, bur you will want the best defense available. If the stores don’t 


have what you want, try asking the crafters. 


In terms of weapons, there is a wide range available for Thieves. The variety shows 


how flexible Thieves can be. Some of the most interesting choices have greater appeal 


for Thieves looking to specialize in a weapon that their support job will use. 
A Dag 
er weapons, and there are many available with added ele 
da 


them fairly deadly. At high levels, daggers have very powerful Weapon Abilities too. 


er is certainly a solid choice. I hey have a low delay time compared with larg- 


“ntal damage. Althe yugh 


ul, che number of attacks that Thieves get makes 


rs are not particularly powe 


There is also a Weapon Ability designed to bind an enemy that only Thieves can 


acquire. 


Hand-to-h and we apons such as claws and knuckles) are also good choices, espe- 
cially tor Thief/ Monks The se we apons have a very low delay time berween attacks, 
so it’s possible to make two attacks at once. Thus, you can use the high speed and 
accuracy of a Thief to your advantage by multiple attacks with few misses. The more 
times you 


2 monster, the faster your character's TP rises and hand-to-hand 


nasty W 


1} 
weapons have ve son Abilities 


For those looking to concentrate more on strong physical damage, swords are the way 


to go. Although swords don't play up to a Thief’s strengths, there are sull a number 
of them with added elemental damages. ( hoose a sword if youre interested ina 


Warrior or Ninja support job 


Ranged weapons are a must if you plan to spend any length of time soloing, 


you really like to play the role of puller fora party. hieves lack the ability to direct- 


ly draw a target tc them, so haying a k ge weapon to draw out a monster is 


essential. 


All in all, don't be afraid to play with all of the weapons available to you and decide 
the ones that you have the most fun with, FINAL FANTASY XJ is designed so that 
you can have a wide range of skills available to you, and you arent limited to pick- 
ing just one. Choose the weapon that you enjoy and makes sense for the roles you 


like to play and any support job you are interested in. 


THIEF AS A MAIN JOB 


As a main job, Thief has a lot to offer. You get all the benefits of full evasion and 
dodging abilities and you can use a wide range of weapons. At the higher levels, no 
other job has more attacks or damage potential, Support jobs that play up to these 


strengths have the capacity to add even more enjoyment—and damage. 


THIEF /WARRIOR 


For those who like the melee action, consider taking a Warrior support job. As part 


Warrior, Thieves can gain added survivability and also get additional attacks, 


THIEF /MONK 
As a Thief/Monk, a character gains 


a Monk/ Thief 's hand-to-hand skills he 


additional Hit Points and vitality. In addition, 


ea great deal of overlap, because they both 


concentrate on dealing small amounts of damage in quick increments. However, at 
the higher levels, Thief/Monks can be difficult to play as because you don't gain 


much in the armor department. 


THIEF /NINJA 


Ninja rely on their agility and eyasion abilities, just like Thieves, so it's a natural com- 
bination. Plus, Ninja have an ability at level 10 that allows a character to dual-wield. 
Using two daggers can make a Thief very nasty indeed, especially if your character's 


daggers have elemental damages. 


THIEF /RANGER 


If you want to specialize in being a puller and you enjoy using ranged weapons, then 
a Thief/Ranger is a possibility. Rangers are the only job that get Bow and Gun 
Weapon Skills, so to get the most out of ranged weapons this is a must. The high 


agility needed to be a good Thief and a Ranger also compliments the two jobs, 


THIEF AS A SUPPORT JOB 


As a support job, most jobs use a Thief as a means to gain some quick cash. Because 
Thieves have low Hit Points and wear lighter armor, it isn't as beneficial to strong 
melee fighters. The lack of magical ability doesn't make it desirable for magic users, 
either. However, Thief skills can give a boost to jobs that rely on their evasion and 


agility skills. 


NINJA/THIEF 


Because Thieves have strong agility, these jobs naturally work well together and Ninja 
benefit from having Sneak Attack and Trick Attack. You must play a very mobile 
Ninja to make this duo work at its finest, bur ar mid and higher levels the 
Ninja/Thief can be very successful. Because of this combination’s speed, abili 


RANGER / THIEF 


Rangers can pull off some damage at range, and having some boost to their evasion 
abilities is beneficial. In parties, they can maneuver themselves around the target and 
take advantage of an enemy through Sneak Attack. However, the real joy comes in 
pulling, As a Ranger/T hief, your character can easily fire at a target and hit Flee to 


lead the monster to the group. 


/¥ Lacros 


Here is a lineup of standard Thief Macro choices. 


PULLING : 
/point <t> 
/party I'm going to grab <t> for a fight 


/wait 1 

fattack <t> 4 
Incoming z 
/party Incoming <t>, We are under attack i 
ASSIST rt el 


/assist “Name of Primary Tank" 
SNEAK AND TRICK ATTACK 
/party Hiding behind <p2>, Readying Sneak/Trick Attack 
/ja "Sneak Attack" <t> ay 
/wait 1 

/ja "Trick Attack" <t> 

/wait 1 

/ws "Viper Bite" <t> 

THEFT 
| /ja "Steal" <t> or /ja "Mug" <t> 
TP REPORT 
| /party My TP=<tp> 
SKILLCHAIN 

/party Using Weapon Skill 

/ws “Viper Bite" <t> 
RUN 
| /automove 
EVACUATE 

/party Battle is turning the wrong way, see ya later 
/ja "Flee" <me> 

TWO-HOUR! 
/ja “Perfect Dodge" <me> 
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Nothing promotes the image of a 
defender like the noble Paladin. This is 
a job for those who want to take defen- 
sive Warriors to the next level, With the 
Same heavy armor, this job adds White 
Magic and many abilities that are 

geared towards keeping this character 

alive under heavy assault. Often taken with 

Warrior as a support job, Paladins become 

the ultimate tanks with the ability to grab aggro 


a eo and save parties from suffering considerable pain. 


tr) PALADIN RACE CHOICES 
Wize  Polacins eat damage for breakfast, so they enjoy having their Vitolity, Hit Points, and 


some Agility when possible (though avoiding hits is never easy). On top of that, sneak- 
ing in a few Cures con make or break o battle, so a decent Magic Point count should be con- 
sidered too! 


Galka Paladins have few detractors because of their ludicrous ability to take punishment and 
come through without permonent injury. The Hit Points and Vitolity of this roce ensure a 
Poladin’s well being, and these olso make life easier for the healers in the party, who prefer 
that anyone holding aggro toke as little damage as possible. 


Elvaon, too, are able to take the hits 
and keep dishing them out in return. 
With a bit more Strength, these 
Paladins con hold a monster a bit more 
easily than the Galko. Limited only by 
their Magic Point supply, the Elvaan 
Paladins ore splendid in almost every 
situation. 


Mithro Palodins con dodge more 
attacks and have more magic to use, 
thus keeping just o bit more in reserve 
for those fights that get out of hand. 
Deoling somewhat less damage per 
hit, these Paladins only need to make 
sure they don’t lose the monster to 
one of the group's casters (a quick 
Cure I! con help with that). 


Hume Polodins toke damoge foster than those with higher Vitality, but they have more magic 
to Cure with, ond the right equipment con do much to compensate for that in the first place. 


Torutaru Paladins look great on the front line. tt is surprisingly easy to maintain o monster's 
attention because of the Magic Point supply and frequent Cure spells; this is often a good 
thing, but be sure to keep armor up-to-date at all costs. 


JOB ABILITIES 
ABILITY LEV 


Sentinel 


‘Gwe a) 
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Rampart 


INTERVAL DURATION TARGET 


PALADIN STARTING ATTRIBUTES 


ATTRIBUTE HUME ELVAAN TARUTARU MITHRA — GALKA 


JOB TRAITS 
TRAIT LEVEL 


HELP MESSAGE 


= Bonus Ea Improves Defense = trait. 


weiaie ra ae eorees a luna trait. 


ees 
= Bonus ali Defense = trait. 
‘Resist Sleep _| 75 | Improves Resist Seep trait, 


WHITE MAGIC, HEAVY ARMOR, AND DEDICATION! 


Wenn del 4 ioeh ok cunsbod Gopede: tee who tats ons coast tates oe patel by 
‘a.common bond. Yet; itis the Paladins who are able to heal the injured, protect the weak, ond pun 
ish misdeeds thoughout the lnd. 


Just as Warriors do, the Paladins con bear 0 
monster's fury without suffering as badly as 
many others. With heavy armor, o high vital 
ity, ond the healing magic to extend a fight, 
Paladins con survive where others could hard- 
ly dore to tread. 


Soving White Mages from the attention of 
monsters is a useful and important aspect of 
this order. By healing ond fighting ot the 
same time, it is possible to distract beasts from the even greater threat of lasting magic from those 
who stand at the back of the party.Vona’ diel is o place of constant struggle. Those who take arms 
against the darkness are not always equipped to bring life into the world in its stead. It is the order 
of Paladins who shoulder that burden. We are the ones who defend the innocent, heal the weak, 
and take umbrage at any deed that is impure. 


If you want to be a Paladin, you must accept that our lives are given to another. Should the time 
come, we must be ready to sacrifice ourselves so that others will live in freedom and joy. When o 
monster attacks, our duty is to bear the brunt of its fury. Just as Warriors, others will expect this of 
us ond we con give no less. 


And, should anyone need healing, we must be there. We respect the order of White Mages, for they 
heal others without regard for their own sofety. But it is we who must arrive to heal the healer and 
save them from the dangers they face. So shall it be until the end of our days. 


HELP MESSAGE 


| 62 | 0:05:00 x 00:30 PT Members wii area E effect bale ais of say meters wii area of effec. 


PALADIN SPELL LIST 
NAME LEVEL ELEMENT 


RANGE TYPE MAGICSKILL MP 


TIME TO CAST 


TIME TO RECAST HELP MESSAGE 


ce | 5 | tot | tone witomanc | ting | | 200 | 500 | Ress tpt 


Banish 

Pred | 10 | tight | 

Cu Me 
shel_| 70 | ight | 

Cure Ill za ee 

Protect | 30 | tight _| 

Banish Il | 34] tight | 
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PALADIN EXTRA JOB QUEST 
LOCATION: Southern San d’Oria 

CLIENT: Balasiel 

REQUIREMENTS: Must be at least level 30 


ITEM(S) NEEDED: Revival Tree Root, Stalactite Dew, Book of Tasks, Book of the East, Book of the 
West, Knight's Soul 


REWARD: Spatha, Squire Certificate, Kite Shield, ability to become o Paladin 


To become a Paladin, you must complete three quests for Balasiel. You must start by 


getting the quests from Balasiel around level 10, but you can only change your char- 
acter's job to Paladin after the third quest has been completed, Note that Balasiel 


wont give you that one unless you are at least level 30! 


Upon meeting Balasiel, he asks if you want some training. By answering yes, he sends 
you to retrieve a specific item for him—a revival tree root. This root can be obtained 
from lots of undead enemies (for example, from Spook in King Ranperre’s Tomb; 
found floating around the Tombstone). After giving the root to Balasiel, he gives you 


a Spatha, 


The second task is to go to the waterfalls in Ordelle’s Caves and bring back some- 
thing to prove that you were there. Two people help you determine what you need to 
accomplish this; Chanpau suggests that you bring back some stalactite dew, and 
Morjean (at the Cathedral) tells you how to obtain some. First, go to area F-6 of La 
Theine Plateau and enter the Ordelle’s Caves through the crack. Travel through the 
caves until you reach the waterfalls (area G-7). 
sparkling water; check this area over carefully (you will see an unidentified spot when 
you're successful), In the middle of G-7 is a cave formation. When you check this 
area (look for the unidentified mark), you will obtain the stalactite dew. Return to 
Balasiel with the item to obtain a Squire Certificate, a sign that you are on your way 


to becoming a Paladin! 


The final task involves solying several riddles from ancient books of knightly learn- 
ing. Balasiel first reads from the Book of Tasks; the meaning behind the passage is 
for you to ask the guards on the second floor of the guardpost in Victory Square for 
more information. When you speak with the first guard, Cahaurme, you receive the 
Book of the East and the second guard, Baurise, gives you the Book of the West. 
These additional sources tell you that you must retrieve something from Davoi and 
give it to Balasiel. In area E-10 of Davoi, there is a Disused Well. If you check the 
well, you find a Knight's Soul inside it. When you return to Balasiel with the item, 


he gives you a kite shield and you are knighted. You can now become a Paladin. 


~~ 


On the east side is a small pool of 


| 7 | tight | None | white Magic | tive | 18 | 400 | 000 
| None | ite Magic | Enhancing | 9 | 1.00 | 5.00 haces ger dese 


Deals light elemental damage to an enemy. 


Restores target's HP. 
Enhances target's magic defense. 
Restores target's HP. 
Enhances target's defense. 

Deals light elemental damage to an enemy. 
Enhances target's magic defense. 

Enhances target's defense. 
Restores target's HP. 

Deals light elemental damage to an enemy. 
Enhances target's magic defense. 

Enhances target's defense. 
Revives target from KO. 


PLAYING AS A PALADIN 


Paladins are mostly played as defensive 
Warriors. The primary goal is to create a 
character with great armor and equipment, 
then outlast any enemies in a fight. You 
wont cause lots of damage, but neither will 
the monsters that you go against, Certainly, 
this lends Paladins toward party fighting 


instead of solo work, which 1s very slow. 


One of the biggest changes from the traditional defensive fighter is the use of White 
Magic, Paladins get a nice dose of healing spells, which is nice whether you're going 
solo or in a group. When solo, you can heal between enemy hits if the battle is very 
close, or heal afterward to avoid risking interruption or losing attack time. When 
grouping, use these spells to save healers or other soft targets that take damage. This 
not only helps the wounded character, but it further improves your chance of retriev- 
ing aggro. With a Warrior support job, for Provoke, it is very easy for Paladins to 


take and hold monster attention throughout these skirmishes. 


WHY PEOPLE LOVE PALADINS 
They ore useful os backup healers. 


Paladins can distract monsters and cover softer allies. 
With o higher defense, Paladins don’t need as many heals from the groups healers. 


Paladins con engage early in battles without being in greater danger. 


HOW LONG TO SOLO 


Not yery long! Paladins still suffer 
from slow battles compared to Monks, 
Dragoons, Ninja, and many other 
melee jobs with more offensive poten- 
tial. Besides that, Paladins thrive in a 
group environment; players want [oO 
have them nearby, Try soloing around 
level 10 and find a good party as soon 


as possible. 
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YUMMY TARGETS 


All targets are fairly easy prey for a Paladin. Always try to find monsters with low 
defense or Hit Points, but be confident that your character can survive with the 
proper application of healing and downtime. Downtime is the only problem when 
it comes to using Paladins on their own; the fights are long and a difficult encounter 


will have you down for some time afterward, 


MONSTERS TO AVOID 


Beyond the fear of high-level monsters, 


ially 


there are few targets that are ¢ 


dangerous. You can heal, resist damage, 
and interrupt casters. Enemies with 
magic are a tad more dangerous, since a 
Paladin’s abilities are geared to resist 
physical damage the most. But, a 
Paladin’s Hit Points and combat style 
should reduce the risk of most 


encounters. 


YOUR TWO-HOUR ABILITY 
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Invincibility has several purposes. Obviously, it protects your character from physi- 


cal harm like few others. In a pinch, you can use Invincibility to negate lots of dam- 


age while going after opponents with magic, 

However, a more interesting note is the secondary effect of Invincibility. This power 
causes monsters to despise you, even if you aren't causing a lot of damage on your 
own. When a group is in trouble and your party risks losing one of its members, this 
pulls the attention off other Warriors or party members and places it back on your 
character, Plus, healers and nukers will need that freedom to start spamming their 


spells while restoring the balance of the fight. 


WEAPON SKILLS 


Paladins have many weapons from which to choose, although they excel with 


ious 
blades. Even though it may be tempting to grab great swords, it's wise to consider a 
sword and shield combo instead. Paladins who want to go all the way toward defense 
will appreciate the shield for its added protection. Plus, the steady damage of a one- 
handed sword is a tad better for Elvaan and Galka. Aggro-wise, it’s a lor easier to 


Keep a monst 


wait a long time for a heavy blow. 


"1 } 1 
attention when you can hit once for light damage than having to 


The skills vary with weapon choice, but Paladins will most often use their powers to 
assist in skillchains that other members initiate. Save TP for those instances to ensure 


effective chains. 


BEING IN A PARTY 


It isn't hard to find a party as a Paladin. 
t 

People love to have a Paladin at the 

head of a group. In higher-level 

groups, it is common to see Paladins in 


almost every party. 


Because this job leans toward leader- 


ship, you may want to create parties of 


your own before long. This takes 
charisma, intelligence, and a strong feel for the game. Paladin/ Warriors can be 
pullers, they are a needed job, and it’s easy to make friends when you heal and tank 


to save others. 


HOW CAN | INFLICT VICIOUS DAMAGE? 


Although a great sword and some Warrior support job abilities will help, Paladins 
wont cause enough damage to satisfy the bloodthirsty types. If you're looking for a 
deadly melee character, go for a Dark Knight instead. If you want to cause melee dam- 
age and heal a little, try a combo like Monk/White Mage or even Dark 
Knight/ White Mage. However, 


wonderfully, and heals. At some point, you have to decide what is most important. 


it's difficult to find a job that does high damage, tanks 


| CAN FIGHT UNDEAD! 


Except when specific quests or mussions require engagements against the undead, par- 


ties for the most part steer 


lear of undead monsters. Gaining levels from these pow- 
erful, resistant monsters is difficule for most characters. With enough white magic in 
the party, some of these beasts can be taken down safely but t sull costs a lot of 


mana, 


The main thing about a Paladin’s abilities versus undead is that they negate the level 


discrepancy that otherwise exists between undead and normal monsters. 


It's easy to say what gets purchased first and what to upgrade: Go for the armor! 


With Paladins, you will group carly and often, so damage isa secondary matter. 
Players may expect your character to take hits, so having the best armor for any given 
level 1s paramount, Go for the large armor pieces (chest and legs \ shields, small 
pieces, and the more expensive peripheral items. With a very high defense, even solo- 


ing wont be too difficult. 


Great swords are an option for dexterous Paladins. These weapons will cause decent 
damage if your character's accuracy is high enough to make it work. Otherwise, use 


a sword and shield combination to stay safe. 


JPMADIN ASA MABE OR Sess iois o Re 

Paladin can be a wonderful choice as either a main job or a support job. Either way, 
this job provides defensive bonuses and a weapon selection that complements 
Warriors perfectly. The downside is chat it is almost directly tied into the Wartior 
job, making it the simplest and most widely used choice. You can be a 
Warrior/Paladin or a Paladin/ Warrior! There are other options, however, and they 
are intended to give players a few good ideas about other ways to play this interest- 


ing job, 


PALADIN / WARRIOR 


This ts likely the most common Paladin combination. Many people go directly for 
this duo by leveling their Warrior up to level 30 and switching to Paladin for a clean 
path to level SO and beyond. Defender, Provoke, and Double Attacks are all avail- 
able with Warrior as a support job, and each of them have their place in a Paladin’s 
bag of tricks. Because Warriors are effective with one- and two-handed swords alike, 


nothing is wasted during the leveling process. 


PALADIN/ WHITE MAGE 

The Paladin/ White Mage is a very skilled undead killer. With plenty of white 
magic to heal and hurt the unliving, there are many ways to eliminate these abomi- 
nations. True, nobody likes to leyel off of undead, but that is why this combination 
is so strange and interesting. You can take some of the most frightening opponents 


on directly and come out alive. 


PALADIN /DARK KNIGHT 


It sounds like a great idea at first. All the defense of a Paladin, all the power of a 
Dark Knight. The end result, however, is a Warrior without Double Attack. Truly, 
the blend of these jobs creates a middle-of-the-road character statistically. Without 


the 


rsatility of a Warrior's abilities, this Option ts difficult to use. The main reason 
it’s mentioned here is because the duo sounds so good thar players should know what 


they are getting into before taking the time to complete both quests. 


PALADIN AS A SUPPORT JOB 


Most of the extra jobs don't work well in a supporting role, but there are a few that 
shine here. Many Paladin abilities translate well into a secondary role. Someone who 
is very happy with their current melee character but wants a more defensive base 


should gives these a try. 


WARRIOR /PALADIN 


Instead of leveling a Paladin all the way into a main job, this combination can be 
used. This results in more Hit Points, a lower defense, and more aggresiveness. With 
only a trivial level of healing, this character has only enough white magic to briefly 


assist party members during critical moments. 


BEASTMATER/PALADIN 


It takes a long time to prepare this character. Beastmasters are the only fully-func- 
tional solo job in the game. With Paladin as a support job, Beastmasters have more 
resources to draw upon. The small amount of white magic will still decrease down- 
time and counter a turn of bad luck while capturing powerful monsters. The added 


defense is never a bad thing either. 


LURE (IF WARRIOR) 


/point <t> 
/party I'm going to grab <t> for a fight! 
/ja "Provoke" <t> 
/wait 1 ¢ 
/attack <t> 
CURE HEALER 
/party Curing our Healer to get aggro back 
/ma "Cure" <p3> vikiok 
/party <mpp> magic remaining < 
INCOMING : 
| /party Incoming <t>, We are under attack 
ASSIST - 
| /assist “Name of Primary Tank" 
COVER 
/party Covering! 
/ja "Cover" <st> 
/wait 1 3 
/ja "Sentinel" <me> - 
TP REPORT 
| /party My TP=<tp> . 
RUN 5 
| /automove 
TWO-HOUR! 
/party Using Invincibility to get aggro 
/ja "“Invincibility" <t> ==3 
MANA REPORT — 
| /party <mpp> of mana remaining, consider before attacking 


BASH CASTER 
/party Oh no he doesn't! 
/ja "Shield Bash" <t> 
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DARK KNIGHT STARTING ATTRIBUTES JOB TRAITS 


ATTRIBUTE 


THE CRYSTALS SHINE FOR THEE 


Offense is the key to survival; ony good fighter must realize this. We of the Dark Knights forsake the 
role of the protector and use blades and sorcery to conquer our foes. With the best of both worlds, we 
can rip and maim with words and deed alike. Nothing can stop us once our hearts are set on some- 
thing. Do you want to wield this power? If you aren't afraid to obondon the protection of o Warrior's 
training, or if the song of battle truly sings in your ears, our order is ready for a new initiate! 


Dark Knights are the fighters who SacTi- 
fice a sense of self in the pursuit of 
joining black magic and physical 
prowess. Although poorly equipped 
for taking the hits, these vicious char- 
acters tear through enemies with 
impressive speed. As long as a Warrior 

or Paladin is around to distract incoming 

monsters, a Dark Knight will eviscerate the 
is hapless monsters. Anyone who prefers to give | 
© than receive will be happy with the damage output of 


Dark Knights, 


TRAIT LEVEL HELP MESSAGE 
wwe | 0 [ayo 
Racks re | 20 | 


mie you a slight resistance against paralysis. 
Gives you an edge when fighting orcann, = 
—— Bonus | 30 | Improves Attack Bonus trait. 
Resist Paralyze | 40 _ | Improves Resist Paralyze tat 
Attack Bonus Improves Attack Bonus trait, 
Resist Porohyee | 60__| improves Rss Pray trait 
~~ a Improves Attack Bonus trait. 
Improves Resist Poralyze frat. 


HUME ELVAAN TARUTARU MITHRA GALKA 


JOB ABILITIES 

ABILITY LEV INTERVAL DURATION TARGET HELP MESSAGE 

Hoxton | 1_| zonon | omoso | sot syringe cts 

Arcane Circle | 5 | 0:05:00 | 0:03:00 | Party Members within area of effet | Grants resistance against arcana to party members within area of effect. 

iiteot [ean | oe [oh hs esi whe 

Weapon Bash | 20 | 00500 | WA] Monster Delivers on attack that con stun the target. Two-handed weapon required. 

Souler Ee ee ce 

DARK KNIGHT SPELL LIST 

NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 

soe | 5 | tath_| tne __[ kpc | tenensd | 9 | 150 | Del ah amoge on remy 

Poison | 6 | Water | None | Black Magic | Enfeebling | 5 | 1.00 | so | Poisons an enemy and gradually reduces its HP. 

Droin | 10_| Darkness | None [tack Magic | Dork | 21] 300 | 60.00 | Stoo on enemy’ HP Infect ogis undead 

Water | 11_| Water] Hone __[ Black Mogi || femeniol | 13 | 175 | ___775__|_ Deals wer damage oon enemy. 

sd Be at a Wo Bea reer 

neo [7 [Wed | ow [ecknege | cone | 2 | 200 | 90 | Onin dang ey 

a 

Bind | kee | None | Black Magic | Enfeebling | 8 | 200 | 4000 | Binds an enemy in place, immobilizing it. 

Fre nas a ae | Dear domage toon enemy. 

Poisonga ee ey | Poisons enemies within range and gradually aes 
their HP. 

Bird | 29 | ke | Hone [Block Magic | Hlemenol | 30 | 750 | 11.0 ___|_Deas ice damage to an enemy, 

Sep ee eee Pus ney ole. 

Aecbamnt 3. anes | Wie | Dork paw | aw StedlsonenemysWind = 

Tac Pe aioe oases [is Tae Drags aK ret toward you 


NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


aot | 23 | bones | tone | ace nonc | owe | 3 | 400 | 000 | tes ney Charisma 
Thunder | 35 | tghring | None | Black Mogic | femenio!_| 37_| 300 | 13.00 Deak ighning damage toon enemy 
Absorb | 35 | Darkness | Hone | Black Magic | Dork __| 33 | 400] 60.00 Soon enemy’ Vii. 
sun | 37_|tighring_| None | Black Magic | Dork __| 25 | 050 | 45.00 Temporary prevents an enemy fom acing 
AbsorbaGl | 37 | Darkness [| Wone | Block Mogic | Dork | 33 {400 | 60.00 Seo an enemy’ Ay. 

Arb 9d | te |i] — | 2] | 400 | 60.00 | Stas an en nligenc. 


ieee ae ee 
and gradually reduces its HP. 


Absorb DEX tbe |_—toe__| Ws es |__| _ tnt Seok on enemys Dexter 
Sowell | 42 | forth {None | Black Magic | temenol | 43 | 3.25 Dedksearh damage to an enemy. 
Absorb STR Sa epibon | ae Lacie te] ee ee Soo on enemy Strength. 
Poon | 46 | Woter_| None | Block Magic | Enfeoing | 28 | 1.00 | 5.00___|_ Poon an enemy and gradual reduces ts HP 
tae 
Sea 
| 300 
eee 
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ferott__| 54 | Wind | Wone | Black Magic | fementa_| Ded wind damage toon enemy. 
Septt_| 56 | Doress_| None __| Block Magic | Enfebing_| 

Fie | 60_| Fie | None | Block Magic | lementol | 68 _| 
Bizord | | 66_| _e__| Hone __| Wack ag | temensl | 7 | 450 


8 
En 
En 
Woiect!__| 48 | Water | None | Back Magic | Clemente! | 51_| Deas water damoge fo on enemy. 
ER 
Ex 


Puts an enemy to sleep. 
Deals fire damoge to an enemy. 
Deals ice damage to an enemy. 


Thunder | 72 we | ats Deak lightning damage fo on enemy 
| DARK KNIGHT EX B QUEST 
DARK KNIGHT RACE CHOICES | cas pngarpaas 
& Dork Knights ore like Red Mages in that many of their attributes ore needed for their J | a 
| CLIENT: Gumbah 


wide variety of actions. Thus, all of the races are good at different aspects of Dark Knight 
ploy! Using Strength and Dexterity is critical for dealing damage up close with those melee 
fiends, but having enough magic to blow past elementally-weok foes is just as important. 


REQUIREMENTS: Must be at least level 30 
ITEM(S) NEEDED: Chaosbringer 


Galko Dork Knights have few Magic — , | REWARD: Choosbringer, ability to become a Dark Knight 


Points to use, so they need to pick 
their targets very carefully in that area. 


If you talk with Gumbah, you will be privy to a conversation that takes place near- 


Yet, the Galka toughness that is so 
well known that it prevents these Dark 
Knights from losing too much health 
when enemies tum to give them a 
stray hit (even the best tanks lose 
enmity from time to time). 


Flvaan Dark Knights deal some of the 
best melee strikes in the game! With 
so much Strength close ot hand, there 
is a joy in being able to hit that hard 
with each attack. 


Mithra handle all aspects of Dark 
Knight play with finesse. It tokes 
somewhat more control during a bat- 


by about a Galka who disappeared some time ago named Zeid. There is also some 
connection to a Dark Knight. Gumbah informs you to go to Palborough Mines to 
meet Zeid. In Palborough Mines, go to the third floor of the mines and get into a 
boat near area H-8. 


Upon meeting Zeid, he gives you a sword and tells you to satisfy the sword’s hunger. 
The sword must be equipped to make the deaths count. It rakes 100 kills with that 
weapon before your process is completed. This is a very weak sword and should be 
used in the safe areas outside of Bastok. After doing so, meet Zeid in Beadeaux again 
to become a Dark Knight. 


PLAYING AS A DARK KNIGHT 


First, find a good Warrior or Paladin to team with. Together, this duo will have a good 


time cutting a swath across Vana‘diel. A Dark Knight's role is to cur things in half 


while interjecting an occasional bolt of lightning. After some early soloing levels, join 


some parties with proper healers and tanks, then become the damage dealer. 


tle to use the Mithro Dork Knights (becouse they have slightly more magic and do more cast- 
ing during casual fights thon Galka ond Elvann). 


Hume Dark Knights ore fost on their feet. By getting behind their targets and slamming 
attacks home, they have no trouble either inflicting damoge up close or at ronge. With such 
0 wide selection of support jobs, the Hume can try out Black Mage, Thief, Worrior, or what- 
ever else they think might work. 


gOf IHL NO 


Torutaru Dark Knights have enough magic to act as o mini-Block Mage, and the slower rate 
of melee damage dealt results in fewer incidents of monster aggression, allowing the Tarutaru 
Dark Knight to choose their attacks. 


73 


igus yuna 


Given a properly aggressive support job, you will pass through the lower levels very 
quickly. There is no need to worry about the risk before reaching level 10, so get used 


to your new job while enjoying its deadly perks. 


é ter eaving the initial region, finc a party ana take the ieac if they require an expe- 
After leaving tt | region, find a party and take the lead if they req ; 


rienced hand. Otherwise, go with the flow and latch onto whatever they are pulling, 


YUMMY TARGETS 


Get used to hunting for casters and 
magical monsters, as they don't fare 
well against a Dark Knight's high melee 
and magical onslaughts. In addition, 
Dark Knights become better at fight- 
ing against arcane enemies over time, 
with both offensive and defensive 


bonuses being added at several levels. 


PARTY DYNAMICS 


Each party must have at least two damage dealers to keep the EXP moving properly. 


Look for groups with a healer and tank, then join while theyre taking on nukers and 
hard-hitters of other sorts. Working together, a Paladin and a Dark Knight will 


become inseparable. 


Even with Warrior as a support job, don't try to tank unless it will save the life of 
another party member. Doing so will eat your healers’ Magic Points and it just isn't 
cost effective. Hold off until aggro is settled and keep the pace of the fight in mind 


to avoid peeling a monster off your friendly tanks. 


SPENDING TIME AS A BLACK MAGE 


During your early training asa Dark Knight, it may be prudent to practice what ics 
like being a Black Mage. This experience w ith magic teaches you more about the tim- 
ing of spells, Ww hich ones to vary, and what Tanges are best for casting things. Even a 
few levels of Red Mage training doesn’t hurt. It doesn’t take long to do this, and it 


certainly doesn't place you in harm's way. 


All of this can be accomplished long before reaching Dark Knight status, Lf you are 
building a Warrior toward the quest to become a Dark Knight, level as a mage on 


occasion to get a feel for things to come! 


EQUIPPING ITEMS . SYS 


Great swords and scythes are both 
popular for Dark Knights, plus they're 
quick learners with these heavy 
weapons. Because Weapon Bash 
requires a two-handed weapon, mid- 
level Dark Knights and beyond won't 
often consider lighter weaponry. As 


always, damage dealers should upgrade 


their weapons and spells first, ignoring 
armor until all offensive lines have 


been maxed. 


| 


DARK KNIGHT AS A MAIN JOB erae Ne. 


Dark Knights are very powerful in melee, so they are improved greatly with a melee- 


centered supporting job. This often buffers the character, allowing for increased 


defense in times of need or better offense when battles go according to plan. 


DARK KNIGHT /WARRIOR 


Very few combinations hit as hard in melee as this one. Rangers still ourperform Dark 
Knights here, but they must use expensive missile weapons and ammunition. Dark 
Knights are lower in maintenance, and it's enjoyable to play as one. With Warrior 


subbed, Berserk is used to boost damage while Paladins and full Warriors grab aggro. 


DARK KNIGHT /SAMURAI 


Dark Knight/Samurai do not haye as much room for error compared to a Dark 
Knight/ Warrior. Instead of causing heavier melee damage during normal attacks, 
this duo piles the damage into larger waves. By using more special attacks, this Dark 
Knight can inflict stunning amounts of damage over a short period. Without a 
Warrior's defensive background, this Dark Knight is even less capable of surviving 


aggro, but it’s acceptable if you want a higher offense. 


DARK KNIGHT AS A SUPPORT JOB Naa, Cee aS 


s, Dark Knight is a better main job than ir is a supporting role. Though 


In most cas: 
the increased melee damage from passive skills is nice, your character won't gain the 
Hit Points or versatile powers of a Warrior. Also, as a supporting job of a non-mag- 
ical job, Dark Knights can't bring more than a light spread of Magic Points into a 


character's pool. 


INCOMING 
| /party Incoming <t>, We are under attack 
ASSIST 
| /assist "Name of Primary Tank" 
TP REPORT 
| /party My TP=<tp> 
MP REPORT 
| /party My Magic=<mpp> 
RUN 
| /automove 
_ AGGRO 
/party <t> is on top of me; the pain is gloriou 
/party <hpp> Hit Points remaining 
_ TWO-HOUR 
/party (Using 2-HR): I will take their life as 
/ja “Blood Weapon" 
ARCANE CIRCLE 
/party Gather near, using Arcane Circle in 3 se 
/wait 3 
/ja “Arcane Circle" 
LAST RESORT 
/party (Using Last Resort): The Blood, it calls 
/ja “Last Resort" 
BASH 
/party (Using Weapon Bash): He won't recover from 
/ja “Weapon Bash" <t> . 
SOULEATER 
/party (Using Souleater): I give myself to the 
/ja “Souleater" 


This is the ultimate wilderness profes- 
sion for those who like venturing alone. 
There are very few jobs thar excel in 
solo fighting, bur Beastmaster is one 
that shines in that regard. By taking 
monsters and taming them to fight 
alongside your character, this job offers 


very solid rewards. 


BEASTMASTER STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN = TARUTARU =MITHRA —_GALKA 


Magic Points 


Strength 
Dexterity 


Intelligence 


LEVEL INFORMATION 
Orders pet to attack target. 


Releases charmed pet 


JOB TRAITS 


TRAIT LEVEL HELP MESSAGE 

Vermin Killer io | Gives you an edge when fighting vermin. 
Resist Slow Gives you a slight resistance against slow. 
Bird Kilr | 20 | Gives you on edge when fighting birds. 
Amorph Killer | 30 | Gives you an edge when fighting amorphs. 
Resist Slow P9524 Improves Resist Slow trait. 

Lizard Killer | 40 | Gives you an edge when fighting lizards. 
Aquan Killer Pesce Gives you an edge when fighting aquans. 
Resist Slow Improves Resist Slow trait. 

Plantoid Killer | 60 | Gives you an edge when fighting plantoids. 
Beast Killer Gives you an edge when fighting beasts. 
Resist Slow Improves Resist Slow trait. 


JOB ABILITIES 


‘AN ALLY OF NATURE 


The beasts of the land are more than willing to go against the invading Goblins, Ores, Quaday, and 
other monsters. They just need o litte bit of coaxing. As a friend of monsters and of nature, you con 
call creatures to your side, and they will fight with you to turn back the ‘ising tide of darkness. With 
the help of your allies, nothing can stand against you! 


BEASTMASTER EXTRA JOB QUEST 

LOCATION: Lower Jeuno 

CLIENT: Dietmund 

REQUIREMENTS: Must be at least level 30, must be able to ride chocobo 
ITEM(S) NEEDED: Night Flowers 

REWARD: Beast Whistle, 2100 gil, ability to become a Beastmaster 


When approaching the Merchant's house above the chocobo stables, you run into 


Dietmund, His son is ill and the only thing that can cure him is an extremely rare 
flower that blooms only at night. These flowers exist only on Qufim Island under the 
watchful guard of a Kraken (in area F-8), After obtaining the flower (which must be 
blooming), an event begins where Dietmund appears, checks the flower, and says that 
he needs the bulb of the plant as well (a chocobo is needed, too). Suddenly, the 
chocobo that was at Brutus’ stable appears. It digs up the bulb and then returns 


Dietmund to his house, although you must return on foot. 


Back at Dietmund’s house, his son Domingart gives you a beast whistle and 2100 gil 
for making him healthy again. When you speak to Brutus regarding the events, 
Dietmund arrives at the stables and apologizes to everyone. After this scene, your 


character can become a Beastmaster 


ABILITY LEV _ INTERVAL DURATION TARGET 
Familiar mo 
Charm Ree 
Gauge | 10 | cosa | WA 
Reward eas. 
Call Beast Ez 
Tame En 


oso | WA | Sah alls beat by sing the contents of ug 


HELP MESSAGE 
Enhances your pet's powers ond lengthens the duration of charm. 


Allows you to control your target. 
Allows you to judge whether or not a target can be charmed. 


Restores your pet's HP. Special items required. 


Makes target docile and more susceptible to charm. 
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BEASTMASTER RACES CHOICES 


Beastmasters need to have enough animal magnetism to keep from getting their faces 

nibbled. Since Charisma is used to win a creature’s trust, that is one of the great attrib- 

utes of importance for this job. Since there is only so much that a person can do to raise 
Charisma, going after other combat attributes will help os well. 


Golka Beastmosters certainly win out in the survivability area. Using their higher Hit Points 
and Vitality, these Beastmasters don’t have to worry as much about keeping all of the 
enemy's attention on o pet. 


Elvoan jump right in to slice ond dice 
alongside their pet. Doing moximum 
damage for what they ore, these 
Beastmasters take down prey quickly 
and move on to future targets. With 
White Mage as a support job, this race 
con get by without stumbling in even 
some of the harder fights. 


Mithra oren’t naturally charismatic 
when it comes to animals, so there are 
a few problems when they try to be 
Beastmasters. Yet, the Dexterity and 
magic supply of this race make it easier 
to try some of the magical support jobs. 


Hume Beastmosters are quite good 
1 becouse of their Charisma and flexibility. 
Those that toke Paladin or White Mage 
s 0 Support job will be able to survive 
longer engagements without fear of 
death. Toking Bard as a support job is 
also an option, especially when trying to 
increase this job's party contributions. 


Torutaru can’t help as much in direct 
battle, but they are best able to use a 
magical support job to assist as they 
lave! their Beastmaster. 


PLAYING AS A BEASTMASTER 


Beastmasters are only half a character by themselves, Sure, they can melee and inflict 
some damage, but they're not powerhouses like a Dark Knight or Black Mage. 


Additionally, they can’t support any allies. 


The key to using a Beastmaster rests in learning how to tame and where to send the 
monsters. Going after weaker enemies ensures that you succeed and keeps your mon- 
sters around for a long time; however, that isn’t the best way to go about things. Find 
the best monsters that you can consistently tame and use them to their fullest. From 
there, it's a matter of learning which monsters have stats and abilities that comple- 


ment your character the most. 


| WHY BEASTMASTERS SOLO 


The EXP con be very substantial, especially after reaching the middle levels (with Leave and other 
abilities). 


No other job can solo powerful monsters so reliably. 
They like the outdoors. 


Powerful, tomed monsters cause people to receive reduced EXP. Alone, this isn't a mojor issue for 
the Beastmaster, but it may be for parties. 


Beastmasters are comfortable with the beasts of the land. 


HOW LONG TO SOLO 


Depending on the race/support 
job/style, it's possible to solo at just 
about any level with a Beastmaster, 
During the low levels (prior to levels 
10-12), monsters won't assist nearly as 
much. Start practicing your character's 
beast control as you start to experience 


the minor slowdown after level 7 or 8. 


After mastering Leave, you have more potential to assist parties because you can ditch 


monsters and consistently prevent allies from losing EXP, but that is a long way off, 


YUMMY TARGETS 


Almost anything can be a safe target, if you bring the right monster along. Find a 
monster that enjoys hunting the same beasties you're searching. Once you have Sic (at 
level 25), the strategy behind monster choices becomes even more pronounced. You 
will want an ally that has potent special abilities. Look for attacks that target the 
weaknesses of your chosen foes. If elemental abilities are used, find one thar hits the 


family weakness of your favorite prey. 


AVOIDING CERTAIN MONSTERS 


For Beastmasters, the most important safety tip is to be wary of thick packs of mon- 
sters, Sure, one added beast might be just the right thing for acquiring a new pet, but 


having a few enemies jump into the fray will spell the end for any soloist. 


CAN PETS BE HEALED? 


The only way to heal wounded pets is through the Reward ability, This is a costly 
habit to upkeep in terms of time and item slots, and it doesnt seem to provide 
enough return on investment to be worth the trouble. Instead, most Beastmasters 
don't get overly attached to their pets. Each one is special in its own way, but there 


are always more to grab that are already ar full health. 


WHAT QUALIFIES AS A PET? 


The hard and fast rule is that any non-sentrent monster can be chosen for a pet. That 
leaves out Ores, Yagudo, Quaday, Goblins, and Demons. Most of the natural mon- 
sters that wander around Vanadiel are still quite susceptible to a Beastmaster's 


charms. 


EXPERIENCE LOSS; A MAJOR ISSUE FOR PARTIES 


Parties want each character to bring the best firepower into a group, The problem 
with Beastmasters is that they aren't at their best without a potent monster around. 
High-level monsters cause the party to be slammed by an EXP penalty after a fight. 


Thus, Beastmasters must learn Leave to release their pets. 


EQUIPPING ITEMS 


Beastmasters aren't overly capable with most weapons, although they are fairly effi- 
cient with one-handed axes. The most common choice is to go for a one-handed axe 
and a shield. This is a fair balance of defense and damage, and your character won't 


suffer from a huge interval between swings. 


BEASTMASTER AS A MAIN JOB 


Those interested in soloing or sticking to very small groups at higher levels will be 


at home with the Beastmasters from their first level and up. By taking a healing job 
as a sub, you can stay safer and reduce some downtime, With a Warrior support job, 


you can unleash considerable damage and keep your character's attributes higher. 


BEASTMASTER / WARRIOR 


This chotce is a very useful and common selection. Elvaan do especially well with 
this as do all others, except the Tarutaru. With Berserk, Double Attack, and other 


abilities for high levels, there will always be new things to gain. 


Another perk from Warrior is the chance to raise your character's support job while 
Another perk from W: he ch j hi pport job whil 

preparing to take the Beastmaster quest! No time is wasted while raising a weapon, 
because it's what you can use during early Warrior leveling. By the moment you fin- 


ish the Beastmaster quest, there won't be a need to level Warrior again for a long time. 


BEASTMASTER /WHITE MAGE 


With most races, the Beastmaster/White Mage is sorely limited by a shortage of 
magic. The Magic Points gained with this duo are so minimal that it takes very high 
levels to enjoy it much. However, the Tarutaru version has enough Magic Points to 
get by. Having higher Agility as well, the only suffering comes when you attempt to 
deal direct melee damage. If you plan to rely almost entirely on beast work, the 
Tarutaru Beastmaster/ White Mage is a reliable choice. 


BEASTMASTER /PALADIN 
Do low Magic Points keep Paladin from being an interesting support job for 


Beastmasters? No, and there are several reasons why. Paladins have the defensive 
advantage in most fights, and that goes well with extended solo activity. There isn't a 
Charisma loss here either, so you end up with a better melee character with some of 


the White Magic. 


BEASTMASTER /BARD 


Some people see the Bard support job in a very poor light, because you can't use two 
simultaneous songs. With half of the potential ripped away from the job initially, are 
there any advantages to offset the loss? There are added Charisma bonuses to con- 
sider, as Bards certainly gain more than Warriors in that area. But this amounts to a 
difference of several points, and even those won't be seen until later, Although 
intriguing, this combo ends up being a point of interest more than a safe or power- 


ful choice. 


BEASTMASTER AS A SUPPORT JOB 


These are very challenging combinations. Beastmasters can't charm powerful mon- 
sters when used as a support job. As such, it's difficult to use this job to its poren- 
tial in anything outside of a main role. Other jobs won't solo very well, and that prac- 


tically forces you into joining a party. Considering the extremely high levels needed 


to gain party-friendly abilities as a Beastmaster, that is a fatal dilemma. 


_ PET ATTACK 
/say Get him, boy, Get him! 
/pet "Fight" <t> 
HEEL 
/say Get back here, ya mangy beast. 
/pet “Heel” 
STAY 
/say You stay here and be good now. 
/pet "Stay" 
sic 
/say Go for the eyes, The eyes! 
/pet “Sic” <t> 
LEAVE 
/say Get out of here and don't come back! 
/pet "Leave" 
CONTROL PET 
/say You're mine now. 
/ja “Charm" <t> 
GAUGE 
| /ja “Gauge" <t> 
TAME ae 
/say That's a good monster, nothing to be afraid 
/ja “Tame" <t> 
ASSIST 
/assist “Name of Primary Tank" 
TP REPORT 
| /party My TP=<tp> 
RUN ~ 
| /automove ; 
TWO-HOUR! 
/ja “Familiar" 
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destroy enemues in battle. 


RANGER RACE CHOICES 


@ Rangers do their best work by pairing the finest missile weapons to an unmatched 
Agility. These archers stay alive by holding back their best actions until they know the 
party has the monster’s attention! Thus, Agility, Agility, and Agility are needed for becoming 


on elite Ranger. 


Galka con toke o few hits os o Ronger, which is certainly good if you forget ond open a bat- 
te with some of your best attacks (it takes foir effort to peel the monsters off of an aggres- 


sive Ranger). 


Elvacn too will do o better job than most up close, using some wicked daggers and proving 


that they ore not afraid to mix it up with the enemies. 


Yet, the Mithro Rangers will have o 
few impressive odvontoges out in the 
field. With such high Agility, these 
archers con hit very hard ond put the 


fear of pointy things back into each 
opponent. Everything about the Mithra 
molds with this extra job, ond it is ter- 
tifically exciting to play as one. 


Hume Rangers ore accurate and effec- 
five. Able to moderate their damage 
more easily, they won't rip monsters 
off of the party and onto themselves 
without really trying to outdo them- 
selves, 


Torutoru ore tiny, but they have more 
than enough Agility to land shots on 
target at long range. The lower combat 


stots of the Torutoru won't come into play es much as long os your character is conservative 
in the early rounds of battle, so there ore few downsides in using these tiny Rangers. 


JOB ABILITIES 
ABILITY LEV INTERVAL —_ DURATION 


Eagle Eye Shot 
Sharpshot 
Scavenge 
Camouflage 


Barrage 


Shadowtind | 40 | 00500 | Random _| 
st | oos00 | A _| 


Unlimited Shot 


| 1 | zoo | wa 
ESE ie ae 
ES Eve es ee 
| 20 | 0500 | tondom | Soh 


Rangers are perhaps the most brutal 
attackers in the game. With enough gil, 
# a Ranger can stay supplied with expen- 


sive arrows and the best bows. All told, 


tally. Any party should be elated to 
grab a Ranger for one of their damage- 


dealing slots, and it’s fun to watch them 


these add up to an obscene damage 


TARGET 


fee Ei ee ee co 


| HOY, YOU THERE! 


So, you wont fo be a Ranger! In this job, you get to fire shots info the target again and again, using 
bows and guns to their best advantage. With a quick foot, some trusted chums, and a full backpack 
of arrows or ammunition, things get pretty interesting. We're a focused lot; all of our power follows 
a single point. But that power is substontial, and monsters don’t take long to attack once they fig- 
ure out who's doing the firing. But that’s just bod luck for the monster; they should know better 
than to make such o tempting target for o dedicated Ranger! 


RANGER STARTING ATTRIBUTES 


ATTRIBUTE HUME ELVAAN TARUTARU MITHRA 


JOB TRAITS 
LEVEL 


TRAIT HELP MESSAGE 


Lowers chance of being detected by enemies. 
Accuracy Bonus | Improves accuracy of physical attacks. 
Occasionally quickens ranged attacks. 
Resist Poison | Gives you a slight resistance against poison. 


Improves Accuracy Bonus trait. 
Improves Resist Poison trait. 


Improves Accuracy Bonus trait. 
Improves Resist Poison trait. 


Improves Accuracy Bonus trait. 


Resist Poison 


CEE ee 
alee lelele 


E 
E 
yl 
& 


HELP MESSAGE 

Delivers on accurate and powerful ranged attack. 

Enhances accuracy of ranged attacks. 

Searches the local area for items of interest. 

Makes you harder to detect. 

Allows you to fire multiple projectiles. 

Binds target. 

Allows you to perform your next ranged attack without using ammunition. 


GALKA 


PLAYING AS A RANGER 


Save lors of gil! Rangers and Ninja are owo of the most money-intensive jobs in the 
game. A Ranger will constantly purchase ammunition for their weapons, but the 
player actually gets what he or she pays for. By keeping your character supplied with 


the best possible equipment, damage caused during combat will be much higher. 


ith everything set, it's fairly easy to play as a Ranger. Rangers will often be 
Wit! hing fairl pl Ranger. Rangers will of 

upon to pull monsters back toward the party, w here they can unload onto the hap 
ess beast. Soloing is a bit more difficult, but at low levels a Ranger can do enough 
less beast, Soloing is a t Jifficult, but at low levels a Rang d g 


damage to survive MOsC situations, even without the best gear. 


‘TIPS TO HELP PLAY A RANGER 


Ina fight, you will get less aggro ftom monsters if you go easy on the monsters in the beginning, 


Learning both guns and bows is nice becouse it makes you more flexible ond you can use the best 
of both. 


Auction Houses are wonderful for buying equipment, and this includes arrows and ammunition. 
Firing ot the maximum firing range will keep you away from the monster as much as possible. 


Using repeatable quests ond knowing the right areas to hunt in con help you make o money quickly. 


RANGER EXTRA JOB QUEST 

LOCATION: Windurst Woods 

CLIENT: Perih Vashai 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Old Tiger Fang 

REWARD: Ranger's Necklace, ability to become a Ranger 


Rangers must understand the natural cycle of life and death as it comes to all mon- 


sters. Therefore, Perth Vashai tells the player to meet with the fanged king of beasts 


1 


and bring back one of his teeth. Muhk Johldy mentions the great tigers living in the 
Sauromugue Champaign. An Old Sabretooth lives in a cave near L-10 of 
Sauromugue Champaign. You must not attack the monster, though; instead, watch 


and wait for it to die naturally. When that occurs, walk to the back of the cave and 


search the tiger's bones for its old tiger fang. Return with the old tiger fang to Perih 


to receive a ranger's necklace and the ability to become a Ranger. 


HOW LONG TO SOLO 


When fighting alone, look for areas with cliffs and other obstacles that will delay a 
monster's approach. The more time you have to damage a target during its approach, 


the less potential there is for it to arrive with more than a sliver of health. 


By picking targets that dont move quickly, you can wipe through even matches and 
gain the early levels with great speed. This can be extended for quite some time, espe- 


cially with a Ranger/ Warrior. During a Ranger's mid-teen levels, however, you 


should yom a party and head back Into the higher tiers. 


YUMMY TARGETS 


Worms are good targets for most professions, bur Rangers have the added bonus of 


hitting from long range with high damage and mobility. If needed, you can attac 
worm, back away while it unsuccessfully casts a spell, then creep in and repeat the 
process. This is slow and tedious, but it provides an edge when fighting powerful 


Worms. 


WEAPON SKILLS 


Gun weapon skills usually suffer early 


: 1 
on because Rangers won't have the 
money to keep themselves equipped 


with good 


For this reason, many 


bow skills (and re 


bow weapon skills sooner). At later lev- 


els, with more money, gun skills can be 


raised to compensate fo 


D: 


tiveness. T % 
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ag the lower levels, weapon skills 


BEING IN A PARTY 


If a par 


wwer's offer. Rangers 


can take a Black Mage's 


w ill take you 


since they nave 
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tools to do very x levels, Ranger/Samurai get the nod from 


many leaders 
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EQUIPPING ITEMS 


Bc ws and guns are both very good but melee weapons aren't worth the time or trou- 


ble. Take a simple dagger for archers 


and focus more on purchasing arrows/ bullets 


and your primary weapon. 


Bows are faster, cause less damage per shot, and are less costly to upkeep. This makes 
them common sights with early and mid-level Rangers. Later on, guns become a bit 
more common because of their massive, frontloaded damage. Those who eventually 
want to use guns can raise their skill with crossbows, which raise a Ranger's firing, 


but they cost much less to upkeep. Everything else should go toward Agility boosts, 


accuracy, and Hit Points. 


Rangers were meant to be a primary job, as are many of the extra jobs. Players who 
go into this profession are ready to inflict heavy damage and nothing else. There isn't 
much potential for enfeebling spells or magic without using a support job that fits 


awkwardly into a Ranger's lineup. For best results, add Ranger damage to a second- 


ary job thar adds Agility and ab 


RANGER /WARRIOR 


A Ranger/ Warrior is an excellent choice. With Berserk and some elemental arrows, 
your character will bury the opposition. There isn't much subtlety to this combina- 


tion, but there doesn't need to be. 


RANGER /NINJA 
Using Ninja allows Rangers to wield two archer daggers and reach a higher Agility 


over time. This ts enough to warrant consideration, although the maximum damage 


/ Warrior. 


that your character can cause isn't as high as a Ranger, 


RANGER /THIEF 


Rangers, in theory, 


make very good pullers, bur that is often left by the wayside. The 


out and do things in a safer way than most Rangers can. With the Ranger/ Thien 

a 1 1 ae re 
evasion, better abilities for speed, and range combine to make a very effective pulletes 
Of course, this comes at a loss of maximum attack power compared to the 


Ranger/ Warrior. ; 


RANGER AS A SUPPORT JOB 


Rangers aren't a good choice for a supporting job unless you want to take a main job 


that uses bows or guns anyway. 


THIEF /RANGER 
A player going for a full Thief is likely to deal with melee weapons, but guns aré an 
option for Thief characters. With Ranger as a support job, these Thieves have a mix 


of damage potential at multiple ranges. 


m is that Ninja, Thief, and Warrior hybrids each have their own reasons Togel suas 


CF de ACTOS 


INCOMING 
/party Incoming <t>, We are under attack 
ASSIST 
/assist “Name of Primary Tank" 
TP REPORT 
| /party My TP=<tp> 
RUN 
/automove 
NORMAL SHOT 
/ra <t> 
TWO-HOUR! 
/party (Using 2-HR): Right between his eyes! 
/ja "Eagle Eye Shot" <t> 
SHARPSHOT f 
/party (Using Sharpshot): This is no time for missing 
/ja "Sharpshot" 
SCAVENGE 
/party (Using Scavenge): Anybody drop anything good here? 
/ja "Scavenge" 
CAMOUFLAGE 
/ja "Camouflage" 
BARRAGE 
/party (Using Barrage): Keep your heads down. 
/ja “Barrage” <t> 
SHADOWBIND 
/party (Using Shadowbind): Freeze! Or I'll take you down. 
/ja "Shadowbind" <t> 


BARD RACE CHOICES 


Rey Bards are 0 wonderfully flexible job becouse they can be used by anyone. With a prin- 
act on their own, These party support cipal attribute of Charisma, many races fall easily into being Bards and the rest have use- 
characters are intended to reduce ful abilities that provide Bards with versatility and freedom. 


downtime and keep groups in a full 


Like White Mages, Bards aren't meant to 


¥ 


and active state for long periods of 


Golka contribute hit points and longevity to the Bard job. They can take more damage and 
gef closer to the action, and Galka are definitely intimidating fo monsters. The most interest- 
ing aspect of playing a Galka Bard is the sight of one singing their carefree songs, so at odds 
with how most people perceive the solid Galka. 


time. This is accomplished with music 
and instruments. As a main job, Bards 


» can keep two song effects going within a 
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given radius. Whether a party leans toward 


Magic use or melee, Bards have the option of 


Elvaan have a nice Charisma and good hit points, allowing them to have powerful songs and 
survive nearly anything. Elvaan Bards are just fun to play, and offer a wide range of support 
| jobs. 


supporting whatever is needed by providing increased 


Magic regeneration, combat skills, and much more. 


PLAY ME A TUNE | 


{f you ike to inspite, amaze, and awe both friends ond enemies alike, then you moy find a vale 
able place in this fellowship of entertainers. With our songs, we remind all cround us what is truly 
importont, helping our friends recognize their fullest potential and weakening the resolve of our 
foes. Because we are wonderful support for the people we core about, and becouse we lower the = 
ability of enemies who attack them, parties love having us oround, and you'll never lack for com: 
ponions who appreciate a merry tune! 


Na 


Mithra Bards ore fast and con dodge incoming enemy attacks. Although their Charisma may 
not be as high, Mithra have other distinct advantages. Because Mithra are so well rounded in 
other attributes, they more than make up for things with their hit points, evasion, and ability 
to take mony other useful support jobs. 


Hume Bards ore o natural combina- 
tion. Because they have wonderful 
Charisma and versatility, they gravitate 
toward this job. The combination of 
high Chorismo, decent hit points, and 
the flexibility in support jobs make the 
Hume an ideal choice when choosing 
the Bard profession. 


Torutoru also have very nice Charisma. They are perfect when combining Bard with other 
mage classes os well, and o Bard/Red Mage is a wonderful support character who con do a 
lot of everything! Their high Agility also keeps them away from enemy attacks, giving your 
Bard survivability as well. 


HUME ELVAAN TARUTARU  MITHRA GALKA 


JOB TRAITS 
LEVEL HELP MESSAGE 


Gives you a slight resistance against silence. 


Resist Silence ayn) Improves Resist Silence trait 
et 
ra) 
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Resist Silence Improves Resist Silence trait. 


JOB ABILITIES 
ABILITY LEV INTERVAL DURATION TARGET HELP MESSAGE 
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BARD SONG LIST 
NAME LEVEL ELEMENT RANGE TYPE  MAGICSKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


igh Nine ie ae ee Exhale rary mendes vin eng 
Valor Minuet | 3 | tight | Middle | Song | Singing | 0 | 800 =| 2400 | Enhances attacks for party members within range. 
Amys Pocon | 5 | tight _| Middle [Song | Singing | 0 | 800 |_~—-2400_~—_—|_ Gradually restores HP for party members wihin range. 
Foe Requiem ee eas Deals sonic damage to enemies. 


Herb Pastoral ee Enhances resistance against poison for party members 
a range. 


Light Threnody | 10 | Darkness | None] Song | Singing | | 2400 | Reduces an enemy’s resistance against light. 


a | Se a ome a AD 


Dark Threnody | 12 | tight’ | None | Song | Singing | 0 | aT ETT an enemy's resistance against darkness. 
Shepfoe Mame Ee ee ee eee Re ee Enhances evasion fr party members win range 
Earth Threnody | 14 | Wind | None | Song | Singing | 0 { 200 =| 2400 | Reduces an enemy's resistance against earth. 
Acmysocontt | 15__| tight _| wide | Song_| Singing [| 0 [| 800 | 2400 Grady restores Ho party members win renga 
Water Threnody | 16 | Lightning | None | Song | Singing | 0 | 200 | 2400 | Reduces an enemy's resistance against water. 
Foe lly | 16 | Darkness | Hone | Song _| Singing | 0 | 200 | 2400 Pets on enemy sleep 

Foe Requiem Il ———————— Deals sonic damage to enemies. 


Wind Threnody | 18 | } Wome | Song | Singing | 0 | 200 | _—24.00 ‘| Reduces an enemy’ resistance aginst wind. 

Scop’s Operetta LAI Ls Enhances resistance against silence for party members 
within range. 

Fre Threnody | Wone | Song | Singing | 0 | 2.00 |_—74.00 _| Reduces an enemy/s resistance agi fre 


Knight's Minne II ——————————— Enhances defense for party members within range. 
Enconing Etude | 22 | ight | idle | Song | Singing {| 0 {| 800 | 2400 | Fnhances Charisma for pry members win ronge 
Ice Threnody | 22 | Fire | None | Song | Singing | 0 | 200 | = 2400 | Reduces an enemy's resistance against ice. 
VolorWinvet | 23 | tght_| idle | Song | Singing {0 | 800 | 2400 haces ticks for pry members within age 
Spirited Etude | 24 | tight | Middle | Song | Singing =| 0 | 800 =| 2400 Enhances Mind for party members within range. 
lg thenady | 24 | toh | None | Song | Singing | 0 {| 200 | 2400 | Reduces an enemy’ resistance oon! ighting, 
Mage’s Ballad | 25 | tig | wide | Song _| Singing | 0] 00 | 2400 Gradually restores MP for party members within range, 
Leone ude | Wide | Song | Singing | 0 {| 8.00 | 2400 | Enhances inteligenc for party members win range 
Horde lay LH bones |_ se | So 7 Sets | 0 | te] Puts ene win range fo sep. 

Quick Etude Song | Singing | 9 | 800 {2400 | haces ity for party members win range 
Advancing March Po Lge Pe De Ley Lea Increases attack speed for party members within range. 


Vivacious Ende | 30 | Ligh | Middle | Song | Singing | | 8.00 | 24.00 ‘| Enhances Vitality for purty members within range. 

Hunter's Prelude ee ec Enhances ranged attack accuracy for party members 
within range. 

Dextrous we | 32 | tight | Middle | Song | Singing | 0 | 800 | 2400 __|_ Enhances Dexterity for party members wihin ange. 


Fowl Aubade BRR Enhances resistance against sleep for party members 
within range. 

Magic Finale REN | 2400 | Removes one beneficial magic effect from an enemy. 

Sinewy Etude Peat tee toe tet ee toe Enhances Strength for party members within range. 

Army's Poeon til | 35 | | tight | Middle | Song | Singing | | 800 ~~ |~——-24.00 | Gradually restores HP for party members within range. 

Light Carol SRRIGI MESA MESE Ed Increases resistance against light for party members 
within range. 

Foe Requiem it | 37 | tight | Hone | | 24,00 | Deals sonic damage to enemies 

Earth Carol PEEING SD Sc Increases resistance against earth for party members 
within range. 

| 39 | toh [None | Song | Singing {| 0 | 200 {| 2400 __| Reduces an enemy/s ack speed 

Water aa MGs Increases resistance against water for party members 
within range. 

Knights Minne Wi] 41 [tight | Middle [Song | Singing | 0 | 8.00 —|_—24.00—_—| Enhances defense for party members within range. 

Wind Carol papa] me pep | Increases resistance against wind for party members 
within range. 

Voor Minuet | 43 | tight] Middle | Song | Singing | 0 | 8.00 | 24.00 __‘| Enhances cack for party members within range 


Fire Carol Middle Song Singing 8.00 Increases resistance against fire for party members 
within range. 


Army's Poconv | 45 | tight_| Middle | Song | Singing [| 0 | 800 Gradually restores HP for party members within age 


~ 


NAME LEVEL ELEMENT RANGE TYPE MAGICSKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


Ice Coral ele Middle Increases resistance against ice for party members 
within range. 

Foe Requiem IV | 47 | tight] None] Song kaa Deals sonic damage to enemies. 

Lightning Carol Peas Middle Singing oS ae Increases resistance against lightning for party members 
within range. 

Goblin Gavotte see is Cae ama SSaele] Eat. Enhances resistance against bind for party members 
within range. 

Dark Carol ae ee Middle aia es Increases resistance against darkness for party members 
within range. 

Blade Madrigal ey | Song oem Enhances melee attack accuracy for party members 
within range. 

Dragonfoe Mambo 53 | Light | Middle | Song | Singing | 24.00 Enhances evasion for party members within range. 

Gold Capriccio 54 Light Song Singing 8. = Enhances resistance against petrification for party 

Ea members within range. 
Mages Bollad it | 55 | | Light | Song | Singing | Gradually restores MP for party members within range. 


8.00 Enhances resistance against blindness for party members 


Shining Fantasia 56 Light 


Foe Requiem V 
Carnage Elegy 
Vidory March | 60 | _Light_| 
Knight's Minne IV ESOS ETE 
Bevichingfde | 62_| light _| None _| 
Valor Minuet IV | 63 | tight’ | Middle | 
logl todo | 64 | tight | None _] 
Sogetwde | 66 | tight_| None _] 
Foe Requiem VI] 67 | Light | None | 
Swit ode | 68 | tight | None 


ne Ea an a 


WolEnde | 70 | tight_| Hone _| 


Archer's Prelude 
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Song Singing 
within range. 
Deals sonic damage to enemies. 
Reduces an enemy's attack speed. 
Increases attack speed for party members within range, 
Enhances defense for party members within range. 
Enhances Charisma for party members within range. 
Enhances attacks for party members within range. 
Enhances Mind for party members within range. 
Enhances Intelligence for party members within range. 
Deals sonic damage to enemies. 

Enhances Agility for party members within range. 
Enhances resistance against silence for party members 
within range. 

Enhances Vitality for party members within range. 
Enhances ranged attack accuracy for party members 
within range. 

Grants Reraise to party members within area of effect. 
Enhances Dexterity for party members within range. 


Enhances resistance against curse for party members 
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Chocobo Mazurka ee leee eas ine 60.00 Increases movement speed for party members within 
area of effect. 

Herculean Etude a Light None 4.00 Enhances Strength for party members within range. 

Maiden's Virelai Light None Song Singing 4.00 60.00 Charms an enemy. 


BARD EXTRA JOB QUEST At the Merry Minstrel Meadhouse in Lower Jeuno, talk to Mertaire. After speaking 

| with the confused Hume, talk with Bki Tbujhja to learn of the Song Runes in 
LOCATION: Lower Jeuno Buburimu Peninsula. The Song Runes are about two separated lovers, and perhaps 
CLIENT: Mertaire | they will be able to inspire Mertaire, Since Mertaire is unwilling to follow you, bring 
REQUIREMENTS: Must be at least level 30 | the Song Runes to him. To do this, you need parchment for inscribing the runes; 


parchment can be purchased at the auction house. 


ITEM(S) NEEDED: Parchment, one set of Song Runes 
REWARD: Ability to become o Bard 


Though this is actually the quest to learn how to become a Bard, it will not show up 


in your Quest Log. No one is asking you to do this—it is a matter of compassion. 


With the parchment in hand, head for the Buburimu Peninsula in area G-9 (you can 
get there through a cave from the beach). This is where you find a set of Song Runes. 
Transcribe the runes (by “trading” the paper to the Song Runes) and return to 


Mertaire in Lower Jeuno. 


The next set of Song Runes is found in Valkurm Dunes. Travel to the northwest 
point of the region co find a secret cave. On the other side of the cave is a secluded 
beach where the Song Runes are found. Once you check out those runes, your char- 


acter will have access to the Bard job. 
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Having a full Bard in the party changes 
the dynamic of a group very quickly. 
Bards aren't intended to solo in any 
way, so their use 15 almost completely 


directed toward a party environment. 


Bards can keep two effects going for a 
group at the same time. They stay at 
full effectiveness by alternating between 
two desired effects that are needed for 
the party to function at its best (attack 
and accuracy during a melee brawl, Mind and HP or MP during resting, etc.). With 
higher levels, Bards gain access to a wider array of songs, making them even better at 


customizing their enhance spel lis. 


Because these songs have an area of effect, it's possible to use the natural distance 
between melee and ranged members of the party to apply different songs to differ- 
ent people. Use melee-enhancing songs on the forward elements of your group, then 
retreat to aid the magical damage and regeneration of magic with the casters (or add 


Agility to Rangers, etc.). 


Bards are always on the move because of these elements. As a weak damage-dealer, 
the Bard is rarely expected to engage monsters the entire time, A Bard's work is 
accomplished through others. If you keep a group from needing downtime, they will 
gain more EXP than they possibly could by adding just one more member. Bards are 


wonderful ar support! 


HOW LONG TO SOLO? == phe Se 


In this case, it’s how long not to solo. 
As noted earlier, Bards don't need to 
search on their own, As an extra job 
with the potential to make friends 
quickly, it's best to find buddies for 
new leveling early on, Get a support 
job as a Warrior or something simple 
while trying to attain level seven or 
eight, then start looking for others. 
Make your own group if needed; Bards 
certainly have the clout to organize 


parties of their own, 


Without a party, leveling won't occur very fast. Even the attack and enfeebling songs gained 


along the way wont make it easy to obliterate powerful enemies. At an early stage, it's 


unlikely that a Bard will have the armor or Hit Points to stand up to much aggression. 


YUMMY TARGETS 


While in a group, look for specific targets that are advantageous. Like Ninja, Bards 


can use elemental powers to increase a beast’s weakness toward a certain type of 


magic. With the right mix of jobs to exploit that aspect, throw in an elemental song 
to hamper the party's foes. At high level, when more attention goes toward keeping 


the party on its feet, this won't be as critical as it is during early leveling. 


DO | NEED AN INSTRUMENT? 


You sure do, if you want fo play multiple Songs. Without an instrument, your Bard 
can't create multiple effects In an area. That Is the Treason Bard is seldom chosen asa 


support job; as Bards can't use their instruments unless it's their main job. 


WEAPON SKILLS “ 


For the most part, it doesn't matter 


whether you carry a weapon or a feath- 


the time that you don't get a chance to 
engage monsters. Spare hits are nice, 
bur Bards can accomplish much more 


by varying their songs. 


BEING IN A PARTY bse, 


Much like White Mages, Bards are so useful at supporting a party's efforts that they 
are highly sought after. Powerful parties will make considerable efforts to have a Bard 


around as part of their mux. 


A party leader may ask a Bard to focus more on one thing or another, and it's usu- 
ally fine co work along those lines while you see how the party functions, Depending 
on the tactics being used, there may be increased value to songs that you don't use 


as often in generic parties, 


er duster; Bards are so busy most of 


| 


EQUIPPING ITEMS 


A Bard's equipment is different from 
the norm. Find a good instrument 
first, then look for anything that raises 
a Bard’s attributes in a useful way. 
After Charisma, look for some Vitality 
to assist with area-of-effect attacks 
while your character passes through 


the frontlines. Agility is mostly a lost 


cause, even as a Tarutaru or Mithra. 


BARD AS A MAIN JOB 


Bards are absolutely wonderful as a main job, Parties will love you, EXP will roll in, 
and the levels will accumulate with fair speed. In a position of party assistance, look 


for a support job that will further increase what you can do for allies. 


BARD /WHITE MAGE 
This is one of the most common Bard choices. As a Tarutaru in this field, you will 
have just enough Magic Points to get by and you can further decrease party down- 


time Dy doing Dacku! nea. ing when the primary healer needs some rest, 
by doing backup healing when the p healer need 


BARD /THIEF 
Not usually as powerful for a party support role, this combo still adds treasure to 
the group's coffers. A person looking for a break from the standard mold should 


consider this option. 


BARD AS A SUPPORT JOB 


The Bard profession is almost crippled as a support job. Due to the instrument lim- 
itation, groups can't acquire even half of your character's true power to assist with 


their leveling, When used asa soloer \ like a Beastmaster/ Bard), it still lacks some of 


the refined abilities thar a person can gain by taking another job. 


INCOMING 
| /party Incoming <t>, We are under attack 
RUN 
| /automove 
PLAY MELEE SONG 1 
| /song "Name of Songi" 
ELEMENTAL ATTACK 
/say Let's have a barbecue 
/ma "Fire Threnody" <t> 
/party Enemy is now weak to fire. 
/wait 3 
/ws “Burning Blade" <t> 
SLEEPING ADD 
/party Add incoming. Sleeping <t> 
/ma “Foe Lullaby" <t> 
MELEE DEBUFF 
/party Enfeebling <t>'s melee capability 
/ma "Battlefield Elegy" <t> 
DISPEL 
/party Using Magic Finale on <t> 
/ma "Magic Finale" <t> 
TWO -HOUR 
/party (Using 2-HR): 
/ja "Soul Voice“ 


Hear my words and revel! 


MYSTIC AVATARS — = 


There ore forces at work that go beyond anything that most people ever know. There are beings in 

the world that can hold the power of life and death, that shape themselves and take on substance 

) Some of the greatest mages in the land at wil. These mystic beings will onswer our call, and we con work together with them to do spec- 

B ire to ie Summoners, Neither focular things. Aso Summoner, you have the opportunity fo join with these forces for the good of 
ed on white, black, nor red magic, Vono‘diel, helping to bring peace to the land. 


- il Casters can summon monsters of 


" mystic power to aid parties in battle, 
Some of these beings are directly help- 
ful to allies (for example, Carbuncle, 
who heals and uses enhance spells with 
most of its abilities). Others are feral and 
aggressive, using elemental magic to shatter the 
ranks of any opponents that threaten the Summoner. 


SUMMONER STARTING ATTRIBUTES 
ATTRIBUTE HUME — ELVAAN TARUTARU MITHRA ALKA 


JOB TRAITS 

TRAIT LEVEL HELP MESSAGE 
Max MP Boost Increases your maximum MP. 
Clear Mind Raises amount of MP recovered while resting. 
Resist Slow Gives you 0 slight resistance against slow. 
Auto Refresh Gradually restores MP. 
Max MP Boost Improves Max MP Boost trait. 
Clear Mind Improves Clear Mind trait. 
Resist Slow Improves Resist Slow trait. 
| Clear Mind Improves Clear Mind trait. 
INFORMATION TYPE Max MP Boost Improves Max MP Boost trait. 
Resist Slow Improves Resist Slow trait. 
Clear Mind Improves Clear Mind trait. 
Max MP Boost Improves Max MP Boost trait. 
Clear Mind Improves Clear Mind trait. 


Magic Points 


Dexterity 


Intelligence 


JOB ABILITIES 

ABILITY LEV INTERVAL DURATION TARGET HELP MESSAGE 

psifow | tf ono Twa | St | vs vars se tl seh 
SUMMONER SPELL LIST 


NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 


Fess | 1 | toh | Wone | Sunmaig | Summoning | 10 | 100 | 1000 | Soon ire pio ht by your sie. 
Ice Spirit | 1 | tight | None | Summoning | Summoning | 10 | 1.00 =| 1000 Summons an Ice Spirit to fight by your side. 
bcspidt | 1] tht | None | Summoning | Summoning | 10 | 100 | 10.00 Summons on ir prt ot by your sie 
Water Spirit | 1 | tight | None | Summoning | Summoning | 10 | 1.00 =| 1000 | Summons a Water Spirit to fight by your side. 
light Spi] 1 | tight | None | Summoning {Summoning | 10 | 100 | 10.00 Summons Ligh Sit to Fight by yours 
Dark Spirit | 1 | tight | None | Summoning | Summoning | 10 | 1.00 =| 1000 Summons a Dark Spirit to fight by your side. 
Cobunde | | tight | None | Summoring | Summoning | 5 | 5:00 | 3000 | Summans Carbunde to fight by your sid. 

tht] 1 | tht] tone] Summoning | Sormoring | 7 | 5:00 | ___ 30.00 | Summons tit igh by your sie 
Tin {1 [tit | None | Summoning | Summoning | 7 | 5:00 | 30.00 | Summons Titan to fight by your side, 

Leviathan mf | i | None | Summoning | Summoning | eae eee | Summons Leviathan to fight by your side, 
Summoning | Summoning | 7 | 500 | 3000 | Summons Garuda fight by your st. 
Shiva Lak = Summoning | Summoning | 7 | 500 | 3000 | Summons Shiva to fight by your side. 
Romoh | [Summoning] Summoning | 7 [500 {3000 Summons Rams oF by your side 
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BLOOD PACTS OF SUMMONED AVATARS 


DESCRIPTION 
Restores target party member's HP. 
Poisons target. 

Gives party members within area of effect the effects of 
“Protect” and “Shell.” 

Randomly enhances one attribute for party members within 
area of effect. 


Glittering Ruby 


IFRIT 


BLOOD PACT DESCRIPTION 


Fire Il Deals fire elemental damage. 


Deals fire elemental damage. 
Delivers a twofold attack. 
Enhances attacks of party members within area of effect. 


Double Punch 


TITAN 
BLOOD PACT 
Rock Throw 
Stone II 

Rock Buster 
Megalith Throw 
Earthen Ward 


DESCRIPTION 

Delivers a ranged attack that slows target. 
Deals earth elemental damage. 
Binds target. 

Delivers a ranged attack that slows target. 

Gives party members within oreo of effect the effect of 
"Stoneskin.” 


LEVIATHAN 
BLOOD PACT 
Barracuda Dive 
Water II 


Tail Whip 
Spring Water 


DESCRIPTION 
Deals physical damage. 


Deals water elemental damage. 


LEVEL 


Restores HP and removes status ailments for party members 
within area of effect. 


SUMMONER EXTRA JOB QUEST 

LOCATION: Windurst Walls 

CLIENT: Ajido-Marujido or Joker 

REQUIREMENTS: Must be at least level 30 

ITEM(S) NEEDED: Corbuncle’s Ruby 

REWARD: Ability to become a Summoner, Carbuncle Summon 


GARUDA 


BLOOD PACT LEVEL 


eae 
s 
48 


DESCRIPTION 
Deals physical damage. 
Deals wind elemental damage. 

Gives party members within area of effect the effect 
of “Blink.” 

Restores HP for party members within area of effect. 
Gives party members within area of effect the effect 
of “Hoste,” 


Aero II 


Whispering Wind 


SHIVA 
BLOOD PACT LEVEL 


DESCRIPTION 


Deals physical damage. 


Blizzard Il Deals ice elemental damage. 


Puts all enemies within area of effect to sleep. 
Delivers a twofold attack. 


enrol 
ae 
Gives party members within area of heffect the effect of 
ee “Ice Spikes.” 
ee 
Fae) 


BLOOD PACT LEVEL 


DESCRIPTION 


Thunder II 


Deals lightning elemental damage. 
Deals lightning damage and paralyzes enemies within area 
of effect. 
Gives party members within area of effect the effect 
of “Enthunder.” 

Gives party members within area of effect the effect of 
*Shock Spikes.” 


Rolling Thunder 


ara 
ae 


To begin this quest, you must first attain level 30 then seek out a Carbuncle’s Ruby 
these extremely rare drops are found on leeches in the Maze of Shakhrami and Quftm 
Island). With the Ruby in hand, head to the House of the Hero in Windurst Walls and 
check the door. Depending on your previous quests and missions, either Ajido- 
Marujido or the Cardian known as Joker, will answer. Once inside the house, you learn 


that you must gather seven lights in the ruby and get if to glow with their power. 


The lights of the ruby correspond to the following weather conditions that you 


must expose the jewel to: 


COLOR WEATHER CONDITIONS 


SUGGESTED LOCATIONS 
Volkurm Dunes, Rolanberry 
Volkurm Dunes, Sarutabaruta, most areas 


Valkurm Dunes, Tahrongi Canyon, 
Konschtat Highlands 


Tohrongi Conyon, Mhaura, Lo Theine Plateau 
Xorcabord, Beaucedine 
Lo Theine Plateau, Pashhow Marshlands 
Jugner Forest, Konschtat Highlands 


The weather effects must be present at the time you enter the area. If the weather 
changes while in the area, exit and re-enter; make sure you see the ruby glow to receive 
the full effect. After acquiring all the lights, Carbuncle appears and asks you to fol- 
low it to La Theine Plateau. In La Theine Plateau, go to area G-6 and place the ruby 
within the stone circle. Carbuncle then allows you to summon it. Now you can 


become a Summoner! 


ability, The ultimate mages, anyone interested in playing someone who has the ability to 
personally interact with any of the summoned avatars will love fo play this job. 


Galka Summoners have greater hit points and can take more damage. Because Summoners | 
wear light armor, this can keep them clive longer should an enemy decide to oftock them. | 
This job is 0 great challenge for anyone that wants to see just what a Galko con do when they | 
hove magical abilities, 


An Elvaan Summoner/Black Mage is a 
great choice for those that are interest- 
ed in playing a mage with good hit 
points and the ability to cast some 
wonderful spells. With this combina- 
tion, they can cost some powerful 
attack spells, summon avatars, and 
still take more damage than some 
other races can. 


Mithra have a good balance of magical 
abilities ond hit points, and their high 
potential for evasion means that ene- 
mies that might attack them won't 
even hit them much! A Mithro 
Summoner has good Intelligence, 
Mind, ond Magic Points, and they are 
good choice for anyone who like ver- 
sotility ond flexibility in a caster. 


Like Mithra, the Hume also has a wonderful balance of magical obilities ond hit points. They 
have good potential in all of the magical arts and, in addition, have the potential to be good 
in ony support job. They ore also a good, flexible, practical choice for anyone interested in 
being a mage like o Summoner. 


Torutory are definitely the most popular candidate for the Summoning job. With their natural 
leaning toward all magical skills, Torutaru have o beautiful spread of magical aptitude for Mind 
and Intelligence combined with high Magic Points. Few could fault the choice of o Torutaru 
playing a Summoner; the two just go great together, 


PLAYING AS A SUMMONER 


Summoners are heavily defined by the 
support job they take with them 
through their levels. At their base, 
these mystic characters call upon pow- 
erful monsters and have those beings 
fight battles alongside the Summoner's 
party. This ts a powerful feature of the 


2 t 
profession, Our ic takes guite some time 


to gather all of the spirits thar can be 


summoned. 


Oftentimes, people who will one day be Summoners spend even more time in their 
original profession than others. Instead of hurrying to level 30 and making the 
change, they go around Vana‘diel hunting for Spirits to master. This works well, 
because people gain the power to summon special monsters when their group wins 
special bartles in vartous locations. It doesn't matter whether the members are 
Summoners at the time they win that barcle; ic only matters that they have defeated 
the monster. This method ONLY works for acquiring Spirits and not avatars. If the 
player is not yet a Summoner, then they will not have the option to acquire an avatar 
even if successful in defeating one, Thus, tt’s more effective to start a Summoner 


after grabbing at least a few Spirits. 


As an actual Summoner, your place is to call an ally into the battle and support the 
fight with spells from your character's support job, Summoners have so many Magic 
Points and magical attributes that both healing and nuking are devastating in 


effectiveness, 


HOW LONG TO SOLO 


In a way, Summoners rarely solo. On their own, these paper dolls can’t survive a fight 
against an easy opponent (after the first few levels have passed). That still begs the 
question of when to group with other PCs. For Summoners with monsters at their 
disposal, it’s possible to wait longer before seeking a group. Others who rush into 


their extra job can find a party before level 10. 


Regardless, it’s very dangerous to be alone when traveling around the world. Getting 
attacked out of the blue is troublesome for a job that needs substantial casting time. 


Summoners are much safer with a few Galka tanking nearby. 


YUMMY TARGETS 


Almost everything that is susceptible to magic is an easy target for a 
Summoner/Black Mage. Even using the White Mage support job allows Summoners 
to cast enfeebling magic on enemies, watch their spirit beat down the opponents, 
then heal anyone who gets injured in the process. In a group, anything that your party 


hunts will be compatible with a Summoner's huge range of spells and tricks. 


Alone, Summoners are better off fighting non-aggressive monsters. It takes enough 
time to prepare for each skirmish that you don't want any surprises. Aggressive and 
linking monsters aren't fun to solo for most professions, and it’s even more risky 


when you have few Hit Points. 


WEAPON SKILLS 


Summoners don't have many opportunities to MIX It up with enemies in direct com- 


bar. It takes a long time to raise a particular weapon in level, whether it's a wand or 
a staff. Join power-leveling parties if you want to bring your character's weapon skills 


up to par. 
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BEING IN A PARTY 


Summoners shouldn't have any problems being integrated into a party while acting 
as a member of their support job. A Summoner/ White Mage can heal during short 
battles, or summon and support the group during larger attacks. Summoner/Black 


Mages cast spells or summon with the same distinction. 


SUMMONS ARE EXPENDABLE 


There is a method of pulling or getting aggro away from the party that Summoners 
have access to. Using a summoned creature to grab a target has many advantages. 
Sending one of these creatures into a thicket of powerful monsters will get your pet 
killed. Yer, only the monster who has directly been struck by the summoning will 
come after the Summoner! Thus, the party ensures a safe pull, Carbuncle is perfect 
for this use because he won't deal much damage; enmity accrued by the Summoner 


will be lower and the tanks can quickly pull the monster onto themselves. 


EQUIPPING ITEMS 


Find anything that boosts your character's Intelligence and Mind attributes 
(depending on your support job). Make your magic as effective as possible with a 
good wand or staff, and buy equipment that gives your character useful bonuses 
rather than bland armor. Upgrading armor is secondary to improving what your 


character can dish out. Similar to the best offensive jobs, Summoners can accom- 


plish great things but they need someone to save them from monster aggression. 


SUMMONER AS A MAIN JOB 


Summoners take time to properly train and master, and the various quests for their 
monsters will take players all over Vana‘diel. The greatest lure to use this profession 
asa main job is the mystique thar surrounds Summoners. Black Mages can certain- 


ly be effective and deadly on their own; Summoners aren't a choice for simple power. 


SUMMONER /WHITE MAGE 


A Summoner/ White Mage can do just as much for a party as any caster. With the 
right monster, Summoners can use enhancing magic on allies, heal the group, or 
attack enemies with physical and magic strikes. Carbuncle can heal, poison foes, cast 
enhancing spells, or cast Protect and Shell. Additionally, Garuda and Ramuh have 


some great party effects too, even at moderate levels. 


Thus, switching White Mage to a support job doesn't prevent your Summoner keep- 
ing the party at its best. Indeed, the right summon choice can give your character 


access to enhance spells that would otherwise be reserved for Red or Black Mages. 


Losing Raise II and delaying the first Raise is the great price here, though. You can 
still heal very well, but the party will still want to have a full White Mage around in 


MOst Cases, 


SUMMONER /BLACK MAGE 


Summoner/Black Mage makes for a wide variety of damage and destructive 
enchantments. Focus on some of the meanest spirits to put the fear of the heavens 
into all of your enemies, Use Black Magic to enfeeble and inflict damage with sum- 


moning, then unload with attack spells when needed. 


SUMMONER /BARD 


Nobody should mistake this as a simple or easy combination to pull off, bur 


Tarutaru Summoner/Bards can do some interesting things with their combined 
skills. With only a single song, you have the option to expose an enemy to a certain 
element while causing damage to them directly. This succeeds when the monster 
summoned uses that element in its attacks (e.g, sing Fire Threnody after Ifrit is 


‘ 
summoned). 


SUMMONER AS A SUPPORT JOB 


Summoners have the best mage stats in the game, so it comes naturally that they can 
Si have the k g he g lly that they 

be used as a support job to casters. Although somewhat limited in flexibility com- 
pared to a Black/White or White/Black mage combo, a player who wants to thrive 


at a single mage job will find that Summoner takes them farther. 


No matter which mage your character has trained as, Summoner will push it farther. 
With higher Mind, Intelligence, and Magic Points, your mage can cast more spells 
and have better results with each casting. As mentioned earlier, the sacrifice to gain 
these boosts is in your mage’s breadth. Instead of having the spell list of a White 


Mage/Black Mage, you end up with a character who almost functions as a single job 


adven turer, 


SUMMON PET 
/say Come, my wonderful pet! 
/ma “Carbuncle” <me> 
CALL FOR HELP 
| /party Help! There's a monster attacking me. 
MP REPORT : 
| /party My MP=<mpp>. We should think about resti 
RUN 
| /automove 
TWO-HOUR! 
/party (Using 2-HR): Great spirits of the ether, 
call! 
{ja “Astral Flow" 
PET ATTACK 
/say Destroy the <t>, great one! 
/pet "Assault" <t> 
PET HOLD 
/say Stand your ground and hold your fury! 
/pet "Retreat" 
RELEASE 
/say Return from whence you came, 
/pet "Release" 
BLOOD PACT . 
/say Use your powers—I supplicate you, Great Spi 
/pet “Blood Pact" 


Wi sauowmuns 


amurat 


A Samurai has a very interesting style for 


dispatching their enemies. Like every 
melee job, these fighters must get in 
close to do their best work, but a 
Samurat uses weapon skills ata very 
enhanced level, Other jobs must spend 
the time to build up TP and make rare, 
albeit devastating, attacks with them. A 
Samurai accrues TP at an enhanced rate and 
brings these powers to bear far more often 
because of it. As a main or support job, this profession 


is one that knocks the daylight out of beasts and villains alike. 


SAMURAI RACE CHOICES 
their expertise in battle, they can each benefit from being o Samurai, Strength ond 


Dexterity ore important, but Vitality is also important and Agility helps anyone that doesn’t 
like getting hit by enemies. 


Galka Samurai have wonderful Hit Points and the Strength to back up their domage-dealing 
potential. Big and tough, many people love being a Galka Samurai, and they can knock down ] 
enemies fairly easily. 


| Elvan also come naturally to any fighting profession. With their high Strength and Dexterity, 
| Elvan con take the hits and pound out the damage, and an Elvaan Samurai is a sight to 
behold going against ony monster. 


) /Mithra enjoy being Samurai because their high Dexterity helps them hit early and often. Their 
Strength is still quite nice, and the increased evasion against enemy attacks is a wonderful 
boost. Once o Samurai starts to use multrhit weapon skills, the ability to use several skills 
1 during battle hinges on a high Dexterity, thus Mithra are a logical and fun choice. 


The Hume makes a very flexible Samurai, contributing a little of everything. They have decent 
hit points, Strength, Vitality, ond Dexterity, which means that being o Somurai is 0 very prac- 
tical choice. In addition, they can easily excel at any support job they choose. 


Torutaru are very exciting to play as 
Somuroi, With their decent Dexterity 
and good Agility, Torutary can get their 
strikes in when it counts and look for 
ward to some evasion when the enemy 
attacks. In addition, the choice of o 
White Mage support job will help the 
Samurai be able to heal themselves if 
it should ever become necessary. 


JOB ABILITIES 


‘THE PATH OF THE SAMURAI 


The path of the Samurai is a way of dedication ond honor. As a fighter, we focus on the use of a 
weapon, honing our techniques and gaining the best that the weapon has to offer. Fighting against 
demons, ive ore one with our weapons, attacking the forces of evil and holding them back with our 
skills and prowess, ond we strive for the good of all the realms ond the land itself. 


SAMURAI STARTING ATTRIBUTES 
ATTRIBUTE HUME ELVAAN 
Hit Points 


TARUTARU MITHRA GALKA 


Magic Points 


Strength 
Dexterity 


Intelligence 


Charisma 


JOB TRAITS 
TRAIT LEVEL 
Resist Blind 5 
Store TP 
Resist Blind 2 
Store TP 


Eon 
| 10 | 

Demon Killer Gives you on edge when fighting demons. 
| 70_| 


HELP MESSAGE 

Gives you a slight resistance against blindness. 
Raises amount of TP gained. 

Improves Resist Blind trait. 

Improves Store TP trait. 


Resist Blind 4 Improves Resist Blind trait. 
Resist Blind 4 
Store TP 

Resist Blind 6 
70 


Improves Resist Blind trait. 
Improves Store TP trait. 
Improves Resist Blind trait. 


Store TP Improves Store TP trait. 


ABILITY 
Meikyo Shisui 
Warding Circle 
Third Eye 
Meditate 


LEV INTERVAL DURATION TARGET 


Rae eee Mee 
Ea 2 ae a 


HELP MESSAGE 
Lowers TP cost of weapon skills to 100. 
Grants resistance against demons to party members within area of effect. 
Allows you to dodge the next attack directed at you. 
Gradually charges TP. 
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SAMURAI EXTRA JOB QUEST 

LOCATION: Norg 

CLIENT: Jaucribaix 

REQUIREMENTS: must be at least level 30 

ITEM(S) NEEDED: Sacred Sprig, Sacred Branch, Oriental Steel, Bomb Steel 
REWARD: Mumeito, ability to become a Somurai 


To become a Samurai, you must first do a couple tasks for Jaucribaix. He wants you 
to get him a sacred branch and some bomb steel. Two other people nearby have the 
items you need to summon the monsters that carry Jaucribaix’s materials, Ranemaud 
gives you a sacred sprig and Aecka gives you some oriental steel. You can get 


Jaucribaix’s items in any order. 


To get the sacred branch, go to a huge tree on the eastern side of Zi'tah Sanctuary 
L-10). There ts a passageway thar you follow east leading up to the tree. If you use 


a hatchet on the unidentified point on the huge tree, the Guardian Treant will appear. 


After defeating the treant you must trade the sacred sprig to the unidentified point 


» } - i} -} 
in order to obtain the sacred Orancn. 


To get the bomb ste ‘| to Konschtat Highlands to area D-8. If you trade the 


oriental steel to the ur nt there, a bomb enemy named Forger is drawn 


to your offering 


4 attacks. Defeat the monster to get the bomb steel. If you fight 
4 


the enemy with a party, it only drops I bomb steel; 


wc Je th cntalvareel 
you can trade the omental stee 


to the point every three 


wutes. 


Return to Jaucribaix with the items he requested. He then tells you to return to him 


in three 


Vanadiel time). t t Ing sO, ves you mumeito and the abili- 


ty to become a Sar 


PLAYING AS A SAMURAI 


One of the most unportant factors 


ng up toward Samurai status 


is tO train m the right manner If you 


be a spear-wielding Samurai 


rs often during the Warriors 


out Dexterity to prevent long and 


ly misses, so look for Dexterity-enhanc- 


ing equipment along the way 


During battles, Samurai have a fun task. Get your character's TP to rise as quickly as 


possible and unleash countless we apon skills nst your enemies. Some groups may 


as soon as possible. Wi 


' 
ns and instead use sk f 


even ask you to forgo skillch 


weapon skill thar strikes multiple times (like the spear/polearm skill Penta Thrust), 
you can restore a fair percentage of TP just by making the attack! This leads ro bat- 


tles where you can easily use weapon skills two or three times on a single target. 


HOW LONG TO SOLO 


Soloing isn't bad during the early levels, and it isn't hard to get into parties. This 
enables you to dictate the duration of your solo activities. In general, go after nice, 
even match enemies for a while. With a good support job, a Samurai is very deadly, 


so even matches won't be tough during early levels. When you're ready, join a party 


and use your character’ abilities in an even more offensive manner, 


YUMMY TARGETS 


Anything that is easy to hit will be 
chewed up by a Samurai. With enough 
Strength and a good weapon, a 
Samurai can unleash big damage. This 


only improves as your character gains 


access to higher weapon sk Only 


Dark Knights, Bl: 


Samurai! 


CAN WE GET A LITTLE D OVER HERE? 


Be aware of a Samura 


's low Agility avoid monsters that cause damage too quick- 


ly. You can pound through other monsters given some time, but you don't want to face 


} 


ir 
nail 


anything that rips players ir with several blows. Although a Samurai has the Hit 


Points, his Agility ensures that those heavy 


cks will land with grim certainty! 


PARTY DYNAMICS 


Many Samurai, especially Samurai/ Warriors, can join groups without fail. You can 


back up tanks if there is a sudden problem, and a Samurai’s consistent damage will 


please even a grizzled veteran. A Sa 
' 
abilities to do grear things 


urat eventually gains enough complementary 


A Samurai can quickly take the place of a Ranger, Dark Knight, Dragoon, or Monk 
on the frontlines. Of those, few can hold their ground for long if aggression turns 
their way. A Samurai has just enough armor, Hit Points, and Vitality to make it 


through when a Warrior falls or simply has ro give up aggro, 


ARE KATANA YOUR BEST CHOICE? 


A great katana calls to every Samurai who is born for battle, but there are things to 


t 1 , 1 1 
ponder before choosing this weapon. The issue involves ills with multiple strikes. 


Is that hit many times will raise your character's TP very quickly, which 


Weapon sk 


is the core of Sam power. Thus, you want a weapon that gives you that oppor- 


te attack and have a five 


tunity. Polearms start 1 ot weapon skill by 


skill level 150. This is very early to gain access to such an 


y, and ic will make 


¢ enjoyable to see its 


your Katana are slower than some of the better skills, 


so take thar into consideration 


EQUIPPING ITEMS 


Get the best weapon possible for any level and fill out your Dexterity and Strength. 


Although armor is important for anyone on the front line, a Samurai’s offense is so acros 


valuable to a group that success may hinge on your ourput. 


INCOMING b= 
/party Incoming <t>, We are under attack 2 
ASSIST rea 
/assist “Name of Primary Tank" cS 
TP REPORT : <x 
/party My TP=<tp> = 
RUN Ue 

ar) 
/automove 5 
WEAPON SKILL a 


/party Using Tachi: Goten on <t> 
/ws “Tachi: Goten" <t> 
TWO-HOUR! 
/party (Using 2-HR): Many cuts will be theirs 
/ja “Meikyo Shisui” 
WARD 
/party Using Warding Circle, Demons are attacking! 
/ja “Warding Circle“ 
THIRD EYE 
/ja “Third Eye" 
MEDITATE 
/say Victory is the reward of a vigilant mind 
/ja “Meditate” 


SAMURAI AS A MAIN JOB 


A Samurai ts divine; who wouldn't fall in love with such a honed melee fighter? They 
sure aren't bad as a support job either. No matter what you choose, this job will con- 


tinually renew its worth to you and your allies. 


SAMURAI/WARRIOR 


The vast majority of Samurai characters level as Warriors ahead of time and use that 
as a support job when the opportunity arises. This pairing is nearly perfect because 
of its ability to mix offense and defense during normal situations and to bury itself 


in total rage when monsters are looking the wrong way. 


SAMURAI/THIEF 


The central goal of the Samurai is to deal damage through weapon skills. This is 
only possible when a character can strike often and successfully (thus building up 
Technique Points le I he Samurat I hief is effective because of the increased 
Dexterity. I laving Sne ak Attack along with the weapon skills of a Samurai are also 


] 
glorious, 


SAMURAI AS A SUPPORT JOB 


The TP increase from using Samurai as a support job makes it ideal for any physi- 
cal job, even if they use ranged weapons. This leads pl ayers TO gain extra uses for their 
weapon skills, If you depend more on these to deal damage, a Samurai is a better 


choice than Warrior and its Double Attack potential. 


DRAGOON /SAMURAI 


This option 1s wicked although it takes lots of time to level a Warrior and train in 
F 

both of these extra jobs. Ac least you will have a spear/polearm mastered the entire 

way. Beyond thar, the solid Strength, Hit Points, and damage of this combo bring it 


to one of the highest levels of the game 


WARRIOR /SAMURAI 


This combination is superb as well. All of the flexibility of a Warrior added to extra 


TP and abilities. A Samurai is one of the best support jobs for a Warrior 


RANGER /SAMURAI 


Rangers already lay waste tO anything ona field, and the added use of weapon skills 


outweighs many of the offerings that other support jobs offer. The only downside 


of this deadly character is a somewhat lower Agility. 
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special abilities. Similar to magic, Ninja 
dont use Magic Points to accomplish 
gery of the same goals. These powers 
“are a mix of stealth- enhancing effects 
and enfeebling techniques. Some 
Ninjutsu abilities even deal direct dam- 
age and make an enemy weaker toward 
one of the elemental types; this makes a 
oF very useful when beh with Black 


Blemental weapons or soe 


Ce) NINJA RACE CHOICES 
Siu Ninja benefit from high Agility, but like most fighting dasses they’ ore also interested in 


\Vitolity, Strength, and Dexterity. Although Ninja wear light armor and have moderate hit points, 
all the races contribute something to make this job o wonderful choice for onyone interested, 


Galko Ninja have greater hit points and can take more damage from enemy attacks. You may 
want to try acquiring some equipment to boost their agility to help them with some of their 
skills. Galka Ninja ore fun to play because the spellike obilities of the Ninja provide them an 
opportunity to revel in some of the mystic orts without the associated loss of Magic Points. 


Elvoon Ninja ore crafty and have the ability to fake more hits, with their higher Vitolity. They 
con really work to dish out the damage when they attack from behind or on the enemy's flank. 


Mithra. make really wonderful Ninja 
becouse they have a wonderful Agility. 
With their stupendous hit rate, Mithra 
Ninja con soften enemies with their 
Ninjutsu techniques ond then caw 
their way through the enemy's hit 
points. Their high evasion also gives 
them a good opportunity to evade ony 
enemy attacks. 


Because they are so well balanced, o 
Hume Ninja also makes good choice. 
They have nice Agility and Vitality, ond 
they have everything that they need to 
switch to ony support job. Due to their 
attributes, they make o very practical 
choice for the Ninja lifestyle. 


Torutoru are very good in any of the Ninja/‘mogic class combinations. With their nice Agility, 
Torutoru hove « good chance of evading enemy attacks, and the addition of some Red Mage 
or Black Mage enfeebling spells, or some White Mage healing, makes the Tarutaru Ninja fun 
ond versatile to play. 


JOB ABILITIES 
ABILITY LEV INTERVAL DURATION TARGET 


= 
& 
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Ninja are known for their huge array of 


| 


THE INVISIBLE HAND GUIDES WITHOUT CONSENT 


Do not move but listen to what | have to say. Those who show prowess in stealth, guile, and dis- 
cretion have the potential to find something beautiful in their training. IF you find that black magic 
and bottle provocation are too mundane, ponder the lotus blossom and the wayward crane, Seek 
to destroy on enemy through misdirection and win allies through survival. We do not meet the gale 
head-on, but bend with it as the grass and clouds. If your mind is a greater weapon than either 
strength or wizardry, then try to follow me. There is much to teach, 


NINJA STARTING ATTRIBUTES 
ATTRIBUTE HUME —_ELVAAN —TARUTARU =MITHRA —_GALKA 


Magic Points 


JOB TRAITS 


TRAIT LEVEL HELP MESSAGE 
[5 | ‘towers chance being detected by eins, 
- oe Re Gives you a slight resistance against bind. 
‘DuolWild [10 | Allows you to equip two weapons. 
Dual Wield = Dual Wield trait, 
Resist Bind es Resist Bind trait, 
Dual Wield —- sao Dual Wield trait, 
Resist Bind | 50 | Improves Resist Bind tat 
Dual Wield Improves Dual Wield trait. 
‘Resist Bind | 70 | Improves Ress ind trait. 


HELP MESSAGE 


NINJA EXTRA JOB QUEST 

LOCATION: Port Bastok 

CLIENT: Ensetsu 

REQUIREMENTS: Must be at least level 30 


When you return to Port Bastok and 
talk to Ensetsu again, he tells you to 
travel to Norg and give the strangely- 
shaped coral to Ryoma. In return for 


the coral, Ryoma gives you the sealed 


ITEM(S) NEEDED: Strangely. Shaped Coral, Seoled Dagger ch ee BORE S 
REWARD: Ability to become a Ninja become a Ninja. ‘ om 
To become a Ninja, you must speak with several people: Kaede (located in a house pe 
in 1-5), Kagetora (found in a warehouse in area F-5), and finally Ensetsu (same = 
house as Kaede, but in a room to the left), Ensetsu actually gives you the quest. First, | pis 
trayel through the Zeruhn Mines to Korroloka Tunnel. Near area K-8/L-8 of the =I 
northwestern map, there is a spot that is different from the rest. It is unidentified, Sf 
and examining it brings three Korroloka Leeches to attack you. Kill the leeches and 
examine the spot again to find a piece of strangely-shaped coral. 
NINJUTSU LIST 
NAME LEVEL ELEMENT RANGE TYPE MAGIC SKILL MP TIMETOCAST TIMETORECAST HELP MESSAGE 
Tonko: Ichi aa =| aes Uses the ninja tool, “shinobi-tobi.” Lessens chance of 
being detected by sight. 
Utsusemi: Ichi et Wind oat |? i a Uses the ninja tool, “shihei.” Creates shadow images that 
each absorb a single attack directed at you. 
Katon: Ichi ce Fire = a Uses the ninja tool, “uchitake.” Deals fire damage to an 
enemy and lowers ifs resistance against water. 
Hyoton: Ichi lee ee ei || (eae Uses the ninja tool, “tsurara.” Deals ice damage to an 
enemy ond lowers its resistance against fire, 
Huton: Ichi hee eee Gee Uses the ninja tool, “kawahori-ogi.” Deals wind damage 
to an enemy and lowers its resistance against ice. 
Doton: Ichi fan agian les ee ee Uses the ninja tool, “maki-bishi.” Deals earth damage to 
an enemy and lowers its resistance against wind. 
Se |) a 
to on enemy and lowers its resistance against earth. 
Suiton: Ichi pe eaten a0F eS Uses the ninja tool, “mizu-deppo.” Deals water damage 
fo an enemy and lowers its resistance against lightning. 
Kuroyami: i] 19 | Darkness | None fo | 400 | 30.00 | Uses the ninja too, “scrurn.” Binds an enemy. 
Hojo: Ichi ee oe ee, | ee Uses the ninja tool, “kagi-nawo.” Reduces on enemy's 
attack speed, 
Dokumori: Ichi] 27 | Woter | None | | 0 | 400 | 30.00 | Uses the ninja tool, "kodoku.” Poisons an enemy. 
Jubaku: Ichi | 30 | ke | None | eS 2 NE se Uses the ninja tool, “jyusatsu.” Paralyses on enemy. 
Tonko: Ni ie ee oe 45.00 Uses the ninja tol, “shinobi-tabi.” Lessens chance of 
being detected by sight. 
Utsusemi: Ni Wind fat hes Eo Uses the ninja tool, “shihei.” Creates shadow images that 
each absorb a single attack directed at you. 
Katon: Hi ee Fire ee ae Uses the nina tool, “uchitake.” Deals fire damage to an 
enemy and lowers ifs resistance against water. 
Hyoton: Ni (eas oa et es Uses the ninja tool, “tsurara,” Deals ice damage to an 
enemy ond lowers its resistance against fire, 
Huton: Ni Bee Ge Cee Uses the ninja tool, “kawehori-oi.” Decl wind damoge ° 
to an enemy and lowers its resistance against ice, = 
Doton: Ni re Masel i oe Uses the ninja tool, “maki-bishi." Deals earth damage to S 
an enemy and lowers its resistance against wind. 
[a 
toon enemy and lowers its resistance against earth, 
Suiton: Ni CS cee a Uses the ninja tool, “mizu-deppo.” Deals water damage 
to. an enemy and lowers its resistance against lightning. 
Kurayami: Ni | 44 | Darkness | None | Ninjutsu] Ninjutsu} 0 | Uses the ninja tool, “sairui-ran.” Blinds an enemy. 
Hojo: Ni BS ee Uses the ninja tool, “kagi-nawo.” Reduces an enemy's 
attack speed. 
Dokumori: Wil 52. | | Ninjutsu | 0 | 150 | | 45.00 | Uses the ninja tool, “kodoku." Poisons an enemy. 
Jubak: i PRS eR Uses the nina ol, “yuu” Prayses an ene. 93 
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PLAYING AS A NINJA 


Ninja are many things rolled into a sin- 
gle, attractive package, These stealthy 
characters have elemental direct-dam- 
age spells, enfeeble spells, selfenhance 
magic, and melee abilities. Although 
limited in terms of weak active and 


passive abilities, the use of Ninjutsu 


makes up for those deficiencies. 


Ninja are at their best with some time to prepare for the battle ahead. They can cast 
enhancing spells on themselves to increase their ability to dodge attacks, then attack 
an enemy early on with Ninjutsu. Then engage in direct combat and whittle down 
the enemy with the rest of your group. Armed with a flexible support job like 


Warrior, you will find endless fun and novelty in this profession. 


HOW LONG TO SOLO 


Ninja can solo perfectly well during the early levels. No matter what job was taken 
during the early stages, it will take a few hours before a Ninja feels entirely com- 
fortable, Dark Knights are the closest thing to a Ninja, but even these two jobs han- 


d le very d 1 fferently. 


Switch out of soloing once you feel comfortable with this new job. This will prob- 
ably be between level six and 10. It really depends upon your style, but there is no 
need to rush. If you're still learning new things about playing as a Ninja, it is unlike- 


ly that you will become bored with soloing. 


Although challenging, it’s nice that the skills of this profession are spread out so 
evenly, During the first 20 levels or 50, you will frequently gain entirely new aspects 
that can be used to attack enemies or defend yourself. Mastering dual weapons 
occurs at level 10, level 12 has the first attack absorb, level 15 has elemental Ninjutsu 


attacks, and so on. 


YUMMY TARGETS 


Ninja love to cripple anything that their party is going against. If the beast has an 


elemental weakness, the Ninja will expose it further. If the monster isn't being enfee- 
bled by a mage, a Ninja can do that too. Ninja can do almost anything, so it's real- 


ly a matter of filling the gaps as you engage a target. 


When soloing at low levels, Ninja perform surprisingly well against monsters with 
high attack intervals. Even though a single hit can really sting at this point, Ninja 
have such high Agility that you can get away with quite a bit before your character 


suffers for it. 


WEAPON SKILLS 


As a primary job, Ninja take swords, claws, or katana for their main use on the front- 


lines, The single-handed katana is nice enough, but this weapon's skills aren't as pow- 


erful as some of the other weapons. 


When Ninja are used as a support job, they eventually gain the ability to wield two 
weapons to whatever primary job is being undertaken, This enables the character to 


wield awkward weapons, such as axes, if the main job specializes in such equipment. 


USING DUAL WEAPONS 


Before long, your character will perfect Dual Wield, or the ability to equip two 
weapons at the same time. This looks stunningly cool, bur how effective is m 
Ultimately, this ability doesn't double a Ninja’s attack power. Your character's attack 
interval increases W hen wielding a second weapon, $o it feels more like you're using 


a single, large weapon instead of two smaller ones. 


Without weapons that add substantial bonuses to your character, this is only a triv- 
ial boon most of the time. However, strongly enchanted weapons are far more use- 
ful. Anything that adds Strength, damage, or useful elemental properties will be dou- 


bled. 


BEING IN A PARTY 


Ninja can bring so many skills to a party that they are easy to slip into any group. 
Melee-centered parties can use the enfeeble magic and extra damage, while magic- 
centered groups are happy to have another person on the frontlines who can distract 
and frustrate enemy eff rts, Only a party thar is light on healers will be reluctant to 


take in a Ninja. 


EQUIPPING ITEMS 


Go for weapons that raise your character's ability to inflict damage, and look for 
weapons with elemental properties to take advantage of a Ninja's Ninjutsu abilities, 
Look for armor that raises Dexterity and Agility; both of these are very important. 
This is one of the rare jobs that relies far more on evasion than having Hit Point and 
Vitality. Ninja are quick enough to stay sale if they pump enough of their efforts 


into Maxing evasion and Agility. 


NINJA AS A MAIN JOB 


Those players who enjoy Red Mages will have a great time as a Ninja. There are 
many fitting support jobs, and it isn't hard co fill a particular role for a party, exce pt 


for healing. 


NINJA/WARRIOR 


Ninja have a huge bag of tricks when they take Warrior as a support job. The abil- 

ity to change your character's attack/defense ratio with Berserk/ Defender gives a 

Ninja greater breadth. Once the Utsusemi Ninjutsu is acquired, you can do some 
2g J T 


major tanking. 


Jinja aren't tanks by nature, but this combo creates a powerful pseudo-tank just by 
N t tanks b cure, but ch k t ful do-tank I 
itself. It takes a lor of gil to maintain the Ninja/ Warrior combo, but it will get you 


into large parties time and again, 


NINJA/THIEF 


Thieves complement the Ninja's natural attribute, and it isn't bad to have Sneak 
Attack and Trick Attack. You will have to play a very mobile Ninja to make this duo 
work at its finest, bur at higher levels the Ninja/Thief can be very successful. 
Because of this combo's speed, Ninja/Thief characters often serve as pullers in 


dangerous areas. Later in the game, safe pulling is very important, 


NINJA/RED MAGE 


A rare choice, there is more here than meets the eye, Red Mages have enfeebling 
magic and self-enhance spells that Ninja lack. Together, these powers make a Ninja 
a sort of elemental fighter. It takes more planning and finesse to execute the plans 


of a Ninja/Red Mage, but your battles will be more exciting than almost any other. 


NINJA/SAMURAI 


The Samurai sub is fun for a Ninja, but it focuses on one of the weaker sides of the 
Ninja profession: weapon skills. Although Ninja are better in melee combat in this 
union, you won't be able to use them as ultimate pullers, tanks, or enhancing 


magic/enfeebling magic characters. 


NINJA AS A SUPPORT JOB 


As a means of boosting Agility, Ninja do well in a supporting role. However, many 


of the best Ninjutsu abilities are not terribly low level. This makes it very difficult 


to get the best out of a Ninja. Compounded by a poor spread of Passive Abilities 


and no supporting Active Abiliti Jinja are a hard sell in this area. 


acros 


INCOMING = 
| /party Incoming <t>, We are under attack pee} 
ASSIST hve 
| /assist "Name of Primary Tank" 
TP REPORT 
| /party My TP=<tp> 
RUN 
| /automove ’ 
TWO-HOUR! ee 
/party (Using 2-HR): Peace is found when one seeks noth- 
ingness 
/ja “Mijin Gakure" <t> ; 
BLIND NINJUTSU i 
/party Blinding <t> nuh 
/nin “Kurayami: Ichi" <t> ; 
WIND DEBUFF , 
/party Making <t> weak to Wind! Ready spells. 
/nin "Doton: Ichi" <t> 
BLINK 
/party (Using Utsusemi): Armor's power is fleeting. Mine 
is not. 
/nin "Utsusemi" 


<me> 


5 


95 


= 
= 
> 
= 
=. 
= 
= 
= 
= 
ey 
> 
=) 
= 
= 
= 
— 
= 
= 


~ 


uoolpaq 


Co 


( >) DRAGOON RACE CHOICES: 


as All races work well as Dragoons, especially with some of the race-specific equipment. 
Strength and Dexterity ore always important to ony melee-bosed job, but Vitality is also 


well worth it. Mind is also useful to hove if you ore interested in a healing support job. 


Those who turn away from the path of 
Standard training and warfare may enter 


the realm of Dragoons. These dragon 


Warriors can fight with enhanced 


prowess against wyrms, some of the 


Galka Dragoons are wonderful and can hold their own very well. With their high Strength and 


most fearsome monsters in the world. ne az : é 
Vitality, Galka ore a natural choice for fighter classes, and Dragoons are no exception. 


More prominent, how ever, 1s their abili- 


ty tO suummon wyverns to aid them In 


Elvaon, with their high Strength and wonderful Vitality are Dragoons par excellence. Their hit | 


battle. These pets are extremely useful and 
points and potential to deal out damage is enormous. 


its one of the job's central features. 


Mithra make fast Drogoons, reeling out the attacks when needed. Their speed is of great use 
in this job, and they make good fighters in this oreno. 


As spear wielders, Dragoons have the ability to perfor m 


jumping attacks, using their spears to level opponents. 


Nothing in Vana diel likes having a spiky Galka land on 


its head 


| POWER OR MOBILITY? 


Which is the greater force in the world of 
military conquest: Power or Mobility? 
Without either, o force con be rendered 
ineffective. Power gives us the strength to 
overbear the evils that climb our walls and 
seek out our loved ones. Mobility is the 
essence of action; it enables us to be where 
we are needed and fight against the great- 
est threats at any time. We, the Dragoons, 
ore the union of both. Our spears held high, we ore driven to be where we ore needed and to fight 
our enemies on the land, in the skies, and anywhere that darkness looms. Our safety lies in our 
wyverns ond our power to engage and disengage ct will. Leaping into the heavens, we are the ones 
to dictate the order of warfare. 


Hume olso benefit from their wel-ounded stats, and they moke solid Dragoons. They are also 
1 able to poir being a Dragoon with any support job, o definite benefit to this versatile fighter 


DRAGOON STARTING ATTRIBUTE 
ATTRIBUTE HUME —_ELVAAN TARUTARU MITHRA —_GALKA 


Torutary Dragoons are perfectly suited to the Drogoon/White Moge path. Their magical abili- 
fies will allow o Dragoon to do some backup healing on themselves and others when things 
get tense. In addition, the wyvern that you have will be able to use a healing breath, which 
con help in ony coming battle. 


PET COMMANDS 
ABILITY LEVEL INFORMATION 


Dismiss Tae Self Sends your wyvern away. 


JOB TRAITS 


HELP MESSAGE 
Attack Bonus Improves power of physical attacks. 
Dragon Killer Gives you an edge when fighting dragons. 


Accuracy Bonus Improves accuracy of physical attacks. 


JOB ABILITIES 


ABILITY LEV INTERVAL DURATION TARGET HELP MESSAGE 


cave || nomoo | wa | sh 
Ancien Ci 
Jump Ee ee 
High Jump | 35 | caso | wa | Moser 
Super Jump 


Calls o wyvern to fight by your side. 


Grants resistance against dragons to party members within area of effect. 


Delivers a short jumping attack on o targeted enemy. 


Delivers a high jumping attack on a targeted enemy. 


Jumps out of targeted enemy's perception range. 


DRAGOON EXTRA JOB QUEST 
LOCATION: Northern San d’Oria 

CLIENT: Oiheaurese 

REQUIREMENTS: Must be at least level 30 
ITEM(S) NEEDED: Wyvern Egg 

REWARD: Ability to become a Dragoon 


San d’Oria has much in the way of history, but it is colored by rumor and Supposi- 
tion, When you talk with Arminibit (in the warehouse cargo room ), you become part 
of a conversation about dragons, dragoons, and a man named Cyranuce. If you then 
proceed to Bostauniex Oubliette and talk to Novalmauge, you learn that Cyranuce 


died a few days ago and one of the convicts mentioned something about dragon slay 


ers. lo learn more, he suggests that you speak to Oiheaurese 


Ojheaurese is located inside the Cathedral (you must speak to Morjean first). You 


are asked to find a wyvern egg and bring it back to the Cathedral before the dragon 


slayer finds it. Before you leave San d’Oria to retrieve the wyvern egg, grab a couple 


of pickaxes to dig out the egg, 


You'll find an Excavation Point in the Maze of Shakhrami, where you'll uncover the 
egg. When you return to the Cathedral, speak with Morjean about this new acquisi- 
tion. Yachemidot says that he knows something about wyvern eggs, so follow his 
instructions and take the Ss to the 


east section of Drogaroga’s Spine in the 


Meriphataud Mountains. Leave the egg on the unidentified sp in area K-38 of 


Meriphataud. After placing the egg, Cyranuce appears. 


The Excavation Point spawns randomly and only lasts for several attempts at mining it. 
Groups frying to complete this quest must be very patient for all of their members fo 
succeed. 


After that event, return to San d’Oria and speak with Rahal Chateau 


d'Oras , who says that Cyranuce is somewhere near Ghelsba Outpost and gives 


you something to help him. There is a small hur with a Hide Door in area G-10 of 
Ghelsba Outpost If you check the door, you are asked if you want to go into the 


; ‘2 1 A Fs ' 
bartlefield. If you answer yes, then you must defeat Cyranuce—in dragon form 


After defeating Cyranuce, you adopt the baby dragon (wyvern) born from the e 


taken by Rahal. More importantly, your character can become a Dragoon! 


PLAYING AS A DRAGOON 


Dragoons rely on two factors to turn a battle in their favor. The famous Dragoon 
jumps are tactically useful, but they still don't make up for the loss of a second 
attack, higher Hit Points, and upgraded attack or defense. The big difference 
between the Dragoon and other melee types is the wyvern thar accompanies da 


Dragoon from level one forward 


The wyvern is.a free ally that will do anything in its power to assist a Dragoon. Able 


to withstand considerable punishment, these loyal monsters can be summoned as a 


Dragoon’s two-hour ability. Unless slain, this will enable the monster to hunt with 


acters 


two-hour has been restored. 


A veteran Dragoon is a team player. Instead of causing massive damage in single 
strikes, these fighters latch onto targets with their wyverns nearby, Although Dark 
Knights inflict more damage by default, a Dragoon with the night weapon skills and 
equipment can approach this frightening realm of offense 


Much like Dark Knights, Ninja, and many other aggressive jobs, the Dragoons do 


their best work with a Warrior or Paladin to grab aggro. This keeps the Dragoon's 


wyvern safe, and it enables the Dragoon to focus on building TP for powerful 


polear m attacks. 


HOW LONG TO SOLO 


Dragoons do just fine soloing in the early levels. Throw Warrior in as a support job 


and watch the sparks fly! Start looking for a party between levels 10-15, because noth 


ing will stop you before then if you're shrewd in seeking the ngl 
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YUMMY TARGETS 


Dragoons are better at fighting Dragons than most other jobs, but don’t start fight- 


ing just yet. First, it isn't until level 25 that a Dragoons job trait against Dragons even 


begins. Second, Dragoon soloing is intended as a quick way to get to your home 


point more than anything else 


Dragoons have more fun fighting with low-evasion monsters, Especially at higher ley- 
els, Dragoons make their damage felt through constant attacks rather than individ- 
ual blows. The job's modest Dexterity makes it important to avoid fast enemies, for 


down thar path lies frustration. 


WEAPON SKILLS 


It’s very difficult nor to tak 


a polearm /speat asa Dragoon. I he weapon skills for 


polea 


ms are very good, especially the sublime Penta Thrust. With these weapons, 
you soon gain the ability to launch a range of attacks (lightning damage, stunning 
blows, or multiple hits). Add to this that Dragoons learn much faster with polearms 


and the choice is clear. 


BREEDS OF WYVERNS 


The Call Wyvern ability brings a Dragoon's most powerful ally to their side, but peo- 


ple will quickly notice that the abilities of these wyverns varies. This is because there 
| ) 
are several forms of wyverns, and the one summoned is determined by which sup- 


port job the Dragoon is currently keeping. 


There are a total of three different action patterns displayed by a wyvern. The type a 
wyvern takes varies with the support job of its master. There are three types of wyverns, 


and the table below shows which support jobs are associated with these creatures. 


WYVERN FORMS 


OFFENSIVE BALANCED DEFENSIVE 


Red Mage 


Samurai 


Offensive wyverns do not respond to magic (since the support jobs thar are associ- 


ated with this variety have no magic of their own). These wyverns attack when their 
master attacks and use their breath attack when their master uses a weapon skill. 
There's a substantial chance that the offensive wyverns will find the weakness of 


their enemies when using their breath attack! 


Balanced wyverns can do a bit of everything. When the wyvern's master uses magic, the 


wyvern will heal its master. Use of weapon skills causes this wyvern to breathe just like 


the offensive variety, but there is only half the chance of finding the enemy's weakness. 


The defensive wyvern doesn't go onto the attack from special abilities at all. Magic 
used by the master encourages the wyvern to cast cure magic on the party, On top 
of that, these wyverns attempt to cure negative status effects that are present on their 


masters when a weapon skill 1s used! 


As the level of the wyvern’s master increases, the wyvern becomes more skilled at 


healing its master and using breath attacks that target an enemy's weakness. 


There is no way for a master to heal his or her wyvern through magic or items. 
However, when its master kneels to heal, a wyvern will also lie down and rest. 
Wyverns cannot be saved for fucure sessions; once a player decides to logout, the 
wyvern will leave. In this case, or in the event that the wyvern is killed, the player 


must wait for his or her timer to run down so thar another wyvern Can be called 


BEING IN A PARTY 


It’s rare to hear other players Say that they specifically need a Dragoon. Anyone who 


has been high enough in level to see a Dragoon, Warrior or Dragoon/' amural 
spamming Penta Thrust will be pleased to help you level and hune. As with all of 
the fighting jobs, simply find a niche as a damage dealer for a group, then stick with 


know n allies for future parties. 


EQUIPPING ITEMS 


Upgrade your Dragoon's polearm first, then work on finding things to enhance 
Dexterity and Strength. Vitality and Agility can take a backseat to these stats, 
be 


ause you want to hit hard and often in most party situations. 


Armor is your last priority. It will always be expensive, plus it can only take you so 


far. Pay for better damage, better stats, then look into heavier protection. 


DRAGOON AS A MAIN JOB 


Dragoons are a stylish choice. You can inflict at least as much damage as a Dark 


Knight, and both jobs get onto the frontlines without being used as tanks. 


DRAGOON / WARRIOR 


This is a melee fighter, pure and simple, Using the Warrior abilities to increase its 
attack effectiveness, this combo can deal enough damage to rival many of the heavy 


combat jobs, 


DRAGOON/SAMURAI 


Using Samurai to focus on weapon skills, this duo is best directed toward mulei-hit 
weapon skills like Double Thrust and Penta Thrust. Ac lower levels, this doesn't 
scem as useful as a Dragoon/ Warrior selection, but the power of the Samurai sup- 


port job grows over time, making the later levels pay for the time spent. 


DRAGOON / WHITE MAGE 
Dragoons aren't as effective as Black Mages, but they have enough spirit to make 
passable White Mages. This is a valuable duo, because Dragoons have a higher Mind 


stat and more opportunities to use white magic. 


DRAGOON AS A SUPPORT JOB 


Dragoons aren't nearly as effective when used as a sub. Without a wyvern, there's not 
much for a Dragoon to do for other players. A spear-wielding Samurai may consid- 
er Dragoon, but Warrior still provides more offensive tools, a better defense, and 


higher attribute bonuses. 


INCOMING 


/party Incoming <t>, We are under attack 
ASSIST 

/assist "Name of Primary Tank" 

TP REPORT 


/party My TP=<tp> 
BEGIN SKILLCHAIN 
/party Starting Chain in 3 Seconds! 
/wait 3 
/party <call> 
/party Using Weapon Skill 
/ws "Leg Sweep" <t> 
RUN 
/automove 
WYVERN CALL 
/ja "Call wyvern" 
DISMISS 
/say Rest now, my friend 
/pet "Dismiss" 
ANCIENT CIRCLE 
/party (Using Ancient Circle in 3): Gather round before 
we brave the Dragon's Fury! 
/wait 3 
/ja “Ancient Circle" 
JUMP 
/party I'll break him in two with this jump 
/ja “Jump" <t> 
HIGH JUMP 
/party From the heavens I fall, into the <t>'s cruel 
heart 
/ja “High Jump" <t> 
SUPER JUMP 
/party First he sees me, now he doesn't 
/ja "Super Jump" <t> 
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This guide has various tools to ease your passage through the early and middle stages of FINAL FANTASY XI. Although perfectly effective on their own, this section provides 


players a central source that compiles many of these suggestions. After deciding on your character's intended race, job, and future job goals, use this section to determine where 


to hunt, when to quest, and how to get where you are going. 
gi } polls 


YOUR FIRST FIVE LEVELS 


The character creation process throws you into Vanadiel. After a brief introduction 


to your capital city, you gain control of your character. Assuming you know the con- 


trol system, it’s time to familiarize yourself with the city. 


The upper sections of Bastok can be confusing for newcomers. Try to leave the stair- 


cases and bridges behind and get to the maps on the southern end of town. There 


are more stores and people there, and you will be able to grab evi rything you need 
from one place (there is a home point near the south-west gate, near equipment 


stores, and an auction house). Read through the quests for that area and see if there 


are some thar you would like to do. 


Learn the city by running around on Stamp Hunt (Arawn's quest), or go into the 
wilderness to collect flint stones on A Flash in the Pan (Aquillina’s quest). These are 
both very simple for early players, thus enabling players to become familiar to the 
local areas. A Flash in the Pan is repeatable for a modest sum of gil, so do it as often 


as possible while going after the worms near Bastok. 


Outside, level up your character by fighting worms and bees, then saplings and stone 
eaters after a time, These soft targets will rarely threaten a low-level adventurer. 
Leveling in Bastok is fast and there are many safe areas to hunt. Quaday are the most 
aggressive monster to worry about, and rock lizards are passive but very nasty for the 
EXP they offer. 


It's fairly easy to get from one place to another in San d’Oria after a few minutes of 
walking. Refer to the maps and head toward the southern end of town to find many 
people, stores, and potential quests. Repeatable quests in that area include The 
Merchant's Bidding (from Parvipon), Starting a Flame (from Legata), and several 
higher-level tasks. In the north, Secodiand wants bac wings and will reveal a quest 


that is very lucrative as well. 


Bats and rabbits are very easy targets for leveling at this point. Be wary of wandering 
Orcs, especially if there aren't other people hunting in the area. These brutes occa- 
sionally wander close to the city gates. Be careful of sheep because of their tenden- 
cy to Link, and don't wander out to Ghelsba Outpost early in the game. Stick with 
light targets and use the contours of the forest to lose pursuit if Orcs attempt to 


aggro your character. 


Windurst is a sprawling city, so moyement from one end to the other can take con- 


siderable time. There are NPCs who help you get from Windurst Waters to Windurst 
Woods (look to the right of the Optistery, by Huntsman’s Court in Waters and near 


the chocobo stables in Windurst Woods). 


Very early on, it’s best to hunt out of a home point in Windurst Waters, This enables 
players to quickly return after getting two-leaf mandragora buds from the tiny man- 
dragora outside and bird feathers from carrion crows. Moreno-Toeno at. the 
Aurastery needs these items, and it’s worth 250 gil per run, As a source of early 


income, this is hard to beat. 


Mandragora variants seem weak at first, but their tougher cousins are difficult at 
times. Although low on Hit Points, they attack twice during hand-to-hand combat 


and possess several powerful abilities (including one for regeneration!). 


eee ae 


Windurst tsn't the easiest area to level up early on, but there are very rewarding mon- 


sters to fight. Crawlers, once they are even matches or below, are pe rfect for financial 


in (everything they drop is worth 200 gil or so because of repeatable quests ), 


1 


Goblins drop several usable pieces of armor, although it’s not common and takes 
f . 


considerable hunting. Hunt the Yagudo for some gil and their necklaces; give the 


necklaces to Nanaa Mihgo in Windurst Woods. 


TRYING A MISSION 


Attempt a mission at around level five or six. These are the city-based tasks that are 


given by the government and its representatives. More involved than quests, these are 


ially performed by several people at the same time. For the first mission, however, 


uite possible to go at it alone 


astok (Zerubn Mines) 


You will probably bump into several adventurers as you venture toward Zeruhn 
Mines. Th 


inside, Everything is fairly safe to fight, and only the giant amoebae are aggressive 


area isnt terribly dangerous, and there are no monsters above level five 


Complete this mission and return co the city for your next task 


[he first San d’Orian mission is a bit harder than the first Bastok mission. Unless 
you wait fer your character to gain a couple more levels, it's best to group with one 
or two other players to hunt Ores together. This keeps the fighting very safe and 


won't increase the time it takes to get enough axes for everyone. If there aren't 


otcish fodder around and your party begins to grow substantially, the early areas of 


Ghelsba might be safe, Be careful of the wide range of Ore levels though; even the 


weak Ghelsba Ores can reach level nine. 


Vindurst (Horutoto Ruins) 


After 


vetting the first mission, travel to the central ruins in East Sarutabaruta and 
fight any interesting monsters along the way. There are Goblins all over that sectior 


cat. The monsters inside the ruins 


of the plains, but they aren't terribly tough to de 


are mostly weak, though there are more Goblins—including some casters. If you 


attempt the missions before level six or seven, find a partner or two. It's fairly com 


mon to find others who are working on MI at the same time. 


GROUPING BECOMES 
IMPORTANT 


As players return from MI and continue to gain levels, it becomes more important 
to group for increased safety and level speed. As characters approach Mission Two, 
it’s important to start trying larger groups and more involved dynamics. Work on 


your character's first skillchain attempt and coordinate things like Provoke, healing 


sro. These 


ind how to icipate are important 1 those who wait longer 


be a bit behi 


to group w 


oe n 
i the learning curve as a result. 


astok (Dangruf Wadi 


It isnt safe to wander around the cliffs of Dangruf Wadi on your own, even after 


level 10. Doa search for play ers in the Dangruf area and see if anyone needs a group, 


If not, stay around Bastok and look for players who are interested in doing M2, 


Once you have several good Bastokans to travel with, walk south and head toward 


the Gustaberg Fumaroles. Dangruf Wadi is to the west of the Fumaroles 
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The level range of monsters in the canyons ts tremendous. The somewhat weak stone The second quest for the Star Onion Brigade demands that you grab several of the 
eaters are only minute ‘Ss walk from AQTTESSEVE Goblins that are level 20 or so, ¢ rabs, omons from the Goblins These Items drop with fair frequency but t still takes a 
hares, and worms are good for leveling, and the mission itself only requires that the number of kills to get enough to complete the quest. This ts especially 1 good task 
group sneak out to 1-8 be fore returning successfully. for Red and Black Mages because the reward is a Blaze Sptkes scroll Running 


around the halls of Horutoto to get these onions will cut a lot of wandering time 


off your work. 


MOVING TO NEW REGIONS 


I here isa lot to da betwee n ley cls 10 and 20. As things slow dow n and jorning par- 
ties become second nature, play ers will learn their place ina group environment. 
Instead of gaining levels every hour (or better), the fighting becomes more drawn out 
and strateg 


locations ts su 


Knowing the best places to fight and taking the time to get to such 


Jenly well worth the effort. Spending more time finding reliable bud- 


lal - an cd 1 he + hing + + > | ' 1 4 - 
Talk to Andecta in Southern San d’Oria before rushing off to the second dies and consistent party members pays for itself before long 


She reveals a quest called Grave Concerns. While dealing with the mission in 


R anpern Tomb, this quest will net a modest bonus of gil and Fame 


The level distribution in Ranperre's Tomb is about as difficult as Dangruf Wadi, z 


astok (Heading to the Konschtat Highlands 


Konschtat has monsters of many levels for parties to level against. The hunting ts 


there are many claustrophobic tunnels to contend with that make maneuvering quite 


difficule. With a small party, the bats in the tomb aren't difficule co fight, plus they're 


a critical pa the mission. If you 


ng a larger group, even the mid-range Goblins k 
x x Dray z good for groups that know where to find the rock eaters, followed by the mystic 
are worthy prey ‘ : 
Quaday later. Jumping the enemy casters in the Highlands is especially easy and fun 


for groups with substantial melee assets. A party with skillchain experience can fi 


s. At higher 


There aren't many times after this where it’s wise for parties to go after 


Quadav of fairly high level without risking their lives in the process 


levels, these monsters link like crazy, and it's usually not worth th 


price in ter 


» after them. Here, however, you need them simply to finish M2 


isk and magic to 


When it's time to brave Mission Three, Palborough Mines offers additonal trials 


t . 1 
mst the Quaday, some of which are near the mid-teens levels while others reach 


1 > 
level 20. 


This task forces groups to learn more about avoiding unwanted aggro. deal- 


ng with linking monsters, and survi hioher-level k ith consis healing 
ing with linking monsfcrs, and surviving hig) evel Combat with consistent healing 


skillet ins, and tactics. 

The Gusge n Mines have many natural and undead enemies for those who tire of 
destroying the Quadav. Having a hearty supply of white magic helps when ghouls 
draw near. Although Gusgen isn't as accessible to low-level parties as the Tahrongi 
( anyon dunge on, the Maze of Shakhrami, IT 1S a OC od spot to le vel sone what high- 
er groups Because there are ghouls around Gusgen at all hours of the day, alliances 


or powerful groups on the Support Job Quest can fight here while looking for mag- 


icked skulls. 


indurst (Further Into Horutoto) 


Don't worry about gathering a group for the second Windurst mission until you get 


there. The lower part of the Horutoto Ruins in East Sarutabaruta often has enou 
players to form one or two full grot 


} } 


t 1 1 
s is a slight boon when slicing throu 


the Goblins that patrol the hallways, but it's considerably helpful when it c I 
to fight the balloons. These monsters can reach level 10 and they resist magic fairl 


well. If your party isn't at full health, the balloons can devastate everyone with their 


suicide ¢ xple S10ON 


La Theine is one of the better leveling spots for parties in the pre-teen levels 
and beyond. Parties can form at the border of the area and move past the weaker 
monsters after joining a party to reach better hunting spots. Lake Ephemere has 
crabs, Goblins, and sheep to satisfy most parties and there aren't enough wandering 
monsters to make it overly dangerous. It's important that mages avoid casting when 
elementals wander by. It isn't that rare to Spot one of them in the area, and nobody 


wants to be chased across the entire area just to stay alive. 


San d'Oria’s third mission is extremely fun for those who like hunting Orcs. To save 
an apprentice who gets taken by these monsters, run out to Ghelsba. Try bringing a 
mixed group of tanks, nukers, and healers and it won't be too difficult to trash the 
Ores that get in the way. There are enough weak Ores to obtain spare gil, and the 
higher-level Orcs are adequate for leveling, although there is certainly some risk 


involved. 


Ordelle’s Caves, out in La Theine, are also inferior to the Maze of Shakhrami, but 


Goblin hunters will find their pick of targets here. Stalking saplings and several bee 


tle varieties are present as well and there are no undead monsters to fear. 


Tahrong: Canyon is a good place to go well before you teach ten if you have a good 
tank and a ranged party (with a couple of nukers). The lower-level monsters in that 
area arent aggressive, and the terrain makes it hard for them to close in and engage, 


especially if the fight starts with a Bind spell and some nice nuking, 


After reaching the teen levels, jon dhalmel-hunting parties and watch borh the expe- 


rience and gil come tn quickly. This is a fine way to raise skills also, as the dhamel 
monsters require a fair amount of fighting to bring down. It takes some prowess to 
fight these monsters while avoiding the wandering Yagudo and elementals, so many 


groups use a pulle r to bring the dhamels back to safer locations. In the fairly open 


land of middle Tahrongi, this isn't di iculr to accomplish. Inexperienced pullers 
should fall back co the south until they master getting around obstacles and the range 


of various attacks 


The Maze of Shakhramt is in the northeast corner of Tahrongi. Although frequent 
ly plugged with adventurers, it's possible to gain levels here. The maze makers are 
weak worms that are easy to obliterate, especially with Barstone to limit the mon- 
sters’ ranged elemental attacks. Be prepared to flee if undead monsters are near the 


entrance, but even these delays won't stop the EXP from flowing freely. 


Mission Three is back in Giddeus, where the Yagudo thrive, Easily one of the least 
taxing missions on the Windurst lineup, you don't need a group to survive this mis- 


sion 1f your character ts skilled in avoiding aggro, 


GRABBING YOUR SUPPORT JOBS 


Few things in FINAL FANTASY XJ are as important or as anticipated as the comple- 


tion of the support job quest. Around level 16 or so, most players Start keeping their 
eyes open for groups that will help them hunt for the right items. By level 18, when 


the quest can be completed, everyone goes into high gear and attempts to gain access 


to this unrivaled ability. 


It's possible to enter Valkurm and fight at lower levels (a party near level II or so), 
bur don't attempt this unless you're confident in your group's ability to take on high- 
er-level monsters, Even the weaker bats in Valkurm are around levels 12 and 15. The 
good news is thar they don't link. The night bats aren't aggressive either, but it's rarely 
worthwhile to stick around Valkurm at night anyway; some players have the tenden- 


cy to race toward the area exits with evil things on their tails. 


| he undead of Valkurm are foul and overly strong. Regardless of your intentions, it's 
Dest £0 Ag nt against Dogys and their uk t 3 your Character ts a higher level. Entire par 
best to fight against bogys and their ilk if your ch higher level. Entire 

tres of adventurers in their high teens just cant cut it against one of these murder- 


ous ghosts. 


The quest for your support job will likely take place in Selbina and Valkurm, unless 
you want to take a ship over to Mhaura instead. In this area, you must defeat dam- 
selflies, snippets, and ghouls CO pet the quest items. Some partics prefer to hunt the 
ghouls in Gusgen Mines because they are found even during daytime hours. Without 
a higher-level associate to assist a questing party, this can be very tedious and diffi- 
cult, especially since many of the undead are powerful. Having a character around 
level 30 is much better for getting this done, if you can manage to convince a friend 


to help out, 


Though people are free to complete this important quest wherever they wish, it is 
PW usually much foster to do the quest in Mhaura even if your character is from the 
western nations. 


burimu and Mbaura_ 


The entrance of Buburimu has hunting opportunities for parties that don't have the 


inclination to hunt in the Maze of Shakhrami. Parties with levels in the low teens can 
pull some of the weaker monsters in Buburimu back to the canyon exit to Tahrongi, 


allowing for somewhat sate fighting yainst tougher Monsters. De eper inside, there are 


fierce Goblins and large versions of 
Tahrongt’s monsters. Bull dhamels, car- 
nivorous crawlers, and other wild beasts 
roam about. Fortunately, there aren't as 
many aggressive monsters here com- 
pared to future hunting sifes, $0 there is 
still leeway for a newbie who wants to 


sneak to N {haura 


It isnt difficult to defeat two of the monsters for the support job quest with a 
healthy party, especially with a powerful ally along for the ride. The bogys that hoard 
one of the three items, however, are just as frightening as those in the west. It takes 


ance to win against bogys. 


a player with a level in the twenties to give parties a 
Some play ers try CO gO against these incredible monsters in alliances under the hope 
of greater safety; that ts nor often productive because the se undead have an area-of- 


effect Drain ability that brings large groups to their knees! 
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THE PATH TO JEUNO 


After leveling to the point where your support job ts capping, it’s time to start look- 
ing toward Jeuno and Qufim Island. There are leveling opportunities throughout that 


area, and people from all three nations can meet there to trade, banter, and compete. 


The ability to ride a chocobo makes it much safer to travel to and from Jeuno, once 
you acquire the Chocobo License. Because each of the crags has a chocobo dealer, it is 
possible to explore the areas around Jeuno without any worry. Some of those aggres- 


sive monsters are around level 40, so casual travelers should give them a lot of respect. 


astok to Jeuno 


Ride from the chocobo stables in Bastok, through Gustaberg via the western passage; 
ride northeast into Pashhow, then continue northeast into the marshlands. Use the 
smaller path north through the swamp instead of going to the east, which forces 
players to backtrack. This saves some time in reaching the outpost in northern 
Pashhow. Rolanberry Fields offers a relatively straight shot to Jeuno, but hurry to 
avoid any problems. There are aggressive monsters both on and off the road, 50 don't 


lose your chocobo, 


an d Oria to Jeuno 


Use the chocobo stables in Southern San d’Oria and leave through the western gates. 
Go southwest through West Ronfaure, following the contour of the land. After rush- 
ing south into La Theine, turn east and head down the hills into the lowlands. Travel 
east into the depths of Jugner, but don't avoid the road there whenever possible. Cut 
across the land and take the eastern route to the river and find the road near the 
bridge. Take the road from there to Batallia Downs, then race east across Batallia to 


find the bridge. 


on: 


The ride from Windurst to Tahrongi is simple enough, Go through East 
Sarutabaruta up the west side and cut over to the Tahrongi Canyon entrance. Slip 
through the path north and slightly west to get a fast route out of the cliffs in 
Tahrongi, then travel north into the Meriphataud Mountains. Get a second mount, 
turn back to the northwest and go into the Meriphataud Mountains, The way from 
the mountain entrance to Sauromugue Champaign is almost directly north, but fol- 
low the lowland paths to avoid the impassible cliffs north of Drogaroga’s Spine. At 
this point, the monsters turn vicious so make haste, The road is too far west up tn 
Sauromugue Champaign, so travel north by northwest unul you find the path after 


it turns. Prom there, the northern split takes you to the Harbor Bridge of Jeuno. 


HUNTING IN QUFIM 


The land worms of Qufim provide a great opportunity to level. Hunt them in par- 
ties after reaching Jeuno; they are around level 25-27, and it isn't difficult to bring 
them down even when they're listed as very tough or even incredibly tough, as long 
as the party is skilled. Having Red or White Mages along helps greatly against the 
worms. Red Mages have Silence, which prevents the monsters from using potent 
Stonega spells. White Mages cannot equal this, but their Barstonra magic softens the 


blow of such events. 


An alternate hunting ground for this level range would be the Korroloka Tunnel 
beneath Bastok. The enemies In the tunnel are simular in level and are not guarded by 


night-spawning undead! 


When the experience dims somewhat from the land worms, switch to dancing 
weapons while waiting for your extra jobs. At around level 30, return to Jeuno, see 
what quests or missions need to be done, then head off to find any extra jobs. This 


starts the leveling process over again, but the second time through isn't nearly as tough. 


Timing things so thar your favorite leveling buddies switch to extra jobs at the same 
time is worth it if other players are only a day or so apart. It’s nice to begin anew 
and have a hardcore hunting group just waiting to pull you back into the higher tiers. 


To pass the time, crafting or leveling a support job adds variety to your gameplay. 


One of the first priorities upon arriving in Vanaidiel should be the proper equipping and arming of your character. The equipment system in FINAL FANTASY X1 is based on 


a level requirement system. There's no need to worry about broken swords and cracked armor in Vanadiel; instead, you must focus on your character's level of experience and 


job when purchasing, making, or otherwise acquiring equipment. 


If your character's level is too low to equip a piece of armor or a weapon, then you 
must hold it in your inventory until such a time as he or she reaches the required 
level. While this system cuts down on the fees associated with repairing equipment, 
it does strictly limit what your character can use at a particular level. This creates 
something of a level playing ground between you and the other players, thus enabling 


you to identify other characters of the same level range by sight. 


On the other hand, you cant purchase insanely high-level equipment for a low-level 
character. Additionally, if you want to use previously purchased equipment you're 
saving for a character mn another job ata high level, you must dedicate valuable stor- 
age space to those pieces. If not, you'll be forced to purchase the same equipment 


later on! 


Weapons 


The type of weapons your character can equip depends entirely upon his or her job 
at the time, Monks are fairly limited to hand-to-hand class weaponry, while Warriors 
can equip most any type of weapon. You must decide which type of weapon you 
want your character to specialize in, However, it’s tmportant to take into considera- 


tion the job's natural inclinations along with your own job plans for your character. 


Characters develop profictency in weapon classes through actual use of the weapon. 
During battle, a character gains experience points in small increments that apply to 
the weapon's combat skills. When your character's weapon-based combat skill reach- 
esa certain level, he or she learns a Weapon Skill (a powerful attack based upon the 


weapon). 


When you change jobs, your character doesn't lose his or her weapon proficiency; it's 
merely capped downward based on the new job and the character's current level in 
that job, For example, say you start a game as a Red Mage and build up that charac- 
ter's proficiency with a dagger-type weapon. When you switch to the Thief job, your 
character retains his or her ability with a dagger/knife and starts each new experi- 


ence level with that weapon's combat skill level maxed out. 


The following tables list the weapons in each weapon class through level 75 and the 
Weapons Skills you can learn through use of those weapons. Keep in mind that some 
weapon skills are limited to a particular job, The weapons are listed by level and then 


broken down further based on the delay of the weapon (higher delays first). 


Only instruments used to physically inflict damage earn weapon skills attacks. This is 
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CESTI CLASS WEAPONS 
WEAPON NAME LEVEL DMG DELAY SPEC PROP 


ADD EFFECT WAR MNK WHM BLM RDM THE 


You can purchase equipment from a variety of sources. In addition to the usual 
weapon and armor shops, you can bid for used pieces of armor at auction houses, 
Depending upon the value of the item and its demand, you may find an opportuni- 
ty to acquire the equipment at a better price than a shop. In addition, the auction 


house tends to be a better place to resell unneeded equipment than a store. 


Alternatively, you can turn to the Crafting Guilds to make armor and weapons. 
While this feat takes practice and materials, if you start building your character's 
crafting skills early on, you can eventually match your character's abilities with your 
equipment needs. Just make sure you specialize in a guild that makes the kind of 
equipment your character will need! To find out more about this, check out the craft- 


ing section of this guide. 


The weapon skill tables in this section rely on the following legend: 


All Jobs can use this WS 

Must have specified job as main or support job 

Must have specified job as main job 

A certain quest must be completed to learn this WS and must have specified 
job as main job 


HAND-TO-HAND SKILLS 


SKILL NAME JOB LEVEL HELP MESSAGE 


Gabe Fas Divers thveefld ofick. Domage 
varies with TE 


Shoulder Tackle | AllJobs | | 40 | Stuns forget. Chance of stunning varies with TP 


One Inch Punch fase coms ea Delivers an attack that ignores target's 
defense. Amount ignored varies with TP. 

Deals critical damage. Chance of critical hit 

varies with TP 

Delivers a fivefold attack. Damage varies 

with TP 


Spinning Attack | AllJobs} =| 150 Delivers an area attack. Radius varies with TP. 
HowingFst__| SP_| wn | 200 _| Damage varies wih Te 
Drogon Kick | SP_ | Mak | 225 _ | Damage vrs wih 
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DAGGER SKILLS 
SKILL NAME JOB LEVEL = HELP MESSAGE 


Wasp Sting |All obs | Ere Poisons target. Duration of poison varies with TP. 


Viper Bite ROM/THE/BRD/RNG/NIN Deals double damage and poisons target. Duration of 
poison varies with TP. 


Shodowsiith | Alots | Binds torget. Chance of binding varies with TP 
Gust Slash is ee ee Deals wind elemental damage. Damage varies with TP, 


Cyclone RDM/THF/BRD/RNG/NIN 125 Delivers an area attack that deals wind elemental damage. 
Damage varies with TP. 


Energy Steal foe Sar Sei ae Steals MP. Amount stolen varies with TP 

Energy Drain | EX | ROM/THE/BRO/RNG/NIN. =| Steals MP. Amount stolen varies with TP. 

Dancing Edge i 3. i gsi to Delivers a fivefold attack. Accuracy varies with TP 
ay an Ge Yas hee Delivers a twofold attack. Damage varies with TP. 


Evisceration Ea WAR/RDM/THF/BST/BRD/RNG/NIN Ea Delivers o fivefold attack. Damage varies with TP. 
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SWORD SKILLS 

SKILL NAME JOB LEVEL HELP MESSAGE 
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Shining Blade pile |__|) Dea light lament domage. Damage vais wih Te 
Seraph Blade a a ae Deals light elemental damage. Damage varies with TP. 
Girdle Blade Ics SE ES Delivers on area attack. Rois varies with T. 

Spirits Within Se Beet FES Es Damage varies with current HP ond TP. 
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Enhances effect of 

Dragon Killer 
GREAT SWORD SKILLS 
SKILL NAME JOB LEVEL HELP MESSAGE 
todos | abiebs || 10 | age vies wi 
Power Slash Mawes Deals critical damage. Chance of critical hit varies with TP, 
Frostbite | alldobs | sf 70 | Deals ice elemental damage. Damage varies with TP 
Freezebite Lowe | 100 | Deals ice elemental damage. Damage varies with TP 
Shockwove | AllJobs | | 150 | Delivers on area attack that puts target to sleep. Duration of sleep varies with TP 
Crescent Moon pnt vein Ll Damage varies with TP 
Sickle Moon | SP] PLO/ORK ~—| 200] Delivers w twofold attack. Damage varies with TP. 
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AXE SKILLS 

SKILL NAME HELP MESSAGE 

Raging Axe Delivers a twofold attack. Damage varies with TP. 
Smash Axe Stuns target. Chance of stunning varies with TP. 
Gale Axe Chokes target. Chance of choking varies with TP 


fwolance xe | Alot || 100 
Spining Axe |X| waR/DRA/BST__| 150 _| Damage varies wih Te 
Rampage | Allobs | =| 175 | Delivers fivefold attack, Chance of critical hit varies with TP 
Calamity | SP wanest | 200 | Damage varies wih Te 

Vital Axe Damage vores wih TP 
Decimation |__| war/onc/ast/RnG | 240 | _Delvrs threefold aac. Damoge varies wih TE 


Damage varies with TP. 
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SKILL NAME LEVEL 
Shield Breok ETS EUs ET 
iron Tempest | Allobs | == | 0 
Sturmwind |X| WARMDRK | 70 
Armor Break | AllJobs | | 100 
Keen flge | Aobs | | 150 


Weapon Break | Abuobs | | s_ 
Raging Rush] SP | ak 200 
ae ee ee 
Sel (ydone_] ev | warrork 240 
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HELP MESSAGE 
Lowers target's evasion. Duration of effect varies with TP. 

Damage varies with TP 

Delivers a twofold attack. Damage varies with TP. 

Lowers target's Defense. Duration of effect varies with TP. 

Deals critical damage. Chance of critical hit varies with TP. 

Lowers target’s Attack. Duration of effect varies with TP. 

Delivers a threefold attack. Damage varies with TP. 

Lowers accuracy, weakens attacks and defense, and impairs evasion of target. 
Damage varies wit TP. 
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Spiro Hel _|_ev_| waryorcast_| 240 


ADD EFFECT WAR MNK WHM BLM RDM 


THE PLD BST SAM DRK BRD RNG DRG NIN SMN 


HELP MESSAGE 
Domage vories with TP. 
Deals darkness elemental damage. Damage varies with TP 

Deals darkness elemental damage. Damage varies with TP 

Blinds target. Duration of blindness varies with TP 

Delivers on area attack. Radius varies with TP. 

Deals crifical damage. Chance of crifical hit vories with TP. 

Delivers a fourfold attack that silences target. Duration of silence varies with TP 
Delivers a twofold attack. Damage vories with TP 

Damage varies with TP. 
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Shing Srte | abs | | 10. |e emer damoge. Damage vrs wh TE 
SeraphStrke | EX __| WAR/WHM/PLO/DRK/SAM | Deals light elemental damage. Damage varies wih TP 


Brainshaker Stuns target. Chance of stunning varies with TP. 

Starlight Restores MP. Amount restored varies with TP 

Moonlight Restores MP for party members in range. Amount restored 
vories with TP. 

Skullbreaker Lowers target's INT. Chance of lowering INT varies with TP 

True Strike Deals crifical damage. Accuracy varies with TP. 

Judgment Damage varies with TP. 

Hexa Strike Delivers o sixfold attack. Critical hit chance varies with TP. 


Black Halo Delivers o twofold attock. Damage varies with TP 


J00.1. igh ag. 


SNOdVIM 


WEAPON NAME LEVEL DMG DELAY SPEC PROP ADD EFFECT WAR MNK WHM BLM RDM THE PLD BST SAM DRK BRD RNG DRG 


|ANIWdIND3) 


NIN 
tooth — eee [ibe he por ey 
ee ee ee a EE SS eee ee 
Hox Co ES eo es BS i Se i ee a Ee Ie 
Mace! AA Ob ——} ah a =) 1) —] — } > 
i a ln ei, is’ id a SB Us 

Accuracy+5 
Royal Sqir'sMoce_| 20+ | 16 | 21 [ames | = | S| TOT OT CT TOU UT | CT | CT | 
ee aie EDD a Se | A ee 
dines | se) ih mf. i O_O ff. Ol fT} 
toynoce |e | ow | mo] tttdoroe TS] TOT oT | TOT UT UT tT 
Hoy ocest | aie | 25 | | tin domme “| S| TO] | | [O] | | | | | [| 
ee ES ED CD ee a Ee 2 ee 
Darswelnocesi | s+ | 3 |e] == | = |S] TO] | Th TOU] UT UT UT Tt 
Donon Wace | $8 | 29 | s00 |wns7 | Rees HP SS 
Pim Noce | 7+ | 34 | soo [ver [S| |O| | baht hem 


q 


Shs 
Pinon Mees | os | a5 | a fone sts ae ee ee eee ee 


Buzdygan + MP+10 DEX+2 
ViT+2 


HAMMER CLASS WEAPONS 


WEAPON NAME LEVEL DMG DELAY SPEC PROP ADD EFFECT WAR MNK WHM BLM RDM THE PLD BST SAM DRK BRD RNG DRG NIN SMN 


fefetm{ ft f fet t fot ttt ti 
cen Se ee 
Sas aS Er 
SSS eo ee ee ee ee ee ee 
cool EES fro Pc, Bo 


Decurion’s Hammer 
Warhammer 


Warhammer +1 


Holy Maul 


Holy Maul +1 


Besed Hanmer fefetar ese [Tol 
poets | 


Arcana Breaker a orcana: 
Weakens sane Ex 


[65s | se | 340 [acto | tet tH EE 


WAND CLASS WEAPONS 


Hope vind [te | a | m6 ter mist | 
Maple Word +1 | t+ | 4 | 210 |rezunos? | 
WilonWond | | 5 | m6 | mrezmns? 
WilonWond +1 | 9 | 6 | m0 | ints3nnoss | 
Hermits Wand Ene INT+2 MND? 

Spell interruption 

rote down 25% 
tew Wan | is | 7 | m6 | intesnoss | 
YewWord+1 | tae | 8 | 210 [ntsamnoss | 


Eremite’s Wand 28+ 216 | MP+5 INT+2 MND+2 
Spell interruption 
Eremte's Wand +1 Balers 


Chestnut Wand 10 | 216 | 
[ste | | 20 | 
[als | rz | 26 | 
Rose Wand 48+ a | ae | 
Rose Wond +1 48+ is | 200 | 
Tren Magica Wnd] SO | 15] 20 | 


Sloth Wand 52+ | 17 | 237 | STR-1 DEX-1 VIET 
AGI-1 INT+7 MND-1 
CHR-1 


thony Wond | 60+ | 17 | 216 | INT+6 MND+6 
Ebony Wand +1 18 | | 20 | 


aa 


Hoy Wand | ors | ie | 26 Jo 


ROD CLASS WEAPONS 
WEAPON NAME LEVEL DMG DELAY SPEC PROP 
Onion Rod las | a | 2m | 
Bronze Rod 
Bronze Rod +1 | Se | 6 | 280 | HP 
Bras Rod ime | 8 | 288 | Head ints) 
Bross Rod +1 | 12s | 9 | 288 | HPd ITs] 
od FanmE 
Rod +1 a | 12 | 288 
| 200 | 


= |3 
co ia. 
=|: 
Rom fe 
= is 
= 
o 
é 
se 


Spell interruption 
rote down 25% 


Solid Wand 
Costing Wand 


MP+20 


= = 
SlFlelclele 
we] Ee wl 
= |Z |= = |= 
SIP IS| lFlf 
S15 ie) pelt 
= 
J 
> 


5 


Ss =lo=/= 
#|F FIESIE 
— ion 7 ao i™ 
2 |? =|2 Elz 
S zit = i= 
eis 2 la Sis 
aS J oo tri~ 
= 
a 


Light damage 


Heat Rod | am | 12 | 
Myth Rod lu | 4 | 28 
Mythril Rod +1 as | 15 | 

Bone Rod 1 43s | 17 | 288 | HP+12 

Bone Rods) | 43+ | 18 | 280 | HP+13 Darknesse3 
ths Rod | sox | 19 | 288 | wes to mts 

Royal Guards Rod | 55+ | 21 | 286 | HPs)8MND+1 GiRe1 


Musketeer Commande’ Fete Ge HPa19 
Rod 


Boiseeltod | us | m2 | soe Jursis 


Lightning damage 


=/=| [sls[s = 
+ i + |< + 
— a en ad w 
o 


WEAPON NAME LEVEL DMG DELAY SPEC PROP ADD EFFECT WAR MNK WHM BLM RDM 


THE PLD BST SAM 


DRK BRD RNG DRG NIN SMN 


O01. 1 ag L. 


SNOdVIM 


¢ 


WEAPON NAME LEVEL DMG DELAY SPEC PROP en EFFECT as aad — BLM RDM THE PLD BST SAM DRK BRD RNG DRG NIN SMN 


fw [ a] on fiw | 


Asklepios 62+ 288 | Cure potency +5% 
mens 30 =a to mae 


ra 
Platinum Rod 


STAFF sa 

SKILL NAME LEVEL HELP MESSAGE 
Heavy Sing FT: ES Damage vrs wih TP 
Rock Crusher | AllJobs | == 40] Deals earth elemental damage. Damage varies with TP 


Earth Crusher eee ee Delivers an area attack that deals earth elemental damage. 
Damage varies with TP. 

Starburst rt tetas Deals light or darkness elemental damage. Damage varies 
with TP. 

Sunburst is ewes Deoks light or darkness elemental damage. Damage varies 
with TP. 


Shell Crusher Pr’ Sra See Ee Lowers torget’s defense. Duration of effect varies with TP 
FulSwing | aldobs | 200 | Damage varies wT 
Spirit Taker Ris Sera regn rs Converts damage dealt to own MP. Damage varies with TP 


Retribution WAR/MNK/WHM/BLM/PLD/ re Damage varies with TP 
BRD/DRG/SMN 
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Bde:fin | Aliobs | | 10 _| 
shde toss | Mee | | | 


Blade: Teki Deals water elemental damage. Damage varies with TP 


Deals critical damage. Chance of critical hit varies with TP. 


Delivers a twofold attack that paralyzes target. Duration of paralysis varies with TP. 


oa 
Blade: To | Allods [| | 100 | Deals ice elemental damage, Damage varies with TP. 
Blade: Chi AllJobs | | 150 | Delivers a twofold attack that deol eorth elemental damage. Damage varies with TP 
Blade: Ei | lots | = [75 Deals darkness elemental damage. Damage varies with TP. 
Blade: Jin (es) win | 200 | Delivers a threefold attack. Damage varies with TP. 
| wn 


Blade: Ten 225 Damage varies with TP. 
Blade: Ku | ow | NIN | 250 | Delivers a fivefold attack. Damage varies with TP 
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Tachi: Enpi | AllJobs | te Taceal Delivers a twofold attack. Damage varies with TP. 

Tachi: Hobaku |All Jobs | dma al Ol Stuns target. Chance of stunning varies with TP. 

Tachi: Goten | All Jobs | ei | at | Deals lightning elemental damage. Damage varies with TP. 

Tachi: Kagero | Alldobs | =| 100 Deals fire elemental damage. Damage varies with TP. 

Tachi: Jinpu | AllJobs | | 150 | Delivers « twofold attack that deals wind elemental damage. Damage vories with TP 
Tachi: Koki | Aldobs |] 175 Deals light elemental damage. Damage varies with TP. 

Tachi: Yukikaze | SP | SAM | 200 | Blinds target. Damage varies with TP 

Tachi: Gekko Mutes target. Damage varies with TP 

Tachi: Kasha | EY | SAM | 250 | Porolyzes target. Damage varies with TP 
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ARCHERY SKILLS 
SKILL NAME JOB LEVEL HELP MESSAGE 


Flaming Arrow | gx | ang | esi e | Deals fire elemental damage. Damage varies with TP. 
Piercing Arrow | ok | RNG | rm Delivers an attuck that ignores target's defense. Amount ignored varies with TP 
Dulling Arrow paree | RNG | 80 | Deals critical damage ond lowers targe’s INT. Chance of critical hit varies with TP 
Sidewinder 8 ae eS Delivers an inaccurate attack that deals quadruple damage. Accuracy varies with TP 
Blast Arrow | SP RNG | 200 Delivers a short-ranged twofold attack. Accuracy varies with TP. 

Arching Arrow |} sp} RNG | 225 Deals critical damage. Chance of critical hit varies with TP. 

Empyriol row | EV RNG | 250 | Damage varies with T 
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Ranged Attack+15 
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ARROWS 
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Stone Arrow 
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MARKSMANSHIP SKILLS 


SKILL NAME JOB LEVEL HELP MESSAGE 

Hot Shot Laageea Deals fire elemental damage. Damage varies with TP. 

Split Shot ee pane | ew Deals damage ignoring target's Defense. Amount ignored varies with TP. 

Sniper Shot ee RNG | es Deals critical damage and lowers target’s INT. Chance of critical hit varies with TP 
Slug Shot Yok] RNG | 175 | Delivers an inaccurate attack that deals quadruple damage. Accuracy varies with TP. 
Blast Shot Ease | RNG | 200. | Delivers 0 short-ranged twofold attack. Accuracy varies with TP. 

Heavy Shot Eek Deals critical damage. Chance of critical hit varies with TP, 

Detonator i. RNG | 250 | Damage varies with TP. 
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Hellfire 4) Ranged Accuracy+5 
Ranged Attock+15 


Hellfire +1 70+ Ranged Accuracy+7 
Ronged Attack 17 <a 
734 760 | Ranged Accuracy-10 ~ 
Ranged Attock+18 SE 
1, 
. * 
WEAPON NAME LEVEL DMG DELAY SPECPROP § ADD EFFECT WAR MNK WHM BLM RDM THE PLD BST SAM DRK BRD RNG DRG NIN SMN 
WEAPON NAME LEVEL DMG DELAY SPECPROP ADD EFFECT WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
efatent ff tt tg} tt tet te 
fm | w{w| 
WEAPON NAME LEVEL DMG DELAY SPECPROP ADD EFFECT WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN = 
= 


DARTS 
WEAPON NAME LEVEL DMG DELAY SPECPROP — ADD EFFECT +WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


{8111 19¢i | | or jt 19 


Hawkeye 


SHURIKENS 
WEAPON NAME LEVEL DMG DELAY SPECPROP ADD EFFECT WAR MINK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 


Juji Shuriken 
Manji Shuriken 


Fuma Shuriken 
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FLUTES 
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Flute +1 
Piccolo 

Piccolo +1 
Traversiere 
Traversiere +1 
Faerie Piccolo 
Angel's Flute 
Angel Flute +1 
Homelin Flute 
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Armor 


Armor comes in a variety of fabrics, so yo 


you will always find something that is suitable for your character and his or her job class, Since the rating given to monsters in batt 
¢ equipment, it’s important to upgrade your equip- 


Wr he n you ~ che Piet on the em is s based upon your character's level and the assumption that he or she is wearing level-appropriat 


ment as your cha aracter le ve ls up. It may be an expensive proposition—especially early m the game—but is will make your character more effective In b arth 


Armor covers five body areas: Head, Body, Hands, Legs, 2 


section based on the set within which they fall. 


ARMOR SETS 


ARMOR NAME LEVEL DEF ATTRIBUTES 


and Feet. Requirements for equipping armor are based on your character's level and job class. The 
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Rogue's Bonnet 


MP+13 MND+4 Darkness+15 Enmity-1 
HP+12 MND+3 Enhances Cover effect Enmity+2 


n HP+15 INT+5 
Increases Tame success rate Charm+4 


HP+16 MND+5 Enhances Focus effect 


MP+20 INT+3 Elemental mogic skill+10 
Enhances Fost Cast effect 


MP+25 INT+4 Lightning+10 Enmity-4 
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Beast Helm 


Temple Crown 
Worlock’s Chopeou 


Wizard's Petasos 
Enhances Souleater effect 


HP+10 MND+5 Enhances Wording Circle effect 
Enhances Meditate effect 
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56+ 
60. 
Myouchin Kabuto 
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Evoker’s Horn MP+20 INT+3 Summoning magic skill +5 


Avatar: Enmity-3 


HP+10 CHR+5 Ice+10 Ninjutsu skill +5 
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EQUIPMENT SLOT: BODY 
ARMOR NAME LEVEL DEF ATTRIBUTES WAR MNK WHM BLM RDM THF PLD BST SAM DRK BRD RNG DRG NIN SMN 
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Enhances Chakra effect 
See een 
10% Enfeebling magic skill +15 
Sel eee at 
Increases Hide duration 
=e 
Enfeebling magic skill +10 Enmity-4 
sei ee 
Enfeebling mogic skill +10 Enmity-3 
en eee 
Enfeebling magic skill +5 
teal 
Charm+5 
i Oe 
String instrument skill +3 Enmity-1 
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Enhances Soe effect 
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Chaos Cuirass 


Beast Jackcoat 


Choral Justaucorps 


Hunter's Jerkin 


Fighter's Lorica 
Gallant Surcoat 
Myochin Domaru 


Occasionally boosts TP when damaged 
SPELL 
2 va elemental resistance +20 
cat EES COLE ea 
Physical damage: Blaze Spikes 
ik ei 
effect 10 wyvern 


EQUIPMENT SLOT: HANDS 
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Enhances Shadowbind effect 
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Enhances Bra eearce ne, Bash effect 
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MP+10 STR+5 
Healing magic skill +15 Enmity-4 
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Warlock’s Gloves 


Choos Gauntlets 


Heoler’s Mitts 


Myouchin Kote 


Evoker's Bracers 


Ninja Tekko 


EQUIPMENT SLOT: LEGS 
ARMOR NAME LEVEL DEF ATTRIBUTES 


Warlock’s Tights 56+ MP+13 MND+3 Healing magic skill +10 
Enhancing skill +15 
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58+ HP+15 AGI+3 
Enhancing mogic skills +5 Enmity+2 


| 58+ | 34 | HP+IS Accracy+3 Evsion+3 Enmitys2 
| + | 29 | HP+18 Guarding skill +10 Counterattack+1 
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Enhances Killer effects Chorm+6 

Myon Hoidate | S4s | 30 | HPs15STR:3 Earths 10 Paying sil «5 

lta ae Beano 
Enhances avator accuracy Enmity-2 

Bee oa 

Nighttime:Evasion+10 

effect Increases wyvern's HP by 10% 
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Wizard's Tonban 
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Temple Hose 


Beast Trousers 
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Ninja Hokama 
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Fighter's Greaves 


Temple Goiters 
Warlock’s Boots 
Healer’s Duckbills 
Wizard's Sobots 


Gallant Leggings 


Beast Gaiters 


Rogue's Poulaines 


Hunter's Socks 


Myochin Sune-Ate 
Evoker’s Pigaches 
Ninja Kyahan 


Enhances Holy Grcle effect 
HP+10 AGI+3 Wind+10 Evasion+5 
HP+20 Fire+10 Evasion skill +5 Enmity+5 


MP+10 AGI+3 
Spell interruption rate down 20% Enmity-1 
Lote HP+15 MND Ehnances Arcone Circle eect 
HP+12 DEX+3 Ice+10 
Enhances Flee duration Steal +2 


MP+15 AGI+5 Enhances avator evasion Enmity-2 


HP+12 AGI+4 
Nighttime:Movement speed +25% 


HP+12 AGI+3 Evasion skill +5 
Enhances Jump effect 


Drochen Greaves 
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Enhances Reword effect Charm+2 
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EQUIPMENT SLOT: BODY 
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73+ INT+3 MND+3 Enhances Resist Silence effect he 
Converts 50 HP to MP 


Aristocrat's Crown 
Zenith Crown 
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White Cloak | 39 | Connot Equip Headgear MND+2 Light+4 


White Cloak +1 a0 | Connot Equip Headgear MND-+3 Light+5 
Royal Knight's Cloak late Cannot Equip Headgear Light+12 Darkness+12 


Evasion-10 Adds Refresh effect 
Evosion-10 Adds Refresh effect 


Silk Cook | 64+ | 44 | Camot Equip Heodgeor HP12 light+9 Darkness 9 


Silk Goak +1 Cannot Equip Heodgeor HP+14 Light+10 Darkness 8 
Hoble's Tunic | 68+ | 40 | MP+I7 Adds Refresh effect Cure potency +10% 
Aristocrat's Coot | 8 | a MP+1B Adds Refresh effect Cure potency +12% 
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Adds Refresh effect Elemental magic skill+8 
wae 
effect Elemental magic skill+10 
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Dalmotica 73+ Magic Def, Bonus +5 Adds Refresh effect e ri 
Enhances Resist Paalyze effect Converts 50 HP to MP 
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EQUIPMENT SLOT: LEGS 

ARMOR NAME LEVEL DEF ATTRIBUTES 
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Hage’ Saks 
Moril Socks | 24+ | 12 | AGl+2 Evosions3 

Linen Slacks \, 15) 
Linen Slacks +1 Ss 
Combat Caster’s Slacks Evosion+5 
white Socks | soe | 21 | 
White Slacks +1 | sor | 22 | MND+1 
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Mages Sondals | 20+ | 5 | MP3 AGLI 
Stumbling Sondols | 22+ | 4 | DEX-10 AGI-10 
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Everything from neckwear to mantles and rings to capes is available to those wandering the lands. Some can be found by hunting, questing, or by purchase. Others can be 
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BONE RINGS 


Characters of all job types can wear Bone Rings. 
ITEM NAME LEVEL DEF ATTRIBUTES 
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LEATHER RINGS 


Characters of all job types can wear Leather Rings. 


ITEM NAME LEVEL DEFENSE 


METAL RINGS 


ITEM NAME LEVEL DEF 
San d’Orian Ring 
Windurstion Ring 
Bostokan ring 
Copper Ring 
Copper Ring +1 
Brass Ring 
Brass Ring +1 
Astral Ring 
Silver Ring 
Silver Ring +1 
Mythril Ring 
Mythril Ring +1 
Blitz Ring 
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JEWELED RINGS 


ATTRIBUTES 


Accuracy+2 Ranged Accuracy +2 
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Characters of all job types can wear Jeweled Rings. 
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Tourmaline Ring 


Sardonyx Ring 
Clear Ring 
Amethyst Ring 
Lopis Lazuli Ring 
Amber Ring 
Onyx Ring 
Opal Ring 
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Goshenite Ring 
Ametrine Ring 
Turquoise Ring 
Sphene Ring 
Back ig 
Pearl Ring 
Jadeite Ring 
Sun Ring 
Zircon Ring 
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Fluorite Ring 
Aquamarine Ring 
Chrysoberyl Ring 
Painite Ring 
Moon Ring 

Fire Ring 

Ice Ring 

Wind Ring 

Earth Ring 
Lightning Ring 
Water Ring 
Emerald Ring 
Ruby Ring 
Diomond Ring 
Spinel Ring 
Sapphire Ring 
Topaz Ring 
Death Ring 
Angel's Ring 


THE PLD BST SAM DRK BRD RNG DRG NIN SMN 


cr 
ae oad eo ad tal ae TS 
FFF FFE EB 
~— 


oa 
a 
+ 


~= | o> 
mina 
er 


~ 
i) 
+ 


~a~|~j~j~ 
min fre inte 
> i+ | > TF 


~ 
PO) 
+ 


72+ 


oS 
al 
mn 
m 
= 
wv 
al 


EGECCEBCEECEEEESEES 
ECEECEBCCECECECEEEO 
EEEEEEREEEEEEEEEEES 
CECE CCERECEREEEEEER 
GGiGiGiG/\G) GGG oo/O/0/6/0/O10 


ATTRIBUTES 
DEX+3 Lightning+7 
MND+3 Water+7 
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JEWELED EARRINGS 


Characters of all job types can wear Jeweled Earrings. 


ITEM NAME LEVEL DEFENSE ATTRIBUTES 


Tourmaline Earring Pa Ga Wind+2 Eorth+2 
Sardonyx Earring ia Fire+2 Ice+2 

Clear Earring is ia Ice+2 Wind+2 
Amethyst Earring biteg | aa Lightning+2 Water+2 
Lopis Lazuli Eorring ipew.. 88] Fire+2 Woter+2 
Amber Earring ES Earth+2 Lightning+2 


Onyx Earring perl Py MP+2 Darkness+2 


Opal Earring ir HP+2 Light+2 
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Peridot Earring Wind+4 Eorth+4 
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Ametrine Earring Lightning+4 Woter+4 si 
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At same point, you may grow tired of fighting monsters and running errands for your town’s citizens. You may begin to wonder about other ways to spend your time in 


Vanadiel. One of the more profitable ventures revolves around the game's highly advanced world of Crafting Guilds. By joining a guild, a character can learn a trade, create 


valuable and often rare items, and perhaps even sell che items in your character's personal bazaar or in the auction house for lots of gil. To get started, talk to the Guild's leader 


and prepare to invest some time and money into building up your character's skills. 


Learning a Trade 


The creation of items is based upon sy nthesizing w materials with powerful crys 


tals, While people in the guild often refer to creating items in the “old-fashioned 
manner,” adventurers in Vana‘diel are limited to this more fanciful method. To learn 
how to synthesize items, yOu must first join one of the eight main guilds and learn 


its fem recipes. 


There are eight crafting guilds in Vana‘diel: Blacksmithing, Goldsmithing, Carpentry, 


Boneworking, Alchemy, Weaving, Tanning, and Culinary. The Fishermen's Guild 
works a bit differently and 1s included ina separate section of this c hapter. Refer to 


the following table to see which guilds are located in each city. 


GUILDS AND THEIR LOCATIONS 
GUILD NAME GUILDMASTER 
Blacksmiths’ Guild Ghemp (Bastok), 
Mevreauche (San d‘Oria) 
Reinberta 


LOCATION(S) 

Metalworks (E-7), Northern San d’Oria (E-6), 
Mhaura (6-9) 

Bastok Markets (H-8), Mhaura (6-8) 
Northern San d’Oria (E-3) 


Windurst Woods (H-12) 


Abd-al-Razig Bastok Mines (L-7) 


Goldsmiths’ Guild 
Carpenters’ Guild 
Boneworkers’ Guild 
Alchemists’ Guild 
Weavers’ Guild 
Tonners’ Guild 
Culinorians’ Guild 


Windurst Woods (6-12), Seino (H-9) 


Fao] Southern Sn i (0-8) 
Winds Waters (E9) 


The guild locations in Selbina and Mhaura are considered to be outlets of the main 
guild headquorters. You will only find guild shops there, not actual craftsmen and guild- 
masters. 


Membership in a guild is free for the asking. Upon first entering a guild, look for 
the craftsman supervising the others. (You can tell which one he or she is by their 
inactivity.) After initiating a conyersation and choosing to join the guild, the leader 
hands over a crystal and explains the 
basics behind item synthesis. At this 
point, you're free to explore the guild 
and guild shop and learn more about 
the items for which the guild is 


tenowned, 


The Guildmaster is usually the one not 
actively working. 


When talking to the craftsmen in a guild before becoming a member, they may 
appear to be a bit standoffish. However, when speaking as a fellow guild member, 
they tend to open up more and are eager to share their knowledge. There are three 
members in each of the main guild buildings who are willing to lend their synthesis 
support (temporarily raising your character's crafting level) and teach recipes suited 


to your character's skill level and rank. 


Your character's crafting skill (viewable under the Status menu) rises through expe- 
rience much like combar levels. Upon re aching a certain crafting level, you can opt 
to take an exam and advance to the next rank. There are ten ranks to progress 
through, although in this guide only the first eight are covered. The further you 


advance in rank and level, the more recipes you can learn from your fellow craftsmen. 


In each guild, there are three craftspeople who will gladly 
give you recipes and synthesis support. 


(rahi Materials 


After learning: an item recipe, it’s time to practice making the item. Before the syn- 


thesis process can begin, however, you must collect the ingredients called for in the 
recipe. All recipes combine a specific type of crystal with one to eight different raw 
materials. Many of these materials are for sale in the guild's shop or through the auc- 
tion house. If you're running low on funds, try to gather the necessary ingredients 
through battle (many of the ingredients used in crafting are dropped by monsters) 


or harvesting them in the fields, plains, and mountains of Vana diel. 


Remember that only monsters you defeat in o region not under beastman control drop 
crystals. If your city does not control any regions (or regions that you con safely 
explore}, you are forced to settle for buying crystals from the auction house. This con 
be an expensive proposition, so save every crystal if you plan to lear the art of crafting! 
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Initially crafting requires a large outlay of gil. However, depending upon the chosen 
guild(s and the items you choose to make, you can start making a profit once you 


gain experience and proficiency tn your craft. Ie may not occur immediately with the 


first batch of created items, but after advancing a rank or two, it will happen! 


Crafters earn experience points for their crafting levels in the same type of incre- 


ments as those earned toward Combat levels. Similarly to combat, you won't gain 
experrence each time an attempt is made to synthesize an item, If you practice SY le 
thesizing items often enough, however, your character will gain a level in thar partic: 


ular craft. 


he NPC members of a guild also provide levels of Synthesis Support. In effect, 


this amounts to a brief bit of guided meditation that temporarily raises your char- Dont be disappointed if progress is slower than anticipated. It takes time to become 


acter’s crafting level and makes any synthesis attempts more likely to succeed. Two of a good craftsman, but the results are worth it when you can create items needed for 
the three “helpful” guild members in the guild hall provide a basic level of support quests and missions. You will likely find that if you start working on refining your 


for free, while the other charges for more advanced support. If gil isn't an issue, go character's crafting levels early in the game, the increase in skills will start corre 


sponding to your weapon and equipment needs! 


for the advanced support—especially when attempting items for a rank exam or 
items that are above your character's current skill level. After accepting synthesis sup- 


pore from a guild member, you can't receive another dose until after the first one has 


worn off. 


ery once and awhile, the time spent repeating the creation of the same item pays 


off with the creation of an item of particularly high quality (usually suffixed with 4 


; rela ae j : ‘ : +1). Although this doesn't occur all the time, the chance that a high-quality item 
With a recipe in mind, the ingredients in hand, and the support of fellow craftsmen, ‘ 8 ‘ : i a 
results is improved when a character's crafting level and rank is higher than the max- 


it’s time to start synthesizing items. Choose a quiet place and access the Action E j : 
= e ie - imum level of the item recipe. The higher a character's level, the more likely that the 
Command Menu, Select Use Item and choose the required crystal from your char- 5 ae 4 
‘i = sf 5 created item is.a high-quality item. High-quality items are usually stronger and more 
acters mventory. An Trem Synthesis box appears on-screen. Select the ingredients ln ie . % = e a ms 
. Z : aT Fes. S powerful than their regular equivalents. 
from the inventory, put them into the box, and select the OK button to start Item “ 


Synthesis. 


Your character will then kneel on the ground and start concentrating on synthesis. 
As work begins, watch the chat box for signs that your character is gaining crafting 


points. If the synthesis is successful, the created item is automatically added to your 


character's inventory. If you f 


iE your 
crystal will break and perhaps even 


some of the ingredients. 


Practice makes perfect. The more items 
you synthesize, the higher your 
character’s level will grow. 


The Eight Main Guilds 


Fortunately, there are no racial or job-relared strengths (or weaknesses) that you must consider before joining a guild. Choose one thar suits your needs and ask for admission, 


While you can join them all, most people will likely choose a favorite one and work to master its skills. Each guild provides you with all the time you need for your synthe- 


sizing needs. There are even outposts in Selbina and Mhaura, just in case a synthesizing need arises while traveling. 


T he following information discusses each guild in more detail so that it's easier to make an infor med decision when deciding which guild §) to jon. 


Each guild has its own shop that sells many of the common items needed for item 


synthesis within the guild. However, the shops do not carry everything. Some items 


must be procured on your own! 


All of the guild shops have set hours and they take one day off each week, Work the 
shops’ hours into your crafting plans, or you may end up stuck fora day without an 
important item. The guild shop locations and hours are in the table on the follow- 


ing page. 


Look for guild shops in the smaller towns like Selbina and Mhaura. Although it’s not 
possible to join a guild there, you may find items that the main shop 
at the guild headquarters doesn’t carry! 


ee SS... 


GUILD SHOP HOURS 
GUILD LOCATION 


SHOP HOURS —_ HOLIDAY 


Blacksmiths’ Guild 
Blacksmiths’ Guild 
Blacksmiths’ Guild 
Goldsmiths’ Guild 
Goldsmiths’ Guild | E 
Carpenters’ Guld 
Donen Gold eae ee 
chemists’ Gui 


Weavers’ Guild i 1 eoo200 | 

Weavers’ Guild 

Tanners’ Guild Southern Son Ora (0-8) 
= 


Northern San-d‘Oria (E-6) 
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Culinarians’ Guild Darksday 


There are helpful NPCs within each of the main offices of the guilds (i.e those 
located in one of the main cities), Although all of them are willing to provide syn- 


thesis support and recipe information, the quality of help differs. 


The following table indicates who to look for and what type of services they offer. 
If youre looking for Advanced Synthesis support and medium difficulty recipes 
within your character's rank of experience, look for the characters listed under Type 
A, Need an easy recipe? Talk to the people listed under Type B and C, because they 
offer basic synthesis support and easy recipes for beginners. However, the recipes 
given by Type B characters are ones that will raise your crafting levels. On the other 
hand, the Type C crafters’ recipes have a higher level of success but won't raise your 


levels much. 


While the recipes for each guild are neatly organized by rank, there is no reason why 
you can't strive to create something that is beyond your character's current level of 


experience. Of course, there is no guarantee and the chance of foilure is greater when 
you attempt to synthesize a higherevel item. 


A CRAFTER B CRAFTER C CRAFTER 


The more you synthesize, the higher your character's skill levels will grow. At a cer- 
tain point, your character's skill level is capped according to his/her rank within the 


guild. All craftsmen begin at the Amateur rank. When the skill level reaches two lev- 


els below the skill cap, consider applying to the guildmaster for advancement. 


To advance to the next rank, take a 
simple exam. The guildmaster gives you 
an he to synthesize and once you're RANK EXAM LEVEL _ LEVEL CAP 
successful at producing it, bring It to 
him or her for grading. To give the 
guildmaster your item, simply trade it 
to him or her. After completing the 
exam, your character's rank is raised 
and you can continue [tO work on 
building his or her crafting skill level. 
If you elect not to take an exam, your 
character's Crafting skill level growth is 
halted two levels later (e.g. the skill cap 
for the Amateur Rank is 10), just as 
your Combar skills are capped accord- 


ing to your character's current level. 


CRAFTING SKILL LEVEL CAPS 


HELPFUL CRAFTSMEN IN THE GUILDS 
GUILD LOCATION 
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| A} ALCHEMISTS’ GUILD 


ALCHEMY RANK EXAM ITEMS 


Poison Potion Hi-Potion 
Novice Firesand 
The Alchemists of Vanadiel work less on turning cheap metals into gold than they 
do turning botanicals and other substances into helpful potions and magic-imbued 


weapons, Just think how cool it will be when you create your first lot of deodorizer, 


which will enable your low-level character to slip past keen-nosed monsters! 


sand 
ONILIVED 
SS 


AMATEUR RANK 


QTY. CRYSTAL INGREDIENTS 

Distilled Woter | 3 | tighining ]TahrongiGochs J 

dnote || Wer |Win Son dion rapes Water 
pe Winursionfealeaves | Windusin Ten leves__|__Nebimonte_—|_—Dsiled Water 
| 1 | ie | _Berve hip —Bestve chin _Betive hip |i Water 
tors iid Watered Water 

Avimal Ge || fie | Ratittide | Bone in| tip, |i Wate 

Sienng Potion 

nn ee Ee ae a a ee 


RECRUIT RANK 
ITEM QTY. CRYSTAL INGREDIENTS 

Cooper Mugget Fire | Heterite fT Panocoeg 

Poson ut | 1 | tghiring | Yolow Gobo] Welow Ge =| 

Siew Dogger [Twi] rial Ge] _Senng Poon ress Dogger 

a 

Gackt TO ea Firsond Best Porches] Bast Prchment | 

Wercry | 1 tihng | Cabo ely abt Sey Cob Joly | Cob Sly 
Silene Boghnakhs| 1 | Water | trial Give | Sieg Pain| Brass Bohncks 


ae a 
fodoko | 88k |i Fo 
Eo Dogs tS Honey | 
sty aa 
4 4 


Shell Bug 
Distilled Water 
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INITIATE RANK 


CRYSTAL INGREDIENTS 
Wine _ ES Sa Er re a Poison Potion 
|__| _FobonPoon ie 
eo eo 
a Se i 
= 
an Bird Fag 
a a 
i aa 
Eye Drops a 
NOVICE RANK 
CRYSTAL INGREDIENTS 
ki | __ Animal Glue] Poison Potion] Kuki’ SC 
ae 
Bind Dagger oo a 
Buuto Poison Potion — ae 
Psion Cs A 
ah | 
Aifl Lens a a 
a a 
a 
SI Abvimon tens | lass ber | lass ter 
eS 
Be i LS. 
a a 
ong noha a ae 
nfo Swed a 
iad Paes 
eed a 
Raion ae 
APPRENTICE RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
bolt ee Brassingot | Frosond 
hsm Powder ee 
Hout Se 
Foon Katars ae ae 
ae ints ee 
ee ee 
Bomb Ash 
___binlGin _ {|__| bee 
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ary. CRYSTAL INGREDIENTS 
Eee Rees ISS Glass Fiber Copper Frog 
Addie [tater nimal Give | iol Myth kif 


Se a a a |: 
Sie Oi a ee ee ee 


Dried Marjoram Bat Wing Bat Wing Dryad Root 
Distilled Water 


JOURNEYMAN RANK 
ITEM QTY. CRYSTAL INGREDIENTS 

a ee 
a a 
ce ee a sc 
Wes MyiSeet] | tight MytilSheet_ | HolyWor P 


Bomb Ash Sulfur Firesand Firesand 
Gloss Fiber 


2s Holy Bol Hess | wind] Bronze ingot | Holy Wor | Holy Water 
Zz Holy Sword | tight | Holy Water | yt Sword =| Ci 
Haly Mace I a 
Yo | Water {rma |_—— iol ~—S|___—Shinobi-Gotona— 
Cermet Chunk PET] occ Pot shard Magic Pot Shard |My Pot Shard |——_—_—Magic Pot Shard 
Sleeping Potion ee ee a 
ke Arrowheads a 
| lighning | ——_—_—Copper got | Steal ngot =| 
Bomb Ash Sulfur Firesond Firesand 
Holy Degen] tight | Holy Water |My Degen | 
Homura CS aa a ee Nodachi 
Ce =n ee a ee 
Heroin Tote Sage Saye | Meboro Vine |_——_—itiled Wate 
Yuhtunga Sulfur Paralysis Dust Firesond Firesand 
CRAFTSMAN RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
ES a a ee 
Glass Fiber Ea Flint Stone Flint Stone Flint Stone 
Flint Stone Flint Stone Flint Stone Flint Stone 
Core ite ST re] ermet hunk aktumber | 
OY 
hed Boselad YT Wate] trial Gue | itiol Myth Boselord | 
Riot Grenade egal ee Bronze Sheet Bomb Ash Bomb Ash 
Sulfur Paralysis Dust Firesand Firesand 
Germ Cas re] ormet hunk teste | 
Divine Sword | 1] tight] Holy Water] HolyWoter_——|—Brondsword 
Slepinrowhends | Wind Bone chip | Rum | Animol ue |_—_Sleepng Paton 
Konron Hosen | 10 |_——farth_— | Bomb ach | resond =~ |B Parchment | —Coopr Nugget 
To a 
Hanger Pt Fie | Gold got | Cert Chunk | ermet Chunk 
> Lightning Cluster Distilled Water 
=. Sleep Bol Heads | 6 | Wind —|_—Bromze Ingots |_—ArimolGe——|——Sleping Potion 
a Sc A A Cc Dc 
3 Venom Poon | 1 | Water | Mercury, =| VenomDst, =|] Cd 
BS Gore Sort Te Terme crunk ermet chunk Tiger Lether | 
® 


— 
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. INGREDIENTS 


5.H. Fishing Rod Corbon Fiber rin Fiber Carbon Fiber 
Carbon Fiber Glass Fiber Glass Fiber 


a 
eee Bat Wing Bat Wing Dryad Root 
Pt fie | emer chunk] Carmet hunk | ermet hunk | 
a a 


ARTISAN RANK 
ITEM ary. CRYSTAL INGREDIENTS 

Se A 
Venom ws | 33 | fire | CapperIngot_——| Bronze ingot | Frsond = 
Pores water] imal Ge | Venom Poon | Darksteel Cavs 
Fors Dust | 1 | _tightning’ | Publ! =— | Patol =|] 
Cus TR] arkstect ingot] Crmet Chunk Cermet Chunk | 

Bast Parchment Goblin Doll 

Yeo Boseard | Vwatee | Arima! Glue |———Venom Potion |——Darkstea Baselord | 
Mgt | 6 | fre | Mythleof | Paoeo, S| 
Hen Kak Wetcr]———rimct Ge | _———Venom Poon | ———DarsteehKukri_— 
Geet uksi | 1 | fire | Garmet Chunk—— | Ebony Lumber] Wyvern kin 
Venom Bolt Heads | 6 | Wind | Bronze ngot | Venom Potion 


Kilo Battery Tin Ingot — Ingot Cermet Chunk 
Lightning Cluster Distilled Water 

X-Potion Sage Reishi Mushroom 
a Water 


Poralyze Potion | Mercury | Paralysis Dust | Dust 


Jonadhor = Cermat Chunk 
Yeomans |_| Water | imol Ge enom Pain| Darkstar 


Hay Shida Borel Holy Water | Haye 
Koorto | ter | icl Ge | __—Yenom Potion | __SrinobGtan 
a a ae a 


Mistletoe 
Distilled Water 


Carbon Fiber 


Bat Wing 
Distilled Water 


Tiger Leather 


Twinkle Powder 


Cermet Chunk 


Firesond 


Rock Salt 


Hecteyes Eye 


Coeurl Leather 


Hard Shield 
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[=] BLACKSMITHS’ GUILD 


SMITHING RANK EXAM ITEMS 


Darksteel Falchion 


Boscinet 
Bastard Sword 


Novice Warhammer 


The heart of the Blacksmiths’ community seems to be centered in Bastok! And when 


you think about It, if makes sense. The foundation of Smithing lies within the col- 


lection and forging of metallic ores and where better to do that than In a town buile 


Blacksmiths’ Guild in Northern San d’Oria. | 


ering material for Smithing synthesis a breeze! Blacksmiths can even put those large The Blacksmiths’ Guild focuses on turning basic metal ores into fantastic weapons 


re 1 " — "Ee 
around amine, If you Know how to mine for metal using a pickaxe, you Hl find gath- 


amounts of Beastcoins they've accumulated to work! and armor. This guild is the choice for you if these types of items will enhance your 


character's chosen job path. 


Stig 3 coe | 


AMATEUR RANK 

ITEM ary. CRYSTAL INGREDIENTS 

Bronze Ingot | tie Bestenin | Beostvin, =| Beastcin Beastcin 

Brome Ingot_ | _ |_| Fie _—| Copper Ore Tn Oe 

Bronze Dogger re opperingot Brome ingot | 

Bronze Ingot cae Tin Ore Bronze Nugget Bronze Nugget 
Bronze Nugget Bronze Nugget Bronze Nugget 

RE a ee 

Brome (ap | 1th | Bronze Sheet_——|_—_—SheopLether_—|———Shoop Lecter 

Biome knife |e] Bronce ngs] ash umber | 

Bronze Mites | 1 |_—_farth__—|_—_—_—BronzeSheet__—|_—_—_—SheepLeoher_ =| 

Pika rT rome ingot [Maple ber =| 

Sickle Pt fre Brome ngot | sh umber Grass Cath 

Brome Knuehles || Fie | Bronce ingot | Brome Sheet] Ash Lumber 

Brome Sword | 1 | Fire | Brome ingot |_—_—Bronze ingot | Shep eather 

Brome Leggings | tar] Bronze Sheet [|_——— Bronze Sheet | Sheep Lecter |__—_—_—Shoep Lethe 

Brome Ae |} | Fite |———Bronze ingot ————Brorze got] Ash Lumber 

Kiphos oa ons Bronze Ingo | Girt Femur 

Brome Zoginal |_| Gras Cloth 

ae een eens eee 

Focogurd =| a a 


BronmeSubligt [Neth] Brome sheet | rss Chat Sheep Leathe 
eee ee] 
ed 


RECRUIT RANK 


Bronze Mace 


ary. CRYSTAL INGREDIENTS 


Path Bronze Scales] Brorze Seles, | Coton Thread 
aan 
Sheep Leather 
TE Gopper ingot roe ngor_ | Bronze ingot | 
Sele Greaves || tarth | Brome Soles | Bronze Seas | Catton Thread 
Bronze Homme | Tre | Bronze ingot | Bronze ingot] ———hesnut Lumber | 


Brome Bo Wends| 6 | Wind | Bromzelngot S| 
Caton Trend 


Leather Gloves 


Bronze Harness Sheep Leather 


Leather Highboots 


Leather Trousers 


CRYSTAL INGREDIENTS 


a Tin Ore 


Tin Ore 


ee ON | 
Cotton Thread Sheep Leather Leather Vest 
TR Bronze Sheet | Bronze Sheet | Ash Lumber 
Gross Thread Cotton Cloth Cotton Cloth Saruta Cotton 
TT TT 1. ron Ore 
ee ee a a 
a 
INITIATE RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
eee mis totes 
Wat nukles || ire | tromtrgot | tron Sheet | Holy Lumber 
aaa Iron Nugget Iron Nugget Iron Nugget 
eS See a es ee ee 
Tn 
en a es eee 
bitty | 1 | fire |————Brorze ingot ——|———Bromzeingot_——| rom ngot_——|——_—Maple Lumber 
Hace TR rom tngot | romingot | rom ngot 
Sint | 1 |e | Brass Igot SS |Steol ngot | Stoel ngot 
LST REI rontngot | romingot | cord kin 
Spa Pt Fig] Bronze ingot | Bronze ingot] Bronce got Lizard ki 
nS a es ee 
longSword [te] rom tngot | romtngot | rom ingot_——|—_—_—Dhlel Leth 
Bio Te a 
Tago |e] rong | romingot |S Hl umber Gras lth 
Degen es a 1 
Lp Den. a a TT ie 
Gis rom ngot | trom tngot | Ramon 
homo || Wind rom Sheet | ron Sees | Sheep Lecter 
Kuna Ts 
a A NO 
ee a a 
ca a 
NOVICE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Rod {psi SMES Baier 58 Bronze Ingot | tron ingot] rom ingot 
Grate | t| Fire | rom ingot] rom tngot_—— Myr mgt] Holy Lumber 
Cain ics S| om chain | tronthoin | Ramccther | 
Tuk | dings | Sringt f 
feng ea] ronseles rom Scales |—CattonTread———|———_—Lethor Gloves 
Cos TS ae ee ee ee 
Grass Cloth 
Ash Lumber Lizard Skin 
kk Pt ite Stal ingot | hesmut Lumber | tizard Skin 
Tachi Sern ees Copper Ingot Iron Ingot Iron Ingot 
Tama-Hagane Ash Lumber Cotton Thread Lizard Skin 
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ITEM QTY. CRYSTAL INGREDIENTS 
tril Knife ] Fire Mythril Ingot Chesnut Lumber 


War Hammer 


Bias | 
Ram Leather 
Iron Guises |] 1 |__tovth | —rom Seals, | ram cols, =| Cotton Trend = 
Targe ioe | tromSheet | rom Sheet | Hally umber | 


Wakizashi Fire Copper Ingot Iron Ingot Tama-Hagane 
Silk Thread Lizard Skin 
a a 


rm Gremves | 1 | tah om Sees | tram Sees Coton Tread 
Cs Oc 


Iron Chain Ram Leather 

Cotton Thread Sheep Leather Leather Vest 
Warhammer] 1 | Fie | Stee ingot Ash Lumber | ___ Lee eee 
kis es 
Padded Cop] 1 | ——Earth | tronShect =| hizord Skin’ =| iron 
Feuret Te teat ingot teat ingot Siver ingot | 
My Mace 1] Fire——|——_ythringot_—— |My ingot | Myth ingot 
ee a a 
MytilSword Fie Myth got Mtl ingot [Dhl Leather 


APPRENTICE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
OS a rs 
Tuhar Pt | Fie |My ingot] Mythri Ingot— | SiberIngot— 
=< |< | 
Holly Lumber Dhalmel Leather 
Heawire | Tie | Stechingot—|——Steel ngot_ | ‘Steelingot 
Two-Handed Sword Cen oa Iron Ingot Steel Ingot 
Steel Ingot Ash Lumber Lizard Skin 
Myth Kuri | 1 | ire | _Mythil ingot | Ook Lumber | Raptor Skin, 
Myth ne ie tht ingot yt ngot_— | Ghesmut Lumber | 
foldion | Fre] romingon | Steeingot =| Stel ingot 
Leggings | tron Sheet | om het | cord Skin 


Shinobi-Gatana Copper Ingot Iron Ingot Toma-Hagane 
Cotton Thread Lizard Skin 
aythe Koes | rite Steet ingot | Myth Sheet 


JujShrken [33 | Wind Steading ones 
MB Hood | Wind | Myttingot_ 


Myth Rod fire | Sted ingot |My igat_— Myth nga 
kon Subliga Pea on sheet | ato ath | 
Maul Fire |My tngt_— |My ingot | _ok Lube 
Myth ick Pe] tint mtbr | 


Padded Armor 


is 


Iron Sheet Iron Sheet 
Lizard Skin 


Fire 
Fire 
ire 
ire 
ire 


Myth laws 

Gross Cloth 

Toma-Hagone Ash Lumber Cotton Thread 
Knight's Sword Myth Ingo 
Stee Visor Witt] Steet Sheet ram Sees Sheep Leather 
Kite hil DarstelShet 
Arquebus PT tress ingot toa ingot Steel Ingo 


JOURNEYMAN RANK 


ITEM QTY. CRYSTAL INGREDIENTS 
Pats ee) Sel ingot_ | Stoel got] tom Shop Carbon Fiber 
Brodsword |} |e | Myth ngot_—— |My ingot | iord Skin 
Tabor ett ngos yt ingore tngot_—— | Chest Lube 
Slingers || toh Stal Scales] Stel Sols | Caton Treader Gloves 
Dense got Petrone Tron tome asta Oe 
Greatsword Fens eee Mythril Ingot Mythril Ingot Mythril Ingot Mythril Ingot 
Mythril Ingot Holly Lumber Dhalmel Leather 
Cotton Thread Lizard Skin 
Daseel Knife |_| |__—Fre__—|———DarstelIngot_—— | Ook umber | 
Uchigatana Vesvane oeewetae Copper Ingot Iron Ingot Toma-Hagane 
Elm Lumber Silk Thread Lizard Skin 
Darksteel Ingot oe Darksteel Ore Darksteel Nugget Darksteel Nugget 
Darksteel Nugget Darksteel Nugget Darksteel Nugget 
uses a ee 


Iron Sand Iron Sond Iron Sand Iron Sand 
Tongoshimo || ire Copper ingot | Steingot | Stel got Oak Lumber 
Rs 
DorkseelSword | 1 | Fite | Darksteel Ingot_———|———Darksteel Ingots |= Raptor Skin 
salt romper ingot rom sheet] om Sheet | Sheop Lether 
Sil uses || tarth Stool Scoles—|Stool Secs, | Catton Todt ruses 


Steel Ingot Iron Ore Steel Nugget Steel Nugget Steel Nugget 
Steel Nugget Steel Nugget Steel Nugget 

Plate Leggings Iron Sheet Iron Sheet Sheep Leather 
Sheep Leather 


Dusted Gos 

Se Gries [1 tah Sta Scoes_— | Stee Sees_— | Cato Thread _Latar Highs 
wining ST re] yt igot_— tri igat_— Mit ingot_— | Dhl Leather 
Gaus Leather Gloves 


a) hase | 
Cotton Thread Sheep Leather Leather Vest 
Sheep Leather Sheep Leather 


Toma-Hagane Ash Lumber Cotton Thread Raptor Skin 
Oak Lumber 
sloeger Fie] Dorset ngot_——— [Darksteel ingot | Siver ingot 
Dakstel Fktion Darksteel Ingo 
Dake Koc] Fie] Dorstel ingot |_———Darstel Sheet | Ook Lumber 
Chesnut Lumber Ram Leather 


CRAFTSMAN RANK 


Fire 
Ook Lumber 
Earth Greaves 


Iron Sheet Iron Sheet Silk Thread 
Sheep Leather 


Duis Gob Hood] 6 | Wind | Darkstest ngst_— | 
Dil Gin Near] rset ngor_ | Darstengat_ 
Duel Boselrd] 1] Fie |g nga 


Darksteel Ingot 


Grass Cloth 


Silk Cloth 
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ITEM QTY. CRYSTAL INGREDIENTS 


Sakurafubuki Copper Ingot Toma-Hagane Elm Lumber Silk Thread 
Raptor Skin Cermet Chunk 
Darksteel Mufflers] 1 |_——forth Darksteel Sheet 


es ee a Coca Skin 
wai Smken [38 | Wind] Tomotogone | Darsieelshest | 
Nodows || tath | on Sheet Sik Thread (SSE 


Ram Leather 
Sheep Leather 
Silk Thread Silk Cloth 
Darksteel ators | 1] sire | ——Darkstel Igor |———Darhstel Ingots |——ron Sheet Tiger Leather 
Iron Chain Sheep Leather Silk Thread Silk Cloth 
Darksteel Chain Darksteel Chain Velvet Cloth Silk Cloth 
—_ s- —-)|- 
Silk Cloth 
(cree iam ea ed 


Hien Lord kin 
Darksteel Buckler ___.__.. _ Er Darksteel Sheet Darksteel Sheet Walnut Lumber 


ARTISAN RANK 
ITEM CRYSTAL INGREDIENTS 


ary. 
Ram Dao elie ae ae Mythril Ingot Mythril Ingot Mythril Ingot Mythril Ingot 
ini as 
Cermet Chunk 


ponies | ie |e inger_ | Das ngot_ | Paite 
Darsteel(op [|__| toh | arksteal hest_— | ier enter | Tiger Lonther_— 
Darksteel Pik | Fee areal ngs] fimtumber | 
Doses Wiens | 1 | _—_tarth_— | Darkstel sheet_ | ier teoter | 
Dorks Solio || oth |r sheet | ten enh | Tiger Leather 


Kabutowari Fire Copper Ingot Darksteel Ingot Toma-Hagone Elm Lumber 
Cotton Thread Raptor Skin 


Darksteel Leggings} == 1 | Earth Darksteel Sheet Darksteel Sheet Tiger Leather Tiger Leather 


Mikazuki Copper Ingot Mythril Ingot Mythril Ingot Mythril Ingot 
Tama-Hagane Ash Lumber 


Cotton Thread Lizard Skin 
Bastard Sword Sr bes ioe ae Darksteel Ingot Darksteel Ingot Darksteel Ingot Ram Leather 
DarktelRod_ |_| Fre | Stee ingot DarkstenIngo 


Darksteel Ingot 
Darksteel Harness ae Darksteel Sheet Darksteel Sheet Tiger a | 
Tiger Leather 
Darksteel Scythe eS Se ee Darksteel Ingot 
Grass Cloth 
[ie eed MES ee 


Sel Ingo 
Karina roves] 6 | Wind =| rontngot_ | Tomo Hage 


Holy Breastplate Darksteel Sheet Blessed Mythril Sheet Blessed Mythril Sheet Blessed Mythril Sheet 
Silver Ingot Sheep Leather Rom Leather Ram Leather 


ee ee Browsvord 


Darksteel Ingot Yew Lumber 


Darksteel Ingot Walnut Lumber 
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BONEWORKERS’ GUILD 


BONECRAFT RANK EXAM ITEMS 


, 


= 
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SS 
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tA 
me. 
tA 


Have you been wond ring what to do with all thos One chips you recetve from 


defeating skeleton-type monsters or the bones fror yer animals like dhalmels? 


Boneworkers can turn those items and more into w-based knuckles, rings, ear- 
rings, hairpins, shields and other gruesome pieces of equipment. To make the most 
of this craft, he wever, you must combine your studies with those of the Tanners’ 


Guild and others like Goldsmithing! 


Lonecra 

AMATEUR RANK 

ITEM QTY. CRYSTAL INGREDIENTS 

oS a ss 

Co Ln ne ae a 
i Win] Fish Seles | Seashell 


Cat Baghnakhs Bronze Sheet Rabbit Hide Bone Chip Bone Chip 
Bone Chip 


Bone chip 


RECRUIT RANK 


ary. CRYSTAL INGREDIENTS 
Wind] Brass got | Bone Chip | Bone Chip | 
a 


Earth Grass Thread Bone Chip Bone Chip Black Tiger Fang 
Bat Fong Bat Fang Bat Fang Bat Fang 


Sheeploaher | Bone hip, | Giant Fem 


owen aes 
WRG] SteopTooh_ Bonen 
Sane 
pee 

ar 


[iat | : 
EE ee eee = 
bores Bae hip = 
2 
INITIATE RANK. ———s : 5 
ITEM QTY. CRYSTAL INGREDIENTS 
Boneh Wind Giant Femur | Ram Horn | Rar Horn 
Bneleggs | 1 tor | Shoop enter] Shorp enter |e Chip |i Fem 
cS win Ashtumber | Ginter | 
bone Sibigor | 1th | Grss oth | Shonp enter | Shoep enter | _—Bonei 
Schon] wind Gant Femr_ | Bett | 
eS Ee ee ee 
Giant Femur 
a OY a i 
a ES A) 
2 eS a ee es 
EE A cc 
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sauna 
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NOVICE RANK 


ary. CRYSTAL INGREDIENTS 
aun ORE PES SR SS se Beetle Jow 
Beale egoings | 1] tor] tizwrd Skin] iard Skin 


Earth 
To Belle Sel 


Beetle Harness Earth Lizard Skin Lizard Skin Lizard Skin 
Beetle Shell 


a 


Bone Cudgel Grass Cloth Bone Chip Bone Chip 
Bone Chip Bone Chip Bone Chip 


APPRENTICE RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

Bone Knife] Wind | Giomt Fermur | Wout lumber = | CCCid 
Corapoce Ring] 1] Wind | Myth Igot— | robShel =| 
a 

Carbon = i Fiber i y Glue 

Hom Arowheads | 6 | Wind =| Bone Chip, 

Corapace Miers Tear] hotel teoter [ih cols |e Stoll 
Corapace Mask oe Td 
Gorapace Leggs | TS tar | Dhalmel Leather |———Dhalmel Leather |Fish cols 
Hom aw eae 
CoropaceSubigor | tor] tien oth | Dhmel Lecter | Grub Shel 
Coropoce Gorget | 1 | Eorh rom hin =| Crab Shell, =| Grub Shall 
Goropoce Homes |] th] Dhalmel Lecter Dhalmel Leather | Grab Shel 


JOURNEYMAN RANK 


ITEM Qry. CRYSTAL INGREDIENTS 

a a CS a 
BondfsGun | 1 |e | Stal ngot_ | Stet ngot_— | Giant Femur 
ee el 
Seaponrowbents| 6 | Wind | Bone thip, | Scion | 
Tile Bangles YT Wind tre stature Shatin Femur 
Tle Eaing || Wind] ld chon |e | 


Wool Robe 
Giont Femur 


usages TR Wind Giant Femr Black ink Besa Bod 
a a a  ) 
ce en ee ee 


Beetle Shell 


Bone Chip 
Giant Femur 


Chicken Bone 
Hecteyes Eye 


Crab Shell 


Crab Shell 


Scorpion Claw 


Giant Femur 


CRAFTSMAN RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

fgtang J | Wind | SerChin | lc Tigerfang | Tinerfang | 
FiatesGun | 1 | Fie | ——__—Steoh Ingots | Darksteel ingot =| Turtle Shall | 
Scorpion Miters [1 
Demon Arrowheod] 6nd, =| Bone Chip, =| Demonton. S| SC 
San MSE | Tor] Rem Lecter ScorpionShel =| 


2 
z 


Coe 
Coral Fragment Coral Fragment Rainbow Thread 
Coral Fragment [a Pout siete el Black Pear! 
Coral Fragment Coral Fragment 


Coral Hairpin 


z 
z 


Sheep Leather 


Leather Highboots 


Senpintegings | 1 | or] Ramtether_— | Ramteoher Pag Seas | Scion hl 
Se SS a a a 
Sorin Sublgor | 1 | forh | inen oth | Ramtcther Scorpion Shel 
a a A cc a cS Orc 
Scorpion Harness as - Ram Leather Scorpion Shell 
Venomous Claw 
Denon King a a 
ARTISAN RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Hornet Fleuret oes ches Brass Ingot cially Moon Stone Giont Femur 
Giant Stinger 
CoSigor || tor|Conrl enter | tine oth | Coral Fagmet 
Coral Cuisses Eee) | forth | Coral Fragment Rainbow Thread Leather Trousers 
Demonte | 1] Wind | Ebony Lumber] Demon Horn 
cr ins YT th] Coeur tether | Wyremcces Coral Fragment 
Coral Fingers Tae, oe | forth =| Coral Fragment =] Coral Fragment Rainbow Thread Leather Gloves 
evs Sibgot ] eaet | tinen ch | Cara Fragment | tind Skin 
Coral Leggings 1 1} arth | Goeurt Leather =| Coeurl Leather | Wyvern Scales Coral Fragment 
| eth | 
| Wind | 
Fire eel 
Te ee 
Col org Wid SS] Corl Fragment | Shoep tether | 
Tigeongs || fie |Back Tiger Fong |Back Tiger Fang |__—Scrpion Shl 
Coral Seale Mail eed Peace Coral Fragment Coral Fragment 
Rainbow Thread Sheep Leather Leather Vest 
Cooling | Wind oral Fragmens | Cora Fragment | 
ae a a a oc 


Carbon Fiber 
Coral Fragment 


Coral Fragment 
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CARPENTERS’ GUILD 


WOODWORKING RANK EXAM ITEMS 


Maple Table Journeyman 


Novice Traversiere 


The Carpenters’ Guild creates a large variety of items, from furniture to stayes to musi- 
cal instruments to bows, crossbows, and even fishing rods, If you want to specialize in 
a career that requires wooden weaponry, try your hand at woodworking. Carpenters 
also have an easier time decorating their mog houses and even expanding its storage 


facilities. It’s posstble to make a lot of gil by just furnishing other people's homes! 


AMATEUR RANK 


The Carpenters’ Guild in North San d’Oria, 


ITEM ary. CRYSTAL INGREDIENTS 

LT a a Le A 
Fut Ll aa a ee (ee 
Ce Ee 
Stone row | 33 |_——ath_—|———Arrowwond log | _—Stone Arowhead | _—ChocaboFletching 
Te a 
Maple Wond ||| ~——SWind~—|—Mople Lumber =| Chocobo Feather = | 
tovon'Shie || Barth] Bronze Sheet | Lavan Lumber | Lavan Lumber 


Workbench || for | Lavantmber | tavon Lumber | Lavon Lumber 
Ce Ea re ee 
Ly eee ee a eas 
ee es 
as a a ee 
Bone Aro | 38 | ath | row tg Bone rowhend _—|—Yagud ching | 
CL ss ee re 0 a (eae 
Harpoon Wind ish tuber Grastroad Shop Tooth 
RECRUIT RANK 

ITEM QTY. CRYSTAL INGREDIENTS 

CS 
Maple Shield |] farth | BrassShoot_ | Maple Lumber | Maple Lumber 
ee tig | 
ligt Gossbow [1 | ons] Brore gat | Ash umber | ress Thread 
Tees || tighning TY Maple Super | hesmstog | 
ee ee ee a ee ec meee 
HP Wind | Hoty tuber | Holy umber | 
wilow ond || Wind | Wilw lumber | set Wing, 
Wil Fbing Rod] | Wind | ilow umber] Grassthread =| 
Shorbow || Wind | Wilow umber | Gras tend | Grass Cath 
Bamboo Fin Rad) | Wind | Bambooick | Grostrd =| 
Brome Bo | 33 | forth | Ash umber | Brome BotHeads_ | 
MapeToble North] Maple Lumber | Maple Lumber | Maple Lumber 
seftow | 1 Wind— | ilow Lumber | rss Tend | Caton ath 
Bind al 33 tar ash tmber | Bind toh ends | 
wcdoh | 38 oh | Ash tumber | Acid BotHoods | 
Heap 38h] tsh mbar | Holy Bohtends | 
Seeptol | 33 | toh] Ash tumbor | Seep Boteods | 


Lovan Lumber 


Maple Lumber 
Giant Femur 


QTY. CRYSTAL INGREDIENTS 
Bot | 33th | ash lumber | Blot BoltHeods, =| 
Coeurl Whisker 
Holy cogs Wind Hoty tuber Sheep teather | 
Bronze Spear] 1 | Wind] Bronze got | Ash Lumber’ =| Gross Thre 
a es 
Holy Sint |) | Wind | Holly umber | Shep tooth =| Cd 


Grass Thread Grass Cloth Grass Cloth 

INITIATE RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
oS Er rr ae 
nl ET a a eee 
(ene 
Bes Speor |] | Wind =| Brssingot | Ash umber =| inen Tread 
Yew Wand 
Naple Harp Coeur Whisker 

ped Bow Sheep Leathe 
Yew Fishing Rod 
tm Lumber ee i 


| Wind | 

| far | 

a” en 

| Wind | 

| forth | von mbar | im tuber 

a ee Em Lumber 
| forth | Bamboo tick | Gress Tad i 
| forth 
| forth 
| Wind | 
| fork | 
| Wind 
| Wind | 


Coeur Whisker 
Ce 


Elm Lumber Elm Lumber Wool Cloth 
Coeur! Whisker 


Chocobo Fletng 
tin Sif | Eimtumber_ | Ramm 
sit | Bock ink | Bast Prchment__— | _ Bas Parchment 

Ser row] 38th sh tumber_ | Siverrovhend | Yagud eching | 


NOVICE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Spear Wind Irom ingot Ash tumber | inom Thread 
Booker | 1 | orth | Lavan umber | Holytumber = | SC 
Chest Sobol YT Wind] Ghesnut umber | Sheep tear | 
GhesmotWond | 1 | Wind | hesnut Lumber | ied Feuer |] 
Co Wind] rom ingot | Ghesnut umber | Glass iter | 
spiked ob || Wind | Bronze ngot— | Wolut Lumber | Wht Lumber 
Magan Shield | tore] rom sheet | Mahogany Lumber |_———Mahogony Lumber | 
NiawDeppo | 33 |—orth | Bronze Sheet | Chesnut Lumber |_—siled Water 
TO a a 
Lavan Lumber Linen Cloth Linen Cloth 
TO Ee a 


Troversiere 
Great Bow Chesnut Lumber Chesnut Lumber Velvet Cloth 
Coeurl Whisker 


Composite Bow Wind] Willow umber | sh tumber | Weal trend 
KowhoOgi | 33 | tanh] Baboo tick | rimalGue | Bast Parchment 

tele hrow | 88a | trownod tog | Beetle rrovheads__— | Choa Feting | 
Gok Tobe Tt rh ak tuber Oak tuber | Oak Lumber 


Chocobo Fetching 
Log 


Poison Arrow 


Ram Horn 


Holly Lumber 
Grass Cloth 


Scorpion Claw 


Lavan Lumber 


Scorpion Claw 


Linen Cloth 


Ook Lumber 


a} 
=> 
Lay 
2 
+ 
° 


sysaquls { 


SGTIND NIVW LHOIT FHL 


185 


ME pynd ssaquadava 


_ 
co 
o 


APPRENTICE RANK 


Mil Bo Hes ea] Wout umber | MytibGohHend | 
RoseWend | 1 | Wind | Rasevood umber |Back Cacho Feather] 


Coeurl Whisker 

Ook Still | tant fron Sheet [Ook Lumber | Oak Lumber 
Linen Thread Linen Cloth Linen Goth 

Horn AoW SIN Ean] Arowwood tog | Horn Arrowheods | Bid etching 


SlepArow | 33 | tor] Arrorwood Log | Slop Arrowheads | _—Bird lteting 
Es A 


JOURNEYMAN RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

ea EEE eee 
Lance ee ee | 
a 
EbonyScbots || Wind Ebony Lumber | Shoeptenher | 
Zanbirk Swind | test ingot Ook Lumber Coeur Whisker 
Oks | 1 | Wind Oak umber | Black TigerFong =| 
Ree Sind Se towon umber] Yewtumber 
Resevood lumber| 1 | Wind | Rose tog | 
Bearcat |Z ting] timtog oko Grosse Water 
GinPoe | 1 | Wind] mtumber Em umber 

Fie MONSTER sh tumber_— | Fre Arowbead |] id ching 


ITEM QTY. CRYSTAL INGREDIENTS 

shogany Lumber] Wind Mahogany tog PP 
Desk ptt mtbr | tavantumber | tne oth 
Kaya eae] ron ingor | Tama Hogone | Oak Lumber | 
Rose || toh | Rosewood Lumber Rosewood Lumber | Conurl Whisker 
eon SSO ean Arowwoodiog | Ctontiead | Fresond 
Great |] 1 | Wind | Mahogany Lumber] Bronze ingot | 
CLE SWRA Ook umber | kumi =| 
Rte Fting Ro] | Wind] mtumber |] Mol trend =| 
Kat wid] Bamboo sick km tuber Sik Treod 
hemo | | oth | rowvood tog |e rowheods_— | Ise etching | 
Lighting Arow 


War Bow Ook Lumber Oak Lumber 
Gloss Fiber 


Niles ST wat] thing [Mahogany Lumber [Carbon ber | 
Scopion row | 33 | far | Arownood tog | Scorpion Arends | Inset etching 
CTE A cD OP 


Mahogany Bed Mahogany Lumber Mahogany Lumber Mahogany Lumber 
Wool Thread Wool Cloth Wool Cloth 


CRAFTSMAN RANK 


ITEM QTY. CRYSTAL INGREDIENTS 


oo) ee ee 


chest Loan Lumber Lavan Lumber Ration Lumber Ratton Lumber 
Ratton Lumber 


ihogany Sof || Wind | Mahogany umber Turquoise |] _ Demon Horn 
Biel oh Hood] 33 | farh | Yew Lumber | _Darkse! Bol Head 


(offer Brass Sheet Yew Lumber Yew Lumber Yew Lumber 
Yew Lumber Yew Lumber Rosewood Lumber 


loglsfte | 1 | Wind | Rosewood Lumber] Parchment 
va 
Serdcie |} | for | Mahogany umber | __Mahoganytmber | _Mehogony Lumber Mahogany Lumber 
Te ing Rod] Wind | Wout umber | Sik thead 

Gy Wond | Wind Ebony Lumber |i Bird Father 
renga | Wind Yk tuber ic Fog 
2. it 
| Wind | 


sysaqquds fo way 24). 


Pts Sver Tred 
fid@ow || Wind | Wouter _bony umber | Sin Trod sik ot 
Doon Ar | tat trrowwood tog | Demon owes | __Blck Choa Fetching 


Heavy Crossbow Darksteel Ingot Mahogany Lumber Ebony Lumber Giont Femur 
Corbon Fiber 


ARTISAN RANK 

ITEM ary. CRYSTAL INGREDIENTS 

ony Ho Path Ebony Lumber Ebony Lumber] Coeurl Whisker 

WierBorel | 1th] heet | Oak Lumber | Lumber ak Lumber 


eee es ee 


Torutoru Folding Rattan Lumber Rattan Lumber Ratton Lumber Parchment 
Screen Parchment Parchment 
Chiffonier ~ Forth Iron Sheet Iron Sheet Rosewood Lumber Rosewood Lumber 
Rosewood Lumber 


RS] fh | ronsheet | ak umber | _ahogony umber 


Bureau Darksteel Sheet Mahogany Lumber Mohogany Lumber Rosewood Lumber 
Rosewood Lumber 


ie So | Wind | _—Ebony umber | ire Bead 
We Wicd] bony tuber WoerBeod | 
| fabs || Wind | Ebonytumber_— | for tend | 
a Ts 
tnderSuft | 1 | Wind | ony Lumber tghving Bead 
Oe 
tg | Wind | Bboy tombe | taht 
UAH Wi ttony umber Darke | 
Del nce || Fire | _Darstea ingot | Darksteel mgt | As tumber | Ah Lumber 


ae 
Rosewood Lumber 
Rosewood Lumber Gold Thread Velvet Cloth Silk Cloth 
WehciyBow || orth] lars Whisker 
fonyPole ft Wind | Ebony uber 


Tower Shield Earth Brass Ingot Brass Sheet Ook Lumber Ook Lumber 
Mahogany Lumber Ebony Lumber 
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ab CULINARIANS’ GUILD 
COOKING RANK EXAM ITEMS 


Recruit Journeyman 


Meat Mithkabob 


The Culinarians’ Guild is located in Windurst. Food is often an overlooked class of 
items in the game. Eating food in FINAL FANTASY XI may enhance your character's stats 
and even be 20st his or her elemental resistance. This makes meals in Vanadiel a desirable 
commodity, Once your fellow gamers realize how much food items can boost their stats, 


they'll be breaking down the doors of your bazaar to buy the meals you cook! 


AMATEUR RANK 


The Culinarians’ Guild in Windurst Waters. 


ITEM ary. CRYSTAL INGREDIENTS 

a EE es eee 
Corot Broth | 2 | Water [Savin Carat] Sand vian Corot | Sand Orian Corot 
Ha Bie Egg | I] tiard Egg | islet Wane] 


San d‘Orian Carrot 


PebbleSoup | 1] Fre | Hlnt Stone, | Flnt Stone, =~ |_——lnt Stone |——_—_—filled Water 
Griled Hate |G] ied Marram | Hore Met, =| 
Hord-Boled fg | 1 | sre |———Citled Water | Bird gg, | 
Herbal Bra Wate NN] rst Turin, | rostTurip, | Beougreens Beaugrens 
Smoked Salmon Mithran Tomato 
Bee ravich Tre Rock st Grayhill Water 
Pet Apo | 12] oth] Horo Fur | Hare Mect = |—Cilled Water Bird Egg 
Orange ic We] Soruta Orange Sort range Sarat range | ———Saruta Orange 
RECRUIT RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
Carrion Broth] 2 Water Golovin, | Hare Meat | Hore Meat Rotten Meat 
Honey | 2 | Wind] —Bechive Chip | Bechive hip, | Beehive Chip Bechve Chi 
Tota SEY Sonoran Hour | Millon | lve Rock Sal 
BugBrofh | 2 | Wer] tuguorm | tugworm™ =| StS Shell Bug 
Rona Moahroom | Tr tcksoh | leepsraom | —Sleepstroom 
Roost Mutton | 1] Fre |_—Mhawra Gori |_—Dred Maroram ——|_—Giant Sheep Meat 
Wild Onion Distilled Water 

tn a a a Te (i 
PAAR Horo Four Gia Sheep Meat | sled Water Bird Fag 
Apple We ||] Foeri pple | —Faerio Apple =| Faerie ple Forie Apple 

er 


Sebina Butter | 4 | ie Rock Salt Selbina Milk 


INITIATE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Ce a Rock Sot 


Boed Popoto | 1 Selina Bute 
‘toed apple | Slhna Bur 


as eas ee 
=a 2), Peel 
eee | Ganamon 
Honey Selbina Milk Cobalt Jelly 

i Ea a ee 
y Wild Onion Eggplant 


Meat Jerky 


Lo Theine Cabbage 
Son d’Orian Corrat 


ae ae 
sia Gruel eee Son d’Orian Flour Chamomile 
i Rarab Tail Distilled Water 
Boiled Gob || ire | Bay lees, | Rock Slt |b Crab Meat 


Ce a a 
Soaked Soimon_| 4 |e | Wat tog | Rocko] hve chron 


Dhael Seak TTve Bla remper vet hime Mt 
feiGommo | 2 far | Hovo ur | halnel Met | sled Water 


file ice |] Wott] Herta Pineapple] Kacham inepple_— | 


NOVICE RANK 


Foerie Apple ack 
Wijruit Ne 
Sunflower Seeds = 
‘Ss 
Distilled Water on 
; : — 
rost Turnip = 
Distilled Water = 
=. 
Frost Turnip 
Distilled Water 
Giont Sheep Meat 
Bird Egg 


ITEM ary. CRYSTAL INGREDIENTS 


a Rock Salt 


nn nnn, OL i a a 
al 
Acorn Acorn Acorn 
HebimoniteBoke | __1__—|_fire__—|_—MhawroGorlc_—|—Selbi Bute |——Nehimonite 
Ta ES TE ec 
fomBrood_ | A |e | Same Orion Four__—|———RockSo Ss |———Ctled Water 


— =~ — | 
Distilled Water 
Mithran Tomato Kazham Pineapple Yogudo Cherry 
Maple Sugar Selbina Milk 
Fehon | 2 _——|__—Water_|——Bastore Sardine __—|_—_—Bastore Sardine __—|———Bastre Sardine 


Waihi |W ie | Mhazom Peppers | hour] Oran | 
Jikltonem | |e | rePumpkin | Bees | 


pba ear] tye ow | tend rab Meat] sled Water 
a a 
APPRENTICE RANK 


Distilled Water 


Honey Acorn 


Coral Fungus 
San d’Orian Carrot 
Pomama 


Kukuru Bean 


Bastore Sardine 
Cockatrice Meat 


Bird Egg 


ITEM QTY. CRYSTAL INGREDIENTS 

peVinegor | A Dk | Ferie Apple_ rerio Apple | erie Apple 
PeDowgh | 4 | Woter_— | Sandtrian ow | ——SeinaBurer_— | Rock Salt 
Tonio ice We] RockSot— tan Tomcto | MitranTomoto | 


White Bread San d’Orion Flour Selbina Butter Rock Salt 
Distilled Water 


File Hering | 4 |e | ied Marra Rock Sah 


Foerie Apple 
Tomato Soup Fire Dried Marjoram Bay Leaves 
Distilled Water 


Petfoo fpston | 4 | fan] Rye | Crk Moot | _—stl Water 


Cinna-cookie San d'Orian Flour Selbina Butter Maple Sugar 
Bird Egg Distilled Water 


Fish Mithkabob Fire Bastore Sardine Bluetail Nebimonite 
Shall Shell 
Grope Juice Ey pee eee ee San d’Orian Grape San d‘Orian Grape San d’Orian Grape 
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Honey 


Mithran Tomato 
Honey 


Lizard Egg 
Tomato Juice 


Lizard Egg 
Cinnamon 


Shall Shell 


San d’Orion Grape 189 


Satins 
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JOURNEYMAN = 

ITEM CRYSTAL INGREDIENTS 

= a 

Distilled Water 
tdtabop | 1] fie | ive | tkts 
______ 
Rolanberry Selbina Milk Distilled Water 

Beowens Save] 1 fie | Sobibor] Beouyees 


Eng Sup ———————————————E 
Mulsum ee Distilled Water 


Lizard Egg 


Crawler Egg 


Distilled Water 


Bubble Chocolate Bubble Chocolate = Water Bird Egg 
fooSoup |_| Fie | ———Blck Popper | RockSo | Bird gg’ |_——__Citilled Water 
Scream Fungus Distilled Water Sobbing Fungus Deathball 
Bird Egg Distilled Water 
Yagi Denk vet] Yogudo cherry Buburima Grape | ———Buburimu Grape | ———_—Buburimu Grape 
CRAFTSMAN RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
shnnttens a 
Puffball Distilled Water Crawler Egg 
Thundermelon 
Giont Sheep Meat 
Blackened Fog | re] red Maram Rock Sot] Copper frog’ 
Bird Egg 
Distilled Water 
Honey 


Sausage Roll San d’Orian Flour Selbina Butter Rock Salt 
Distilled Water Sousage 


Corti Tre aad Egg to Thene Cabbage | San Oran Carat | 
San d'Orian Grape Distilled Water 
Geri GT eT to Then Cabbage | Som rian Corot] Bird Egy 
Rock Salt Quus Quus 
Tortilla Tomato Juice Stone Cheese 
Dhalmel Meat Wild Onion Mithran Tomato 
Ee 
Distilled Water 


Distilled Water 
Rock Salt 


Distilled Water 


Black Pepper 
Quus 
Mithran Tomato 


Rock Salt 
Distilled Water 


Selbina Milk 


ARTISAN RANK 
ITEM QTY. CRYSTAL 


EE 
San d’Orian: Carrot Red Terrapin Acorn 
Apple Vinegar Beastman Blood Hecteyes Eye 
Hecteyes Eye Gelatin Frost Turnip 
Mithran Tomato Cockatrice Meat Coral Fungus 
Son d’Orian Flour Selbina Butter Black Pepper 
Rock Salt Cheval Salmon 


ge a ee 
ee 


Hare Meat Stone Cheese Distilled Water 
Wild Onion San d’Orian Carrot Bastore Bream 
Wild Onion San d’Orian Carrot Black Sole 
Giant Sheep Meat Wild Onion 
Crayfish Sunflower Seeds Crawler Egg 
Wild Onion Sand 
Saruta Orange 


Sopa Pez Blanco 


nae 
=a 
Bdened Net | 1 |e 

a! aus 


Shallops Tropicale 


Maple Sugar 
Bay Leaves 
Shall Shell 


Danceshroom 
Distilled Water 
Hecteyes Eye 
Distilled Water 


San d’Orion Corrot 
Distilled Water 


Olive Oil 


Black Pepper 
Distilled Water 
Rock Salt 
Coral Fungus 
Rock Salt 
Bird Egg 
Selbina Milk 
Distilled Water 


Selbina Milk 
Distilled Water 


Rock Salt 
Distilled Water 


Elshimo Newt 
Honey 
Eggplant 
Olive Oil 
Crawler Egg 
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Saruta Orange 


Kazham Pineapple 
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GOLDSMITHS’ GUILD 
GOLDSMITHING RANK EXAM ITEMS 


Chain Gorget 


While Blacksmiths forge metal into powerful weapons and armor, Goldsmiths manip- 
ulare metal into delicate accessories and preces of jewelry imbued with the ability to 
raise the wearer's stats. Be warned, however, that this is an expensive hobby and the 
ingredients for most of the recipes are either expensive or difficult to find. In fact, 
you'll need to create many of the ingredients yourself! On the other hand, the pieces 


that can be made in the Goldsmiths’ guild are rare and worth a lot of money! 


The Goldsmiths’ Guild in Bastok Markets, 


ITEM QTY. CRYSTAL INGREDIENTS 

Stone Arrowhead YG Wind Flint Stone | Flint Stone fd 
Copper ingot | 1 | fire oper | Capper Ore |Cage eC 
a 

Copper Nugget Copper Nugget Cooper Nugget 

Copper Ring || ite | Copper ingot | Coppertngot =| 
a es ee 
Sapara Pe] Brss nga] Brasingt |Site ngot 


a Copper Ore 
Gdet ae a a a ne 


Brass Ingot Tinc Ore Brass Nugget Brass Nugget 
Brass Nugget Brass Nugget Brass Nugget 


Brus (op a a a a one 
RECRUIT RANK 
ITEM ary. CRYSTAL INGREDIENTS 


eee eee 
Bross tens Toth] Brss ingot Brome ites 
ee Brose | mee S| 
noon De ee ee 
eh 
Bross Leggings] | orn | BressShess_ Bromo Leggings | 
Brass Kiles Ye Bros mgr | Broo nuckls | 
on OO CS a a ee 
Biss agi PT trossingot_ | Brome Zon | 
Boss Sublgor | 1 | th | Brss Shoot Brome Subigor | 
bss oneal | URC trossshost Brass sheet | Brass Shest 
Bassin] | Wind | Brasngot 

Brass Ingot Cat Baghnakhs 
Brass Sheet 
Silver Beastcoin 


| 
) 


Brass Harness 
Silver Ingot 
Brass Xiphos 


Bronze Harness 


Silver Beastcoin 


Silver Ingot Silver Ore Silver Ore 
Tourmaline 
Sardony 
Amethyst 
Amber 


ary. CRYSTAL INGREDIENTS 
ei 2 a | 
Bee ee Ee os 
Si ian 
ALS DT 
INITIATE RANK 
ITEM INGREDIENTS 
Pot Circet Bee ee ee bee SS as 
Cotton Thread 
Silver Nugget Silver Nugget Silver Nugget 
Sher Earing Re wee EE a 
Hs Rod Se RC ee se) 
bstianmer | 1 |e | Bressngot |] Bronze Homer =| 


Te Fang) ew | tourmaline | Sivertwving 
Sade Eorng | far | Sodomy | Sivonen | 
Gert YT aH] ear topo | Sihertarng 
hens oing || ah | rtyst | Sivertoring | 
ft foing otter Shering | 


CO EE a 
Opaltaring | 1] oth] ight pol] ike Enrng’, S| i 
a a 
ne ea a ee 
See honKead | SE Win Topper ingot | Siverngot =| 
WietTol —| 4 Fre | Capperingot | toning, =| ewlumber 
Hi MS Tat] Bross sheet [hale Leather | Facequord | 
Leather Gloves 
NOVICE RANK 
ITEM QTy. CRYSTAL INGREDIENTS 
rishi oS Ea a 
Ne ee a ee a 
Leather Highboots 
Sie Chon] 1] arth | Siver got | Sivor got, =|] 
Cael] ST mA Siver ingot | Sinerchoin | Siver Chain 
Leather Trousers 
Toumalne ing | 1] ath] Tourmoling || Ser ng’ =| SC 
SecA Rng | TN RAR] Sordomye | Sinering =| Cd 
nD En i a 
Has Reg | Tcac I ]Amettyst | Siering =| Cd 
lsu Ring |) | Earth Naps ui |i Ring’, S| 
Te EE 
 e-—  a 
en oT 
Cotton Thread Dhalmel Leather Leather Vest 
Cin CGE S| Tea] Sine hin | Siverchain | Siver Chain | 
a Oc 
Git | TR Siverngot | Mercy | tron Mosk 
Guin Choker | 1 | orth | Siver Chain, =| Siher Chin’ =| Game!’ 
ih get | Se ytiitore Myth ore Myth Ore | 
Sitver Mittens Silver Chain Chain Mittens tS oe eee 


a 
= 
~<a 
Q 
YL 
Cotton Thread = 
Silver Nugget 
Dhalmel Leather 
Dhalmel Leather as 
= 
Fa 
5 
Silver Chain = 
Dhalmel Leather z= 
o 
= 
g 
Brass Scales 


Mythril Beastcoin 


Mythril Ore 
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APPRENTICE RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

Mythril Nugget Mythril Nugget Mythril Nugget 
Mh Eoin | Wind] yt ngot— | Myttingot =| 
SiverGriows | 1 | fre | Siver ngot_ | Mercury Greaves 
My cin ST ear] igot |My ngs | 
Spork once | 1] _tarth | Sivor ingot | tae 
ce 
MyritBoselrd | 1] Fie |_—Stoshingot =| Mythlngot =| 
SC a 
Blood fing | 1 | Earth |Get | Mythlforng =| 
Goshen Eng | Tea] Goshente Myth Eoring | 
Ametine fring | __1__——|_——_—arth_— Amt] Myth'Eoring | 
Tue Earing || ewe] Torquise Myth orng | 


SpheneEoving | 1 | forth | Spon Mth orng 
Back ating Seat] Block Peat |My ering 
Pea faring | 1 | toh Pea ytd ering 
ee 
| | teh |My sheet_— | Myth sheet_— | romnes | 
Te a 
Mfrs | tory |My Shwt |My Seat | Gin tens 


Rom Leather 
Sheep Leather 
oe aoe 


Spark Degen SN iver igot_ |My Degen 
Buckler | toh Mytlshest_— Myth Sheet_ Tage 
Sve Bangles a 
Spork Boselrd | 1 | fon] Sivringot_— | MytrlGosord J] 


Banded Mail Mythril Sheet Mythril Sheet Mythril Chain 
Mythril Chain Mythril Chain Linen Cloth 


JOURNEYMAN RANK 


ITEM ary. CRYSTAL INGREDIENTS 
Wingedge | tind Myth Ingo Silver Ingot 
My Degen 1] fre] romingot_— |r ingot Myth Ingo 


Ce a a 
a es a a a [ 
Te EE a 
Gold Nugget Gold Nugget Gold Nugget 
OT 
Ce ae ee ee eee 
TE 
Tene a a a a 
OE a a ne 
Sphone ing tors] Sphono | Myttcdg S| 
Lik EAN lock Peat |My’ | 
ee en EE a ee 
CAC TH Golding | Gold ngs S| CCid 
Heater Shield |__| toh |My shoot |——Mytrl Shoot |e Shield = 
Mythril Gorget we ae, ieee Mythril Sheet Mythril Chain 
Mercury 
Gold Eoring | 1 | Wind |_————Goldngot_ =| Goldingot 3S |] Cd 


Melody tring [1 |] Sotharn Poa a 


ITEM QTY. CRYSTAL INGREDIENTS 


CS A a A 
Dn ee a a ee ra 
Pt tah Myr got | arkstestns, | 
ligt | gat S| 


CRAFTSMAN RANK 


ITEM QTY. CRYSTAL INGREDIENTS 


Mei Guses [Tre | Myth Sheet | Myth Sheet | Rar Lecther | 
Wyott fie | Copper ingot | sheet | _Darstel Sheet 
a A i i 
ee Se ee ee ee ee 


Ram Leather 

Silver Ingot Silver Thread Raptor Skin 

Platinum Nugget Platinum Nugget Platinum Nugget 
Pinan Grin |__| arth | _———Ptizum ingot | Pinu ingot = | 
Geenfoving | Tor Jaeite Gil fartag: 
Soving |__| tavth | Sunstone | Gd Eoing, =| 
Te a TT 


Pupleforing 1 | oh] Howie | ld toring | 
gaa TV ee gvamarne old orng 
Wow fovng | os | ysoery! ld Eorng 
Pc a Tc i 
Moonforng | forth] Moorone | ld foving | 
Mines | Vr sheer_ [Darksteel Sheet_— | enter Gloves 


Ram Leather Ram Leather 
Patna EG | wind | lain ingot |v ingot =| 
Wibeoker |_| re] ingot Mercy, S| StS 
Gold Bongles ce Gold ingot 
Pinu Ring a ee 


Sheep Leather 
Platinum Ore 


Ram Leather 


Ash Lumber 
Cermet Chunk 


Platinum Nugget 


Leather Gloves 
Darksteel Sheet 
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s 
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ARTISAN RANK 
ITEM ary. CRYSTAL INGREDIENTS 


Gold Cuisses Gold Ingot Ram Leather Mercury Cermet Chunk 
Cermet Chunk 


NoblésGiom | |e Copper ing Gol Ingo 
Goldwod | |e Gold Ingo Gold Ingo Saber 


Cermet Chunk Cermet Chunk 

Moonring Bde | 1 | Wind | ———rom ingot] Tamo-Hogone =| Gold Ingot Mercury 
Cermet Chunk Cermet Chunk Cermet Chunk 

Ashura Pt Fie | Gold Igot_ | Gold Toad =| chigctono 

Te ES a 

nD en 

ee a a 

Foie Ring | 1] arth | lure, =| God Rg,—S | Cd 


Aquamarine Ring | 1 | tarth | Aguermorine | Gol Ring ARES iad Fl 
ChrysoberytRing | 1 | orth Chrysobery Gold Rng een eel 


Q 
2 
25 ee one Gold ing a eee ae 
_= Pt | tah | Moonstone Gol ing (es wi 
Ten ee Pe ees Gol Ingo [| acny_ = _ | Ser 
Gold Gauntlets Fire Gold Ingot Mercury Cermet Chunk Cermet Chunk 
Leather Gloves Leather Gloves 
Torque 82 eS Gold ingot Gol Ingo Gold ingot 
Gold Curiass Gold Ingot Ram Leather Ram Leather Mercury 
Cermet Chunk Cermet Chunk Cermet Chunk Cermet Chunk 
MavionEoring | 1 | ——tarth | MavionTethlum Gol Ering ET: SOEs 
Phantom Earring ne ak ce Phantom Tathlum Gold Earring Ber aarti) 
Diamond Knuckles Darksteel Sheet Mahogany Lumber Platinum Sheet Diamond 
Diamond 
Gold Buckler | fie Gold Ingo 
a) 
@ 
4S 
oO 
ot 
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TANNERS’ GUILD 


LEATHERCRAFT RANK EXAM ITEMS 


Recruit Lizard Cesti 
Dhalmel Mantle 
Novice Magic Belt 


Journeyman Raptor Jerkin 


Tiger Gloves 


The Tanners’ Guild is located in Southern San d’Oria. This craft involves the tan 
ting of animal pelts and the construction of leather goods. The Tanners’ guild is pri- 
marily responsible for the manufacturing of leather-based armor, regardless of the 
animal source. Since leathercraft also requires the use of some plant-based fabrics, 
consider combining this craft with basic lessons at the Weavers’ Guild to keep your 


character's inventory of supplies full 


ee | 


AMATEUR RANK 

ITEM ary. CRYSTAL INGREDIENTS 

Sheplether [| 
Wgtos Gloves] | tat] Caton ath Shep Leather | Sheep Lethe 
ts a ister Steep eather [Sheep tether | 
Sop Wool [Wind] Shempskn Sheps 
whos B0G || aA] Bronze Sees | Grasscoh_— | heap Leather 
bbe badena || Wind | Sheeptooher | 
ign | Tear] trance Sces | Sheep enter | Sheep Letter 


Rabbit Hide Grass Thread 
Laer CVs Tea] Grasscth Sheep Lecter | Sheep Leather 
ler rowers | 1 | Earth | Grass oth | Grass oth | Sheep Leather 


at eat] heey teather Shep Leather | Shoep Leather 


RECRUIT RANK 


Sheep Leather 


Sheep Leather 
Rabbit Hide 


Sheep Leather 
Lizard Skin 


ITEM ary. CRYSTAL INGREDIENTS 

ee Le 
eee a a ce 
Lahr Twin] on choin | Shoop tonther = | SC 
filemon Gloves] 1 | forth | Coton Cloth | skinod Skin. |S sizrd Skin 


ned Male SYS ew] ress tread | tizrd Skin | irr ot 
lid Het || fart | Shoep tether | tizrd Skin | tied hin 
lind oves | | trod Skin tenther Gloves | 
ce SS 0 Dn ea 
lindowes | | tid Skin] tino Skin_ ther uses 


Lizard Ledelsens nr i ee Lizard Skin Leather Highboots 
Lizard Jerkin Rineoewase ee Sheep Leather Lizard Skin Lizard Skin 
ee A Lard kin 


Lizard Skin 
Lizard Skin 


spsaqguds fo uy ay.1. 
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INITIATE RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

Dhalmel eather [Tf Dork | Windurstion Tea Leaves | _—Dholmel Hide |__—Dstilled Water 
To en ee es eee 
aca | Tt Toon th | Dhtmeteather | inordkin 
Shed Bondona | 1 | toh] tonthain_ | ether Bandoro | 


Marios Owed] ron ain | hme coher | 
Sided Gloves [1 | toh | omhoin__— | Dhalme Leother_— | tether loves 
ES a A OD 
Sued Boos 
a ae oo 
Ghocobo Bos || toh | Bronze Soles | rss Cath | Dhlme Lether 
Sided Tse | NT ea] ron chon |e! enter [tether Tousrs | 
NOVICE RANK 
ITEM ary. CRYSTAL INGREDIENTS 


Parchment fark | Sheep Leather | Rolanberry 
SwidedVest_ | 1 | tors] ranhain_ | hae enter | Ramlether | 
NAAT RII Wotide | Wookteod 
Fedloves || teh | oton th | Dhalmel Leather] Ramtether_ | 
Shoes Toten ch | Dhametcather_— | DhaimelLether | 
Rom eaher 1 | ark | Windrston eo tomes | RamSkin__— | __—isiled ter 

Magic wid Mercy Todo Ramtether 
leather Gorget_ ||] Ramtenter | Grose =| 
Cie bandas SY wate tm eather Beeson | tether Bandana 
Wolf Goget_ || tar attontead =| Wotde | 
Fc BOGE] rome Sales | rss oth | Ram ether | 
a ee ee ee 


APPRENTICE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Garborion Belt [| 1 | Water Fiend Blood |_—Beastman Blood | eather Belt 
Gur ighboots | 1] Water | ———Rarmether—— | Ramlether_ | Beeswax 
Wail wind] Ram tether | Ramlecther | Grass Tread 
Guirtousers | 1] Wor Ramleother | Ramleother | Beeswx | 
—-- | -~(| -_ 
Saruta Cotton 
Ram Leather Ram Leather 
a ee 
_____ a ad ll 
Scarlet Ribbon 
we Ee Ee ee eee ee 
Natashi Csi] TL eA I] Norashmha Lecter est SP 


JOURNEYMAN RANK 

ITEM ary. CRYSTAL INGREDIENTS 

Veathoe Shield orth Ram beather | Raptor Skin | ova Shield 
a Ac 


Hee ee |S tat Grass Theodor Skin | —Raplor Skin et 
Rone Towsers || toh |———RaptorSkin | Raptor Skin =| ur ruses > 
Rare tT Eorth | rom Sheet | Shoep Leather | Raptor Skin Raptor Skin QD 
ioe Tea] Raptr skin GuirGloves | S 
DesetBoos | 1 | torth——|———Bronze Secs, | Shoop Leather | Shoop Leather Yowie Skin a 
Re TL tart] Sheep tenther | Ropor Skin |p Skin 4 

Linen Cloth Velvet Cloth Sheep Leather Tiger Leather 
iS S| ST eae] ien ch] Dhmel Leather Raptor Skin 
Anenit Male || ath Grass trend tard Noh] Amemet Skin 
CRAFTSMAN RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
Hod ener Ring || Wind | Tgerlteoher =| | 
He MA SST eet Tress thread | chao Skin | Cockaice Skin | 
Weakrowes | 1 | orth | ockatce Skin | ——Cacktice Skin. =| ir Trousers 
Heck Le TL th] Myth sheet Cacti Skin] air ighboots 
batleBoos |] 1 |__—torh | rom Secs, =| Ramleather | ——Ramlenther | ——_—Tiger Leather 
PKK Start] tronsheet_—— Sheep Leather Caco Skin] ————Cakatice Skin 
ee a ee (uit Gloves 1 ats 
Beak i Tah] Shep tether Cocke Skin] Cocktrice Skin | 

Behemoth Leather Silver Mail 

Geno ecto) park] Windurstion Teo Leaves | Behemoth Hide |———iled Water 

Fiend Blood Black Ink Velvet Robe Beak Jerkin 
peta Mane | Te] Woot tieod Behemoth tide = | Cd 
ARTISAN RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
Figaches Gold Thread Silk Cloth Raptor Skin Tiger Leather = 

ae ee | z 

Swot || Earth rom Chin. =| Tiger Leuther_—|_———TigerLether ¢ 
Coil ate NT path] Winston Teo Leaves | Coeurltde———|_——_—stled Water z 
a a a ee - 
tl Hose Tiger Leather Tiger Leather = 
Tie ruses Cur Towser ‘: 
Tig Ledeen (ur Highboos 
Tiger Male 
Silk Pumps Silk Cloth 


Gold Thread Gold Thread 
Sheep Leather 


Tiger Leather 
Tiger Leather Tiger Lethe 
Tiger Mat 
Tiger Leather 
Manticore Hide Distilled Water 


Malboro Fiber Ram Leather Tiger Leather Mistletoe 
Fiend Blood Beetle Blood Velvet Robe Beak Jerkin 


Tiger Gloves 
Tiger Helm 


Black Mantle 
Tiger Jerkin 


Ea 
Forth 


Coeur! Gorget 
Manticore Leather 
Blue Cotehardie 


rth 
Earth 
Earth 
Eorth 
Earth 
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WEAVERS’ GUILD 


CLOTHCRAFT RANK EXAM ITEMS 


Cotton Cape Journeyman 


Novice Feather Collar Silk Coak 


The world of Vana‘diel also offers a Weavers’ Guild. This is where a character can 
learn how to turn easy-to-find items (like grass thread, silk thread and Saruta 


Cotton) into articles of clothing. If your character is specializing in the martial or 


The Weavers’ Guild in Windurst Woods, | 


magical Arts (careers that don't allow the use of heavier armor), then weaving 
becomes a helpful craft to know. Furthermore, the basic ingredients are cheap and 
usually easy to acquire from battles with Goblin weavers, crawlers, and mandragora. 
Moko grass, the basic source of grass cloth and thread, is also easily harvested in the 


nearby fields of Sarutabaruta 


Cia 


AMATEUR RANK 


ITEM QTY. CRYSTAL INGREDIENTS 

thoohorehing | 6 | Wink | Chchofeaher | Chaahofeaher | 

Grass Thread | 1___—|_tighning | Moko Gros] MokoGas | 

Gress Cath Tea] Grass tread | Gress Thread | Grass Trend 

Headgear | Tid | Grass trood | Gras oth =| Grass oth 

Soruta Cotton 

Gaiters ee Grass Cth 

Cope eet Grass tread Grass oth] Grass oth 

Bris P| ath Gress tread Grass oth] Grass oth |———Sheop Leather 
Vegans Hoss | ST ea] Grass tread Grass ash] Caton oth Coton Cloth 


Grass Cloth Saruta Cotton Saruta Cotton Saruta Cotton 
RECRUIT RANK 
ITEM Qry. CRYSTAL INGREDIENTS 
Cotton Thread Tf tightning | Soruto Cotton | Saruto Gatton =| Cd 
nD ee a a a a a 


Con Goth ath at tread Caton Trend | ato Tred 
Tekko ee ee ee Gross Cot 


Cuffs Flint Stone Flint Stone Cotton Thread Grass Cloth 
Cotton Cloth 


Dor Bat Fong Animal Gl 
Nie ST eat Tread rss th Coton Cath Sarva Coton 
Kohn] Wind | Gross] Gress eth Sheep Leather 
Shops Se otto Tread Grass oth Coton Cth Catfon Cath 
Vagabond’s Tunica Be ra Gross Cloth Grass Cloth 
Cotton Cloth Sheep Leather 
Coin Headgece | TY Wind otto thread | oton Goth Cotton Cth 
Sacks P| tth Coton trond] Caton oth Coton Cth Cotton Cath 


Cotton Gloves Cotton Thread Cotton Cloth Cotton Cloth Saruta Cotton 
Saruta Cotton 


Sitabaki Grass Cloth Grass Cloth Cotton Cloth 
Robe Grass Thread Grass Cloth 
Cotton Cloth 


Cotton Gaiters a Cinch | Cotton Cloth Cotton Cloth Sheep Leather 


Cotton Cloth 


Qry. CRYSTAL INGREDIENTS 
Grass Cloth 


Cotton Cloth 


Coton Brais Cotton Cloth 


Lighining 9] lox ower | lax Flower 
Earth Cotton Thread Cotton Cloth Cotton Cloth 
Cotton Cloth Saruta Cotton Saruta Cotton 


eT] ato ct Carbon Fiber 


Grass Cloth 


Grass Cloth 
Sheep Leather 


Cotton Cloth 
Saruta Cotton 


INITIATE RANK 
ITEM ary. CRYSTAL INGREDIENTS 
Gaon Hochimaki | LW | Gotton loth] Cotton oth | 
linn Goh | | oth | Linen Thread | tine Trend |inem Thread | 
Cig Tee] tovon umber Grass tread | oton oth Coton Goth 
Yoguo Fetching | 6 | Wind | Yaqudo Feather | ——YoguioFenther =| 
Linen Cloth 
FahermansHose | 1] Barth | Caton Threod | Caton Cth | Linen oth Linen lth 
LST eT tinen Thread | tinen oth] Linen oth |———_—Chocobo Ft 
Gaon Kyohon 1] Wind =| Ainen Trend | atone | Catton oth Coton lth 
Saruta Cotton 
tinnSps |] 1 | tarth ine Trend | Coton Cth] Linen oth Linen Cloth 
Dhalmel Leather 
Caton Staboki [1] oth] rass Trend =| Catton oth | Caton oth Linen lth 
HOO Scares thread Caton Cth | atton Cth 
Linen Cloth 
tse eT item theo —]tinen oth binen oth | —_Dhalel Lecter 
Coon Dogi | farth—]Grass threo] Caton Cth] Caton oth Coton Cloth 
Gombison a Brass Scales Linen Thread Linen Cloth 
Linen Cloth Linen Cloth Saruta Cotton Saruta Cotton 
Kognowo | 33th] Bronze ngot— | Gross Threod =| Matcre Hor 
Linen Cloth Sheep Leather 
Flue ath Ghocobo Feather Bat Fong | Atma Ge 
NOVICE RANK 
ITEM QTY. CRYSTAL INGREDIENTS 
Uinen Mittens] Bath] iinen Threod | Caton loth | Linen loth Saruta Cotton 
Soltahimoki |] 1 | Wind] ion Goth] Linen nh | SC 
Len S| Tea] tinen Thread | en nh | binen oth Linen Cloth 
solvate | 1 | _tavth | bouontumber | Grass Treud | tinon oth Linen lth 
eee ss | | 
Linen Cloth Linen Cloth 
Soliyahon || Wind | Coton Too | shine Cth | Linen oth Linen Cloth 
Sine] SP ca] ress Thread atton Cath | Caton Cloth | Sarat Caton 
WoolThread | 1 |__tighning | Sheep Wool | Sheep Wool =| 
Hef LS Wed] iver ingot_—— | —Yogudo Feather | ogudo Feather Animal Glue 
SolSioboki |] 1 |r| Gressthrood | sLien Goth | Linen oth Wool Cth 
Wal Cath Lear] Wool tread Woot Thro =| Wo Throod | 
EE ae th 
Bird Feather Bird Feather Bird Feather Bird Feather 
sl Gi path rss threo | tinen Clo | ine Cth Linen lth 
lien Heodbond | tact] tinen oth | Carbon Fiber | 
Wool Cloth 


Wool Hat Earth Brass Sheet Linen Thread Linen Cloth 
Wool Cloth 


a 
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APPRENTICE som 
ITEM 
‘Wool Cuffs 


Wool Slops 


Bird Fletchings 
Hemp Gorget 


Wool Robe 


MW g Earring 
Velvet Cloth 
Wool Cap 


Wool Bracers 


Silver Thread 
Wool Socks 


‘Wool Hose 
Chocobo Hose 


CRYSTAL INGREDIENTS 


a 
Wool Cloth 
Wool Cloth 


Bicker | id Footer | 
i 
Grass Thread Grass Thread Gross Thread 
= 
Wool Cloth Wool Cloth 
Stet rsect Wing | 


Es Sik thed Wool Tread 
rn > Woo Cath 


Wool Thread Wool Cloth Wool Cloth 
Soruta Cotton 


ee ae a Sik thread 


Wool Thread Wool Cloth Ha Cloth 
Ram Leather 


Haat eh Weal Thread 
a 


Wool Gambisons Brass Scales Wool Thread Saruta Cotton 
Wool Cloth Wool Cloth Wool Cloth 


JOURNEYMAN RANK 


ITEM 
Velvet Cloth 
Silver Obi 
‘Silk Thread 

Scarlet Ribbon 
Black Slacks 

Insect Fletching 
Black Tunic 


Silk Cloth 
Black Cape 
Velvet Hat 


Twinthread 
Linen Doublet 


Velvet Slops 


Velvet Robe 


Gold Thread 
Twinthread Obi 
Red Cape 

Field Hose 


ary. CRYSTAL INGREDIENTS 
Path Sik thrend atom Thread | atom Thread 
P| toh | Sivertead | Sivertead | Siver tread | 
aig SY rd Cocoon | rawerCoroon 
a eee 
1} fat jie fet tate 


Insect Wit | Insect Wing | Insect | Insect Wing | 


— = | | = 
= Cloth Velvet Cloth 

Pt] rth Sik | Sik threod | Sik Thread 

Se Siver thread eet Goth ehet eth 


] Forth Brass Sheet Silk Thread Wool Cloth 
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Linen Cloth 


Wool Cloth 


Gross Thread 
Grass Thread 


Linen Cloth 


Chocobo Feather 
Saruta Cotton 


Wool Cloth 
Ram Leather 


Sheep Leather 


Saruta Cotton 
Wool Cloth 


Velvet Cloth 


Linen Cloth 


Velvet Cloth 


Linen Cloth 
Saruto Cotton 


Velvet Cloth 


Wool Cloth 


Wool Cloth 
Saruta Cotton 


White Cloak 
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Once you begin to invest time into learning a Crafting skill, it's key to find easier ways of obtaining the materials needed for item synthesis. Depending upon the Guilds) to 


which you belong, there are several options other than the Guild Shop or the auction house. 


LOGGING & MINING 


If Smithing or Goldsmithing is your choice, then it's possible to mine your own ore 
and gems from the mines and mountains found throughout Vana‘diel using a pick- 
axe. Excavating in Tahrongi Canyon and the Maze of Shahkrami nets Boneworkers 
the bony remains of many fallen monsters. If the Craft Guild calls for botanicals and 
plants, try your hand at Gardening. In addition, many types of grasses and flowers 
can be obtained through harvesting with a sickle. Check out the plains around West 
Sarutabaruta and Giddeus with a sickle in hand to find moko grass, saruta cotton, 
and other necessities. Carpenters may want to invest in a hatchet and explore forest- 


ed regions for trees 


To begin harvesting your own material, you must purchase or make the right equip- 


ment for the job. The following table indicates where to buy each item or how to 
make them. If you plan to join the Blacksmiths’ and Carpenters’ guilds, you'll be 
pleased to know thar the recipes for all three items fall under the Amateur rank. Once 


properly equipped, it's time to start looking for harvesting points. 


Harvesting is a time consuming process. Harvesting spots are randomly located in 
specific areas (see the Harvesting, Logging, and Mining tables at the end of this sec- 
tion) and only last for about four harvesting attempts. The easiest way to find one 
of these harvesting spots is to run around the area in a disciplined manner, moving 
the mouse cursor over possible locations. So, for harvesting points, move the mouse 
cursor over the patches of long grass in West Sarutabaruta and Giddeus and watch 
for the cursor to change into the targeting icon. After finding a harvesting point, tar- 
get it and use the proper item (a sickle in the case of harvesting grass). To make 


things even easier use the following macro: 


/ TARGETNPC = 
/item "Item Name" <t> : 


When Mining, look at mountain and cave walls for mining spots and scan tree 
trunks for logging Spots when out logging. Exeayation points are usually located near 
the bones that mark the graves of prehistoric animals. Just don't excavate after dark 
when the ghosts come out! It takes time to find harvesting locations, but the results 


are usually worthwhile. 


TOOLS 


RECIPE INFORMATION 


Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot, Maple Lumber 


PURCHASE LOCATION(S) 


Ostalie (Southern San d’Oria E-9) 
Numa (Port Bastok E-7); 

Boytz (Bastok Mines H-7); 

Upih Kachla (Windurst Waters H-9); 
Champalpiev (Upper Jeuno H-6); 
Ostalie (Southern San d’Oria E-9); 
Pikini-Makini (Mhaura G-9) 


Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot x2, Maple Lumber 
Smithing (Woodworking secondary): Fire 
Crystal + Bronze Ingot, Ash Lumber, 

Grass Cloth 


The following tables indicate where to go for certain items. It's a good idea to make 
sure that you can handle all of the monsters that live in these areas before attempt- 
ing to wander around looking for harvesting points. Also, make sure you've emptied 


your character's Inventory of excess goods to make room to transport any findings, 


In West Sarutabaruta, look for har- 
vesting points in the long grass, 


In the Zeruhn Mines, look for mining 
points on the rock walls. 


The large, sun-bleached bones are the perfect spot to look for excavation points 


in Tahrongi Canyon. 


Logging points are located on trees in 
forested areas like the 
Jugner Forest, naturally, 


The following tables indicate whether Or nor an item 1s found in a certain area and, if 
”, whether it's easy or difficult to find. When harvesting materials, keep in mind two 
things: success isn't always guaranteed and there's a chance that your tool may break in 


the process. Bring along several of the instruments you're planning to use just in case! 


HARVESTING USING A SICKLE 
WEST SARUTABARUTA 


GIDDEUS 


Windurstion Tea Leaves 


Crawler Cocoon 


LOGGING USING A HATCHET 


ITEM EAST GHELSBA JUGNER BUBURIMU 
RONFAURE OUTPOST FOREST PENINSULA 

ee ee ee 

Arrowwood Log Easy Eosy Easy Easy 


Ash Log | toy | fay 
Yew Log 
Chestnut Log 
Willow Log 
Hally Log 
| ee Seas 
don Ey ee = ae 
Wolnut Log 
Echo Root 

Oak Log 

Lavan Log 
Rosewood Log 
Mahogany Log 
Ehony Log 


EXCAVATING FOR BONE ITEMS USING A PICKAXE 

(TEM TAHRONG! CANYON MAZE OF SHAHKRAMI 
litle Worm 
Bat Fang 
Bone Chip 
Chicken Bone Easy 
Giont Femur 
Scorpion Claw 
Scorpion Shell 
Turtle Shell 
Colored Stones” 
Petrified Log 
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E 
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MINING FOR ORE USING A PICKAXE 


ZERUHN 
MINES 


PALBOROUGH GUSGEN 
MINES MINES 


YUGHOTT 
GROTTO 


Copper Ore 
Tin Ore 
Zinc Ore 
Iron Ore 


Silver Ore 
Mythril Ore 
Gold Ore 


Colored Stones” 
Flint Stone 


“Colored Stones come in eight colors. The color you find depends upon the day of the 
week. These stones con be turned into valuable gems by using the Goldsmithing craft. 


COLORED STONES 
DAY OF THE WEEK 


STONE COLOR 
Red Stone 
Translucent Stone 
Green Stone 
Yellow Stone 
Purple Stone 
Blue Stone 

White Stone 
Black Stone 


Firesday 
Iceday 
Windsday 
Eorthsday 
Lightningday 
Watersday 
Lightsday 
Dorksday 


GARDENING 


Some people find that working for a guild is not their cup of tea. To those who find 


the idea of gardening of interest, Vanadiel has much to offer. 


To begin gardening, make sure you have a flowerpot and some seeds in your Mog 


ouse inven’ ory. nen, se 1é€ pot in your room using the ayout option on the 
H tory. Th t the pot in } g the Layout of I 
Mog House menu. Once done, choose the Gardening option and, when prompted, 


choose which flowerpot and seeds youd like to use. 


When the Moogle plants the seeds, it's time to take a break. Visit your Mog House 
f s 

and examine your newly planted seeds each day (every real-life day). If you miss a 

day or more, the plant may suffer from neglect and wither away. If this occurs, your 


only option will be to empty the pot and start over. 


If you tend to your plants well, a new option appears on the Gardening Menu on 
the second or third day. This option enables you to fertilize the plant with a crystal. 
If you choose to fertilize the plant (this isn't required), add a crystal from your Mog 
House inventory to the pot. Within a day or so, you should have a beautiful flower, 
herb, vegetable, or other type of item to harvest. To harvest the plant, choose the 


Harvest option on the Gardening menu. A harvestable plant usually has a shimmer 


around It notifying you that it's time to teap your rewards. 
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The type of harvest and its rate of growth are largely affected by the type of crystal chosen to fertilize the plant. Since all seeds have an elemental attribute, your results depend 


heavily upen whether the crystal used is strong or weak compared to the seed’s attribute. 


In addition, you can also use the combination of seeds and crystals to obtain certain items. Regarding colored stones and crystals, the type you receive depends upon the type 
of crystal used as fertilizer. If you are lucky enough to harvest a crystal, you may notice that it is of the opposite element of the crystal used to feed the plant. Keep this in 
mind when gardening. 
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CHOCOBO DIGGING 


One of the most recognizable beasts of Vana‘diel is the beloved chocobo. Some find these beasts to be living testaments to the popularity of FINAL FANTASY. However, thos 
that wander the lands of Vana‘diel find chocobo to be useful as well. Each dig requires you to have a bunch of ghysal greens in your inventory. Your chocobo consumes one of 


these for each dig,Here's a table of chocobo digging data to help those entrepreneurial spirits among you. 


CHOCOBO DIGGING DATA 
POTENTIAL FINDS 


moneaneteee teens ss 
Maple Log i Ronfoure Chesnut Chesnut Log 
aes 
Ash Log Ronfoure Chesnut | Chesnut Log Mistletoe 
Arrowwood Log 
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AREA POTENTIAL FINDS 


= = 
an Bird Feather Dorkstee! Ore Mytheil Ore 

South Gustaberg litle Worm Bone Chip Insect ~ Rock Salt 
oo 

: 

. =—_ Bird Feather ™ 

Passhow Marshlands Inseet Wing Villow Log lizard Molt 
Puffball ] Rock Mythril Beasteoin Petrified Log Turtle Shell 

= : 
Nythel Beostcain | Coral Fungus m m Gold Beastoin 


West Sorutebaruta 


Eos Sorutoborta 


Peeble Little Worm Lavon Log Insect Wing Moko Grass 
Yogudo Feather | Bird Feather Saruta Cotton Rosewood Log Ebony Log 
Peeble Lavon Log Papaka Grass Insect Wing Yogudo Feather 
Bird Feather Saruta Cotton Green Rock Rosewood Log Ebony Log 


Tahrongi Canyon Peeble Seashell Bone Chip Insect Wing Tin Ore 
Yogudo Feather Giant Femur Red Rock Gold Beastcoin Gold Ore 


Buburimu Peninsula 


Seashell Tin Ore Bird Feather Giont Femur 
Shell Bug Sholl Shell Coral Fragment Platinum Ore 


ain Peeble Flint Stone Insect Wing Copper Ore lizard Molt 
Giant Femur Gold Beastcoin Yellow Rock Block Chocobo Feather} 27? 
Sauromugue Champaig Peeble Bone Chip Flint Stone Insect Wing Iron Ore 
lizard Molt Gold Beastcain ™ Black Chocobo Feather} Translucent Rock 


Fishing: The Other Guild 


Last, but certainly not least, there is the Fishermen's Guild. The Fishermen's Guild 
is different from other guilds in that you don't have to synthesize items to advance 
through the guild's ranks. Instead, your character's rank 1s determined largely by his 
or her fishing acumen. To become proficient in this guide, it's important to deter- 
mine the best combination of fishing rods and bait for the particular area in which 
youre fishing and for the type of fish you want to catch . You must also learn how 
the time of day, the phases of the moon, and the tides all affect how the fish bite. 


Lastly, you must also dispose of the monsters you may catch instead of a fish! 


People who are fishing on a nice, comfortable day don't want to be disturbed by 
foul and vile monsters most of the time. To avoid some of these worries, use Sneak 
when possible), Creatures that are pulled out of the deep will be angry, but they 
won't be able to find you. This keeps fishing character from having to deal with the 


negative consequence es of their trade 


The main office of the Fishermen's Guild is located in Port Windurst. There are plenty of experienced fishermen at the docks to learn from. The guild shop is pretty good 


also, as it offers plenty of fishing rods, bait, and lures. If you're not close to Windurst at the start of the game, you can always buy or make a rod and purchase bait at an item 


shop. However, you won't get the level of tutelage that you get from the men and women at the guild headquarters. 


FISHERMEN’S GUILD /SHOP LOCATIONS 


LOCATION STORE HOURS DAY OFF 


3:00.18:00 
i 
| goat | __ 1-00-7800 


With a fishing rod and some bait in your possession, equip the rod in the ranged 
weapon slot and the bait (whether it's live or a lure) in the ammo slot. Go to the near- 
est river, lake, or ocean and type /fish, (Creating a macro is a good idea if you plan 
on fishing quite a bit.) Then cast the line and sit patiently for a bite. If something 
catches your line, press the Enter button to reel in your catch. In the beginning, it's 
likely that your line or rod may break, or the catch may get away, Many times, you 
wont catch anything at all! However, patience is the key. 


After building up your character's Fishing level, you can take rank exams just like in 
the other crafting guilds. Instead of building something, the guildmaster will make 
you hunt down and catch a specific fish to advance to the next rank. Refer to the fol- 
lowing table for the list of exam fish: 
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FISHERMENS’ GUILD TEST 


There are a lot of variables that determine a successful fishing expedition. As is the 


case in real life, take into consideration the time of day, weather, and the phases of 


the moon before venturing out to fish. For example, did you know that fish are more 
likely to bite when you fish early in the morning or at dusk? The following provides 


the rundown on ways to make your fishing trip more successful. 


FISHING RODS 
SIZE OF FISH 


BAIT 


Little Worm 
Shell Bug 
Sliced Sardine 
Sliced Cod 
Peeled Lobster Fly Lure 
Slice of Bluetal 
Peeled Crayfish 
Slice of Minnow 
Rotten Meat 
Sardine Ball 
Crayfish Ball 
Insect Ball 
Trout Ball 
Meatball 
Shell Bug 


The best times to fish are at dawn (5:00-6:00) and dusk (17:00-18:00), The 
night is the next best time. 


@ Fish are easiest to catch during the new moon and the full moon lunar 


phases—around the times of high and low tides. 


| | Fish seem to bite more when the surface of the water Is rippled (instead of 


smooth) by the wind, or during cloudy and rainy weather. 


In addition to environmental conditions, you need to match your rod and bait to your 
fishing spot and the type of fish you want to catch. Remember: Some rods are specif 
ically geared to catching smaller fish and will break if you catch something large and 
heavy. Also, you must learn which types of bait and lures draw a particular kind of 
fish. IF you're fishing for bottom dwellers, try the Sabiki Rig. The Sinking Minnow 
lure also attracts bottom dwellers, but usually larger and more powerful ones. Stay 
away from this type of lure if your goal is smaller fish! At times, the members of the 


fishing guild will help you match your equipment with the type of fish you want. 


"ish Distribution Tables 


In the world of Vanadiel, there are plenty of freshwater streams, rivers, and ponds 


for fishing. If you're up for a slightly more exciting expedition, head to the seaside 
and attempt some saltwater fishing. When you are really ready for a challenge; try 
fishing off the Mhaura-Selbina ferry. However, when you fish in the wild (as 
opposed to fishing in a city), there is always the possibility that you may catch a 
monster instead of a fish. If you catch a monster you must fight it, so only fish in 
areas where you can solo the monsters that dwell underwater. Fish and monsters 
aren't the only thing that you may catch while fishing. On occasion, you may snag a 
piece of rusted equipment! Be careful, as the weight of a sodden, rust-covered item 


may Cause your rod to snap! 


Some fish are only available in specific spots within the areas listed. Be sure to fish 


the more secluded areas! 


The Art of Synthesis 
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DARK BASS [ll 
SHINING TROUT 
BLACK EEL 
icerisH 
WONKE-ONKE [il 
RED TERRAPIN: 


MOAT CARP 


CHEVAL SALMON 
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The Republic of B US tok 


Bastok is an industrial giant in the first years of its rise to glory. Powered by steam, Galka muscles, 
and Hume ambition, it seems that nothing will get in the way of this city’s ascension. Outside of 
the stone buildings of the Bastok Market and town center is a land almost devoid of green, thriv- 
ing life. Instead, dry and cracked landscape dominates this region, where only the wise and the 
strong survive. Rock lizards, Quadav, Goblins, and worse things stalk the mountains day and night. 


Bastokers seek peace through expansion and safety through power. 


BASTOK MARKETS ........ 214 
The Bare Bones : 
Breaking Stones ; 
Brygid, the Stylist be 
Buckets of Gol i. 

The Cold Light of Day i fe 
The Curse Collector i = 
The Elvoan Goldsmith i ee 

Father Figure 

A Flash in the Pan ’ 

Gourmet | 

Mom, the Adventurer? 

The Return of the Adventurer 

‘The Signpost Marks the Spot } 

Stomp Hunt ' 

Wish Upon a Star 


METALWORKS ........ 6216 | 
Beadeoux Smog 

Cd's Secret ' 
The Darksmith ; 
The Gustaberg Tour } 
Mean Machine t 
Smoke on the Mountain 

Stardust : 


| BASTOK MINES ........... 
Altana’s Sorrow 
Blade of Death 
Drochenfall 

The Eleventh’s Hour 
Fallen Comrades 
Groceries 

Hearts of Mythril 
Inheritance 

Love ond Ice 

Lovers in the Dusk 
Minesweeper 

Rivals 

The Siren's Tear 

A Test of True Love 
Trial by Eorth 
i Vengel Wrath 


PORT BASTOK ........... 
Beauty ond the Golka 
Bite the Dust 
Eco: Warrior 
Fear of Flying 

| A Foreman’s Best Friend 

| | Forever to Hold 

Guest of Hauteur 

» | Alody's Heart 

Out of One's Shell 

| | Past Perfect 

The Quoday’s Curse 

Shady Business 

Silence of the Rams 

The Stars of frit 

Till Death Do Us Part 

The Usual 

Welcome to Bastok 

The Wisdom of Elders 


STOK MISSIONS ........ 
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Between Port Bastok and the southern 
mines, there is the hub of humanity 
and mercantilism that is the Bastok 
Markets. This is one of the busiest 
places in the city, and in the entire 
world of Vanadiel. Adventurers can 
find stores to the south, near the West 
Gate. An auction house lists less avail- 
able goods, and it isn’t a long trip to 
the Residential Area for those who 
need to drop something off. 
Goldsmiths from across the land come 
here to see one of the most experienced 
guilds of their craft. There isn’t any- 
thing wrong with the nightlife either, 
as Hume and Galka blow off steam in 
the Firewater Circle, 


MBP GERD re, 

O Arawn b West Gate e ¢ 
O Aguillina 
© Brygid 
© Degenhard 
O Salimah 


Aemourer 


© Metalworks 
@ Residential Area 


THE BARE BO 


An elderly Hume named Degenhard is known for his robust health. He tells you that 
if you want to know the secret of his physique, you must bring him the item that 
keeps him so vigorous. This item is a bone chip, which you can get by killing skele- 
ton-type monsters like enchanted bones in Gustaberg, If you give Degenhard the 
chip, he reveals his secret and gives you a map of the Dangruf Wadi. 


BREAKING STONES 


Horatius (J-9) is a trader with an eye for material (and mineral) goods. There is an 
especially rare stone that can be found in Dangruf Wadi only on sunny days. Travel 
through Dangruf Wadi and search area I-5/J-5 for the stone (marked by 2?). 
Horatius pays you 400 gil for each one that you bring back to him. 


BASTOK MARKETS 
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Brygid is a fashion visionary, a girl who breaks all common clothing rules. She is not 
content to be a mere fashion plate herself, though, and she orders other people to freely | 


express her vision. If you dress according to her orders, in a robe and bronze subligar 
she rewards you with the perfect compliment to your wardrobe: a pair of gloves. You 
can buy a robe from Boytz's Knicknacks. You can buy the subligar from Brunhilde the 
Armorer, Or, you can obtain it by looting Goblins or Quaday, or get it as a reward for 
the Quadav’s Curse quest. You can also order these items from the auction house, 


BUCKETS OF GOL. 


Foss wants to know if you haye fished before. If you answer yes, he has a special task for 
you. He wants 5 rusty buckets, and he is willing to give you 300 gil for them. Fishing near 
area H-11 of Zeruhn Mines (with lugworms) will get you the buckets and then the money, 
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Malene's (1-5) precious clock has been eaten by a monster. She wants you to get it back. The 
monstet can be lured out of its hiding place by placing a nice tasty fish (a Quus) near it. 
Get a Quus by fishing or through the auction house, and then travel to South Gustaberg, 
In the bushes behind the lighthouse (around area M-10), leave the bait (using the cade 
function) for the monster, Bubbly Bernie, a notorious monster crab, will hungrily come for 
it, Crush the crab to collect the clock, and return to Marlene for a reward of 500 gil. 


THE CURSE COLLECTOR 


Zon-Fobun (G-S) is studying some types of powerful magical ailments: Curse and 
Mute spells. To do so, he asks you to collect them by holding on to a piece of cursep- 
apet while you are put under those status effects. Ac this point, head to Beadeaux where 
there are two magical creations: the Afflictor and the Mute. Examine the Afflictor first 
to be Cursed and then the Mute to be silenced (in that order, because you cannot be 
cursed if you are silenced). Return to Zon-Fobun for your reward of a poison cesti. 


Michea would like you to get her a copper ingot, You can buy one at the auction 
house or craft one through synthesis. The latter requires I fire crystal and 4 copper 
ores, which are dropped by tunnel worms and stone eaters. When Michea has her 
ingot, she rewards you with 180 gil. 


FATHER FIGURE 


Michea wants to give a present to her close friend Dalzakk, who has been like a father 
to her, She asks you to get her a silyer ingot to help with this. You can buy a silver 
ingot at the auction house, or synthesize one using | fire crystal and 4 silver ores. 
When Michea receives her ingot, she gives you 2200 gil for your help. 


A FLASH IN THE PAN 


Aquillina is having problems starting her stove, and she needs 4 flint stones to light it. Flint 
stones can be obtained from the tunnel worms and stone eaters just outside the Bastok city 
gates. When you give the flint stones to Aquillina, she rewards you with 100 gil, 


GOURMET : 


TIME 
6:00-11:59 


Every cook knows thar it 1s the ingredients 
that make the dish, Salimah (L-8) wanes that 
special something to make the meal com- 
plete. If you get her the right item at the 
right time of day, she will pay handsomely for it (at all other times, she give you 100 
gil), Treant bulbs can be obtained from Walking Saplings (in Gustaberg), Wild 
Onions from Goblins (in Gustaberg), and Sleepshrooms from Funguar (Jungar 
Forest). If you need to verify what item Salimah is looking for, her daughter Rothias, 
who is near her, will sing you a song about it. 


Nbu Latteh (J-9) likes to go on adventures, but she also likes to give her daughter 
gifts from her travels. She wants to you to get a copper ring for her daughter, Roh 
Latteh, and give it to her as a present. Copper rings can be synthesized using | fire 
crystal and 2 copper ingots or bought at the auction house. Roh Latteh can be found 
in Bastok Mines (H-7); when you give her the ring, she gives you a letter to take back 
to her mother. Your help is rewarded by 100 gil if you read the letter or by 200 gil 
if you don't read it. 


THE RETURN OF THE ADVENTURER 


Gwill (E-11), who is looking after Dalzaak’s house, would also like to make a present for 
Dalzaak. He knows that you helped Michea in the past, and he would like you to get him 
a stick(s) of cinnamon so that he can complete his gift. Stick(s) of cinnamon can be 
bought from various merchants (such as Dhen Teuryokoh at Port Bastok) or through the 
Auction House. Gwill will then give you a cotton headband for helping him. 


THE SIGNPOST MARKS THE SPOT 


Nbu Latteh (J-9) wants to give another present to her daughter. In this case, she 
wants you go to the Konschtat Highlands and search for a painting that was left 
there. Travel to area G-4/G-5 of the Konschtat Highlands and look for a signpost 
that you find there; you will discover a painting of a windmill. Take the picture back 
to Roh Latreh for your reward of a linen robe. 


STAMP HUNT 


Arawn is looking for participants in his stamp hunt. If you are interested, he gives 
you a stamp sheet so you can play. The people who will give you stamps are as fol- 
lows; Pavel (West Gate of Bastok Markets), Latifah (Drawbridge of Port Bastok), 
Ehrhard (Warehouse of Port Bastok), Deadly Spider (near Bastok Mines Depot), 
Elayne (near the Altar of the Goddess in the Metalworks), Romualdo (Cannonary 
of the Metalworks), and Tall Mountain (near the Alchemists’ Guild at the Mines). 
When you have all the stamps, return to Arawn for your prize, a leather gorget. 


WISH UPON A STAR 


Zacc has been feeling lonely of late. He asks you to find his wife Alisa for him. No 
amount of searching will find the blonde-haired Alisa, but Malene knows the reason. 
Alisa died in an accident a couple weeks ago. Zacc, of course, isn't about to accept 
his wife's death. There's only one way to help Zacc deal with the passing of his wife. 
Enu asks you to get a fallen star, The fallen star can be obtained by logging in area 
E-9 of the Yhoator Jungle. The fallen star must be given to Enu at night when the 
stars are visible. You are rewarded with a chunk of water ore. 
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Metalworks 


Apart from the Blacksmith'’s Guild of 
Bastok, the Metalworks are a place for 
elite tradesmen and foreign. officials. 
The Consulates of Windurst, Jeuno, 
and San d’Oria are here. There are also 
refineries, forges, and all manner of 
industrial contraptions, Never quiet, 
the spirit of Bastok is surely born of 


bellows and ovens, steam and fire. 


Cemet Refinery — 


Blacksmiths’ Guild on 
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AAP LEGEND 


O Hungry Wolf 
O izobele 


© Baldric 
© Unlucky Rat 


© Bastok Markets 


BEADEAUX SMOG 


The Galkan High Bear (1-8) is one of several researchers focused on studying the 


effects of Bastok industry upon the environment. At this point, he is looking into 
pollution in the area of Beadeaux, and he wants you to go there and obtain some cor- 
rupted dirt for htm. Once at Beadeaux, look for two giant smoke stacks and a bridge; 
cross under the bridge and collect the sample at area G-9 (marked by ???). Return 
with the dirt to High Bear to get a chakram. 
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METALWORKS 


Gunpowder Room 


mo Consulate of Windurst 


Consulate of Jeuno 


— Craftsmen's Eatery 


Cid (H-8) is trying to look out for a good friend of his, Hilda, and asks for your 
help on the matter. He requests that you go to her to see if she needs anything, Hilda 


is the proprieter of the Steaming Sheep Restaurant in Port Bastok, and she has a 
problem: a customer wanted a rolanberry 874, and she doesn’t have any. 


Rolanberries are dropped by the monsters in Crawler's Nest (for the sequence of 
steps needed to obtain the rolanberry 874, see the Hoist the Jelly, Roger quest) 
When you give the berry to Hilda, she asks you to return to Cid with an unfinished 
letter, the contents of which are very personal. For your help, Cid gives you a ram 
mantle, and he asks you to respect the privacy between him and Hilda by not speak- 


ing of anything you did for them. 


GENT: Mighty Fst REWARD: 2000 gl 
REQUIREMENTS: None REPEATABLE: Yes 
‘TEM(S) NEEDED: 2 Chunks of Darksteel Ore 


Mighty Fist (G-9), who is near the Darksteel Forge, has a problem. The mines are 
tunning low on darksteel ore and he is trouble meeting the demand for the materi- 
al, He finally decides that he can trust you to get him what he needs, and he will pay 
you 8000 gil for every 2 chunks of darksteel ore thar you give him. You can find 
them in Zeruhn Mines, but Mighty Fist also believes that you may have better luck 


at Gusgen Mines as well (use pickaxes and take along more than a few of them). 


Sse Se en 


THE Gl GUSTABERG TOUR. 


‘QUENT: lzobele a 
age cae ted REPEATABLE: No 


Near Cid's lab is a woman named Izabele, who needs volunteers interested in a 
The tour group must consist of a full party of six people with little knowled 
the area. The party journeys to North Gustaberg and meets there with unt 
(in area F-8). Because they've helped with the design of the tour, the P: tic 
rewarded with S00 gil each, 


The machine that Unlucky Rat is working on is broken, and he 
lubricant to repair it. The only thing that he ean think of using is 
monster parts, In Beadeaux (area G-7), there is a monster 
secretes slime oil. If you give a vial of slime oil to Unlucky Rat, 


of Warp in exchange. 


Markers ets) sees i to-ms tS. some: You kill a giant om aie ee. and go to 
afire made by Goblins (area K-9 in South Gustaberg). You must leave the meat there 
for a day, tending it constantly without leaving the fire. Hungry Wolf rewards you 
300 g gil for making the sausage. 


> 


STARDUST 


CLIENT: Baldric 
REQUIREMENTS: None 
ITEM(S) NEEDED: Valkurm Sunsond 


Baldric needs some Valkurm Sunsand for his experiments, but the sand can be gath- 
ered only during dust storms. Journey to area H-9 of the Valkurm Dunes. There is 
shoat where you can find such sand, Baldric gives you 400 gil for your help, and asks 
that you give him all the Valkurm Sunsand that you find in the future. ea 
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Bastok Mines 


At the southern tip of Bastok is the 


entrance to the Bastok Mines. In years 
past, this area of town was hardly 
developed, serving only as a place for 
miners to house their families while 
they toiled in the earth below. But as 
time and prosperity expand the borders 
| of the city, even this quarter has grown ; Bastok Markcts 
in prominence. It has stores for those : ; 
seeking armor or various odds and ij 
ends. There is an auction house, a 


chocobo stable, and even an inn for "| a 4a 
anyone looking to put their feet up. b 

Because of the strange materials that On cS 

are brought out of the mines from “Zetuhn Mined A 5; & 


time to time, an Alchemist’s Guild has Alchemists’ 
also formed here. j f Y/ amg = —.. Guibd 
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© Goroow 


O Home Point 


ALTANAS SORROW 


irnage (1-5) needs a large bucket of divine paint. This can be found by searching with- Black Mud needs some water from Drachenfall, but he is at a loss as to how to obtain 
in Garliage Citadel, on the first level around G-8/H-8 (usually on the ground near a large it. If you agree to help him, he gives you a brass canteen to fill up. You must eravel 
rock). With the paint in hand, return to Virnage to obtain a scroll of teleport-Dem, to the bottom of the falls through Dangruf Wadi to area F-7 of North Gustaberg, 


When Black Mud gets the water, he gives you 2000 gil for it. 


BLADE OF DEATH 


Gumbah has received a letter from Zeid for you. Zeid wants you to make 
Chaosbringer darker, It’s time to slay more monsters, After killing another 100 mon- 
sters, travel to the Gusgen Mines. Put the sword on the 22? in area J-7 where Blind 
Moby appears to receive deathbringer. 
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THE ELEVENTH'S HOUR 


The Hearts of Mythril quest showed Elki (H-5) that there were I] (not IQ) 
Palborough pioneers. However, information about the final pioneer is more than a 
little lacking; not even the full name of the person is known. Elki then sends you on 
a mission to find out anything that you can about the individual. You begin by 
searching the Palborough Mines; on the third floor, in area H-7, you find a toolbox. 
Showing the old toolbox to Elki gives you the clues you need and he then tells you 
to talk to a Galka named Babenn (in Bastok Mines). Once this is done, your pursuit 
of truth is rewarded with a small sword. 


FALLEN COMRADES 0 


Pavyke lost most of his friends in an explosion in the Palborough Mines. Each one 
of them wore a silver name tag, and these small items were scattered in the blast. He 
will give you 550 gil for every tag that you find for him. The silver name tags have 
been picked up by the Quadav around the Palborough Mines. 


GROCERIES yt ge 


Tami asks you to deliver a reminder to her husband, Zelman, in the Zeruhn Mines 
(area 1-6), Read the note and then talk to Zelman, He complains about his wife, and 
asks you to buy some meat jerky and give it to Tami. She gives you 10 gil if you only 
deliver the message. If you trade her a strip of meat jerky in addition, she will reward 
you with a rabbit mantle. 


HEARTS OF MYTHRIL | > 


Elki wants to honor the memory of his great-grandfather, Omran, by having a bou- 
quet placed upon his tomb at Zegham Hill. He gives you the bouquet to accomplish 
this task, and you must travel to the top of the hill. You can climb the slopes of the 
following areas: Ist floor (ground) to 2nd floor, 1-8; 2nd floor to 3rd floor, J-8; and 
3rd floor to top, J-7. When you place the bouquet on the tomb, you see the names of 


the ten pioneers. When you return to Bastok, Elki gives you a sitabaki in gratitude. 


INHERITANCE » pe eas 


Gumbah has more mail from Zeid for you. You are given the sword of trials and the 
Wweapon-training guide. Use the weapon until Gumbah receives more mail for you. 
This may take a few tries. The next letter Gumbah gets will ask you to go to the 
Altepa desert and retrieve the annals of truth. Return to Gumbah with the annals of 
truth to obtain the weapon skill, Ground Strike, 


LOVE AND ICE ro 


Carmelo will talk about a trip to a pond in the Beaucedine Glacier if you talk to him 
after obtaining a cartier pigeon letter. Get Carmelo’s Song Sheet from him and travel 
to the glacier. In area G-10 is Mirror Pond, named because of its mirror-like surface 
when it isn't snowing, Wait for clear weather and then check the pond. Return to Bastok 
and tell Carmelo what you saw. He gives you a lamia harp for your hard work. 


eae cce ce ee eee 8 


Carmelo has another favor to ask of you. He wants you to leave his song sheet in the 
depths of Zi’Tah. Travel to the Sanctuary of Zi’Tah and check the ??? in area H-8 
between the hours of 16:00 and 17:00. An event will take place that will end with 
you getting the siren flute. 


MINESWEEPER ~ ¢¢ >, 


Gerbaum (F-8) would like some help cleaning out Zeruhn Mines. He asks that you 
aid him in getting rid of some monsters there. Go to Zeruhn Mines and kill any 
creatures that you find there until you get 3 pinches of Zeruhn soot. With that proof 
in hand, return to Gerbaum to get 150 gil for your trouble. 


Detzo (I-6) wants to win a contest against his rival, but he finds that he is without 
“proper” equipment, He wants to borrow a mythril sallet from you so that he can 
show up his competitor. The easiest way to do this is to buy a mythril sallet from the 
auction house; when the contest is over, Detzo gives you back the sallet and you can 
sell it ar auction again. If you wish, you can also buy a Sallet from Brynhilde in 
Bastok Markets or synthesize one (1 fire crystal, I mythril sheet, I darksteel sheet, 
1 copper ingot, and | sheep leather). As part of being a gracious winner, Detzo also 
gives you a wolf gorget. 


THE SIREN'S TEARS pe 


The siren’s tear is a mystical item that can only be given to those with no anger or 
hatred within their hands. Wahid (I-8) would like very much to have one of these 
special tears, As a sign of your peaceful intentions, remove any weapons and shields 
that you are wearing, and travel to area J-8/J-9 in North Gustaberg. Ata small place 
near the creek water, you find the tear (marked by 22?). Pick up the siren's tear and 
return to Wahid for a monetary reward of 150 gil. 


ATEST OFTRUELOVE- 


~s 


Speak to Carmelo again. You are asked to bring I’emphemere, I'ancienne, and un 
moment to him. Gueravrel mentions that one is in a castle in the northern lands, 
while Carmelo says the other two are in a cave in Yuhtunga and a maze on a penin- 
sula in the east. Castle Zvahl is where you will find un moment in a treasure chest. 
To open the chest you will need a Zvahl chest key. Lephemere can be found in a 
chest in Sea Serpent Grotto, which can be opened with a Grotto chest key. Use an 
Onzozo chest key to obtain I’ancienne from a chest in the Labirinth of Onzozo. Take 
the three items to Carmelo in Bastok. He asks you for a few days time to decipher 
them. Come back in three days. You get 9000 gil for your trouble. 
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CLIENT: Juror REWARD: A Titan's Cudgel, an Eorth Belt, an 
REQUIREMENTS: Must be able to travel to the 


Qui Earth Ring, 10,000 gil, or the ability to summon 
ITEM(S) NEEDED: A Tuning Fork of Eorth, _ REPEATABLE: No 

Whisper of Tremors 
Juroro wants help defeating a creature in Quicksand Caves. He gives you a tuning 
fork of earth and sends you to area C-8 of the caves. Head down the tunnel to enter 
the Cloister of Tremors, Check the earth protocrystal to enter the battlefield with 
Titan Prime. Defeating Titan Prime will earn you a Whisper of Tremors. Return to 
Bastok to get you titan’s cudgel, earth belt, earth ring, [0,000 gil or the ability to 


summon Titan. 


REQUIREMENTS: None REPEATABLE: Yes 


Goraow has revenge in his heart, and the only thing that can satisfy It is knowing that 
a Quadav has died. If you give him a Quaday helm as a small token of your success 
at killing one, he gives you a small bounty of 900 gil. 


Occasionally, newcomers have trouble 
finding their way around Port Bastok, 
which is located in the northern part 
of town. The stone staircases that 
dominate the area are very haphazard. 
In the west are warehouses (for the 
nearby Air Travel Agency), the 
Steaming Sheep Restaurant, and 
Galvin’s Travel Gear. On the other side 
of the area is the North Gate, heading 
out into North Gustaberg. flit Travel Aptncy i 
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While speaking with Talib at Warehouse 2 (F-6), you witness a conversation between 
Talib and Cornelia, Once this has ended, give Talib one chunk of zine ore (which is 
dropped by different types of worms, such as tunnel worms, or mined with pickax- 
es in Zerhun Mines). He will then give you the Palborough Mines logs to take to 
Parraggoh, who in the Bastok Mines area of the city. Parraggoh rewards you with a 
bronze knife for your help. 


BITE THE alibes 


Yazan is a merchant who travels from Selbina to Bastok to sell his wares. Because of the 


) sand bats between the two cities, it is too dangerous for him to return to Selbina, and so 
he is stuck in Bastok. Exterminating the sand bats near the Valkurm Dunes would really 
help him out. He pays 350 gil for every fang you bring to him as proof of their death. 
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Bastok Markets 


There has been a monster infestation in the Gusgen Mines, and an organization 
(VERMIN) has been put together to combat it. Raifa (D-6) is recruiting members 
and says that if you want to help, go speak with Degga at the Gusgen Mines. 


When you talk to Degga, he applies a specific oil onto you that limits you to level 
20 (make sure that you have weapons and armor available to you that you can use at 
that level). You must fight the monsters in the mines until you reach a wooden plat- 
form with a tripped mine cart in the middle of it (the cart has a 77? on it). When 
you examine the chest, two monsters (puddings) will attack you. Within their bod- 
ies is the ore you seek. Return to Degga for your reward of 5000 gil and a page from 
the Dragon Chronicles. 
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Kurando (H-7) will not fly on the airship because he has seen a horrible monster every 
time the airship flies over Rolanberry Fields, However, no one believes his stoty. To give 
him the proof he needs, travel ro Rolanberry Fields and kill the silk caterpillar that 
appears when the airship flies near area K-7, It leaves behind a silkworm egg, just what 
Kurando needs, In gratitude, he gives you a black silk neckerchief. 


A FOREMAN’S BEST FRIEND 


Guday at the construction area (H-5) tells you that the construction boss has been 
missing, and the dog went to find his master. Get a dog collar from a black wolf 
(which can be found at night in North Gustaberg) to receive the gift of the map of 
the Gusgen Mines from Gudav. 


FOREVER TO HOLD _. 


Qiji has a specific present in mind for his wife, Romilda: a brass hairpin. He just 
doesn't know where to get one. brass hairpins can be bought from the auction house 
or synthesized using brass ingots and wind crystals. When you give the hairpin to 
Qiji, he asks you to deliver it to his wife. She thanks you for the hairpin, but then 
asks why Qiji never gives her anything. If you talk to Qiji after the delivery, he gives 
you 300 gil for your trouble. If you talk to Romilda after your payment, she explains 
that she was just teasing her husband and that she really appreciates the gift. 


GUEST OF HAUTEUR 


Powhatan (E-6) wants you to go meet a second guest for him; the guest will be look- 
ing for someone equipped with a Maul (note that Replica Mauls are acceptable). At 
the Air Agency Travel arrivals gate, you cannot find Powhatan's guest. Return to 
Powhatan to tell him this, and then talk to the guard Domien at the entrance to 
Bastok Markets. Domien gives you a letter to take back to Powhatan, who gives you 
a targe for your help. 


A LADY’S HEART 


Valah Molkot has been keeping up with all the gardeners in the city, hoping that 
someone will grow a red flower. If you successfully grow an Amaryllis (or purchase 
one for her from the M&P Market in Jeuno), she tells you how to exit from your 
Mog House to any area of Bastok you wish. 


Tn the Quadav’s Curse quest, you helped a boy (Corann) by giving him a shell to hide 
in. This has upset his father, Ronan (K-6), who will do anything to get his son from 
out from inside that shell. Talking to the boy doesn't help (he's quite happy to stay 


in it), but maybe someone else has the solution. 


Mine Konte and Hanana, in Port Bastok, know of creatures called shell bugs, which 
are parasites that make Quadav armor itchy. You can find shell bugs on Quaday (cop- 
per, bronze, or old Quaday) or purchase them from the auction house. Giving Ronan 
3 shell bugs will help him get his son out of the Quaday shell, and the pleased father 
rewards you with monk's headgear. 


PAST PERFECT 


Evi used to be a San d’Orian knight, but he ran away during a mission. He buried 
his mission orders near a windmill in the Konschtat Highlands. If you find the mis- 
sion orders (area G-8), Evi will give you a suit of scale mail. 


Corann is too shy to go outside of his house, which upsets his father, Ronan, and is 
looking for someway to hide himself. When you give Corann a Quaday backplate 
(dropped by Quaday), he happily uses it and gives you a bronze subligar in return, 


SHADY BUSINESS 


Talib, in Warehouse 2 (F-6), has been doing a brisk trade in the chunks of zinc ore. 
He will give you 350 gil for every 4 chunks of zinc ore that you give him. They can 
be obtained through killing worms (such as tunnel worms in Gustaberg) or by min- 
ing them with a pickaxe in Zeruhn Mines. 


SILENCE OF THE RAMS 


Paujean, who is at the first floor of the Tenshodo (F-6), needs you to obtain two 
items from some very powerful monsters: two mystical ram horns, The first horn is” 
from Lumbering Lambert, who can be found at LaTheine Plateau, and the second 
horn is from the Rampaging Ram, who can be found in the Konschtat Highlands. 
Both of them are notorious monsters. When you give Paujean the horns, he shows 
his appreciation by gifting you with a purple belt. 


Agapito, who is near the Air Travel Agency (G-6), notices that you have an airship 
pass and can ride the airships. He needs a bit of help solving a particularly difficult 
tiddle and wants your aid. The riddle is “Under a full moon, towards the Stars of 
Ifrit, a bird delivers a letter to the ship in the sky.” You must meet the conditions of 
the riddle in order to receive that letter. 


During the night time, between the hours of 18:00-4:00, and during a night of the 
full moon (90%) according to your /clock, take the airship between the cities of 
Jeuno and San d’Oria (you can leave and arrive from either). Look out on the rail of 
the ship to see a strange sight (marked by 222). If you examine this closely, you will 
obtain a carrier pigeon letter, Agapito will pay you 2100 gil for your help. 


Because Qiji was kind enough to give Romilda a present, she wants to return the 
favor. She wants to give him a pair of cotton gloves, but she doesn't know where to 
get them. You can get them from the auction house or from a shop in Port Windurst. 
When you give Romilda the gloves, she gives you 2000 gil. 


REQUIREMENTS: Complete the Cids Secret quest "REPEATABLE: lo if 
ee _ 


Hilda (E-6) needs your help getting another rare food ingredient for one of her cus- 
tomers at the Steaming Sheep Restaurant. She has to find a king truffle, and she asks 
you to get her one if you find it. The king truffle can be taken from killer mush- 
rooms at the Crawler’s Nest (J-10) or purchased from the auction house. Once you 
give Hilda the item, she asks you to deliver a steaming sheep invitation to Raibaht 
> (who can be found at Cid’s Lab in the Metalworks). With that done, return to Hilda 
for her gift of a speed bow. 


waiting for a visitor named Evrain to arrive by airship, and he needs some- 
ck him up. Eyrain will be looking for someone with a shell shield to greet 
saa go to the Air Travel Agency at the arrivals gate and talk to Bartolomeo, 
Bie ia that he can make it to the bar on Si own. Talk to Powhatan 


Cleaning a house is a long, dirty, tiring job. Especially when you have to clean out 
your own chimney, as Benita has to do. Unfortunately, she isn’t quite sure how to 
accomplish such a thing. The old woman outside of Benita’s house, Tete, is full of 
sage advice. She informs you that the easiest way is to use bomb ash, which is 
dropped by bombs, balloons, and grenades. If you give Benita the ash, she gives you 


something to help you out: a traveler's hat. 
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f Bastok needs you! Our city isn't going to grow without trained hands and sturdy backs 
+ to cory our nofion’s pride. Are you one of Bastok’s finest, or are you just another adven- 
turer who lets the wind blow them wherever it wishes? Take the world into your grasp. 

Vona'diel is ours if we are brave enough to shoulder that responsibility. And I'll tell you the 
truth: If we don’t, someone else sure will 


Nilesat 


RANK ONE: MISSION ONE— 
“THE ZERUHN REPORT” 


The guards at the gatehouse are look- 
ing for adventurers to aid the fine peo- 
ple of Bastok. When you agree tO 
accept the first mission, you are told to 
meet Makarim in the Zeruhn Mines 
(area H-I1). She simply wants you to 
pass on a report to Naji at the 
President's Office. Meer Naji there and 
give him the report to complete your 


first mission. 


rE 
, ee 


RANK ONE: MISSION TWO— 
“A GEOLOGICAL SURVEY” 


Your contact for this mission is Cid, a well-known person in FINAL FANTASY cit- 
cles and the chief engineer of the Metalworks. Cid ts concerned about some of the 
environmental effects taking place in Bastok, and he gives you a tester to gather some 


data for him. He wants you to travel 


into the Dangruf Wadi and see if the 
tester turns red. When you step on the 
geyser in area I-8, the tester changes 
color, Return to Cid in Bastok to 


report the results. 


RANK ONE: MISSION THREE— 
“FETICHISM” 


There is a major problem in the Palborough Mines. Ir has been invaded by the 


Quaday, a race of aggressive and antagonistic beastmen. Your task is to drive out the 
Quaday by killing a number of them. As proof of your deed, you must bring back 
some Quadayv doll parts: a Quadav head, arms, body, and legs. Quite obviously, the 
Quadav drop these. If you have no pangs of conscience about misleading the guards, 


you may choose to buy the parts from the auction house if they are available When 


you give the trophies to the guards, you receive Rank 2 and a bonus of 1000 gil. 


RANK TWO: MISSION ONE— 


“THE CRYSTAL LINE” 


Cid was pleased with your earlier per- 
formance, and the next mission you do 
for him involves investigating some 
strange phenomena. Cid wants a faded 
crystal, and your task is to obtain one 


for him. 


After talking to Cid, go to a Telepoint, 
at the Crag of Dem and “trade” a reg- 
ular elemental crystal with the tele- 
point. When you give the faded crystal 
back to Cid, he studies it and asks you 
to give a small report to either Ayame 


or Naji. 


Naji is at the President's Office, but he 
doesn't understand the report because 
itis very complex and full of scientific 
jargon. He asks you to give it to Ayame 
at the Metalworks. 


Ayame thanks you for the report. 
However, she asks why you didn't just 
give it Najt. The mission ts considered 
to be complete no matter what you 


answer, 


RANK TWO: MISSION TWO— 


“WADING BEASTS” 


Your contact for the next mission is 
Alois, who can be found in the 
Metalworks by the President's Office. 
Alois wants you to get a lizard egg 
from the steam lizards in the Dangruf 
Wadi. When you give Alois the egg, 


the MISSION 1S complete. 


RANK TWO: MISSION THREE— 
“THE EMISSARY” 


This is a very sensitive diplomatic mis- 
sion, and you are told to report direct- 
ly to President Karst. Naji guides you 
to the President, who wants you to go 
to the Bastok consulates in the neigh- 
boring cities of San d'Oria and 
Windurst and work with the consuls 


there. You are given a letter to the con- 


your new status. Which 


suls to signif 
city you go to first is up to you, based 
on the answers you give in the mission 


overview, 


Tf you go to Windurst first: 
The Consulate of Bastok is at Port 
Windurst, and the consul is named 


Melek. It appears that the government 


of Windurst approached the Bastok 
representatives to do a favor for them. 
They want someone to go to Giddeus 
and give a magic weapon to the Yagudo 
beastmen, Melek has agreed to do the 
favor, and you are the person to do it, 
but there is more to it than that. Bastok 
1s very interested in magic weapons, 
Instead of giving the weapon to the 


Yagudo, you are to bring it back to the 


consulate, where it will be exchanged 
for a non-magical one, In the course of this, you are also told that the Yagudo take 
supplies from the Tarutaru as peace offerings and give them to the other beastmen, 


like the Ores and Quadayv. 


Go to Heaven's Tower, where a Tarutaru named Kupipi gives you the weapon. At the 
consulate, the real weapon is exchanged for the fake one. Then travel to Giddeus and 


attempt to give Uu Zhoumo, the Yagudo spokesmen, the fake weapon. 


Uu Zhoumo recognizes that what you're offering isn't a magical artifact in any way. 
He orders you to bring him Eyy Mon the Ironbreaker's weapon: an aspir knife. If 
you try to do the honorable thing and give the Yagudo the real weapon given to you 
by Kupipi, the Yagudo still will not accept It. They consider 1t beneath them and still 
want you to get the aspir knife from Eyy Mon.) When you obtain the knife for Uu 
Zhoumo, he accepts it and you can return to Windurst. Melek tells you that the mag- 


ical weapon was sent back to Bastok, and that you should continue on to San d’Ona. 


In San d’Oria you meet Helaku at the consulate in the northern part of the city, He 
wants you to talk with Halver, who can be found at the Chateau d’Oraguille. Halver 
has some investigative work he wants you to do in the Yughore Grotto. In addition, 


he Says thar you should inform your consul of what you find there. 


Travel to area J-8 of Fort Ghelsba and then to area J-6 of the Yughott Grotto. At 
this point, you see a Burning Circle in the ground before you. When you enter the 
circle, you see two people, Vauderame and Rochefogne, in a tense conversation with 
Spotter. Spotter eventually summons a Dread Dragon, and Vauderame and 


Rochefogne slither off and leave the dragon to you. 


When the dragon and Spotter are defeated, you will receive an item called the 
“Kindred Crest.” Afterwards, a female Hume named Lion enters, and Spotter says his 
last words, a chilling announcement that the Shadow Lord is coming back to life. 
Lion asks you to return to the Bastokan consulate in San d’Oria and report to 
Helaku what has just happened in the grotto. Once you describe the events that have 
transpired, Helaku asks you to report back to Bastok, and talk to Naji, the Mychril 


Musketeer, who originally gave you your mission orders. 
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If you go te San d’Oria first 

The Consulate of Bastok is in Northern San d'Oria. Talk to Baraka and you will 
meet Lion, who tells you of her suspicions of the Orcs. Then talk to the consul, 
Helaku, who tells you about the nature of San d’Oria and some of the problems that 
they have had, particularly regarding the Orcs, He then sends you on a side mission 


to Halver, who can be found in the Chateau d’Oraguille. 


When you talk to Halver, he asks you to defeat Warchief Vatgit at the Ghelsba 
Outpost (near area H-7). After you defeat the Warchtef, return to Helaku in San 


d'Oria, who congratulates you on your success and sends you on to Windurst. 


Report to Melek at the Bastok Consulate in Port Windurst. Melek sends you to meet 
with some of the members of the Tarutaru government at Heaven's Tower. There, 
you talk with Kupipi, who tells you about some of the issues involving the Yagudo 
and some strange things happening in Giddeus, She also gives you a key to help you 


in your invesugation of these matters. At this point, you are free to head to Giddeus. 


In Giddeus, you must fight through the hostile Yagudo to area G-12, where you find 
a Burning Circle upon the ground. When you walk through the circle, you find your- 
self in the middle of a confrontation between Semth Lafihna and Searcher. Searcher 
then summons a dragon, which you must do battle with. After the dragon is defeat- 
ed, Lion enters and Searcher tells you that the Shadow Lord is going to be revived 


and another war is going to begin. 


Return to Windurst and tell Melek all that you have learned. You can now go back 


to Bastok with the knowledge that war is about to break out yet again. 


Back in the Metalworks, give your information to Naji to receive Rank 3, an 
Adyenturer's Certificate, and 3000 gil. 


——————_a—____—_ 


RANK THREE: MISSION ONE— 
“THE FOUR MUSKETEERS” 


Once again, you must proceed to the 
Metalworks for the details of your 
missions. Your contact is Iron Eater, 
who is at the President's Office. If you 
ask for the misston specifics immedi- 
ately, you enter the conference room 


with Ayame, Naji, and Iron Eater. 


Volker explains the mission to the 
group. There have been some problems with the Quaday in the Beadeaux area, and 
the people gathered here must deal with them. The party will gather at the entrance 
to Beadeaux, go inside, and then kill 20 Copper Quaday, The entrance 1s located in 
area L-11 of the Pashhow Marshlands. 


If you then go to Beadeaux, the Quadav killing begins when Ayame says that the mis- 
sion has started. You can see if you have defeated enough Quadav by leaving the area. 
When you have killed enough of them, the mission ts completed and you can move 


on to the next. 


ie 


RANK THREE: MISSION TWO— 
“TO THE FORSAKEN MINES” 


Dayvad, in area K-6 of the Bastok 
Mines, is looking for someone to get 
him a chunk of a rare material called 


Glocolite. You have accepted this task. 


If you leave a piece of meat near a cer- 
tain area of the Gusgen Mines, a 
strange monster will appear. This mon- 
ster has the Glocolite. To do this, you 
can obtain the monster's favorite food, 
Hare Meat, by killing Hoarder Hares 
in Dangraf Wadi or Pit Hares in 
Palborough Mines. 


After you have the meat, proceed to 
Gusgen in the Konschtat Highlands. In 


area J-7, you see a pond with a strange, 


questionable mark near it. Leave the 
meat on the mark, and a fish named Blind Moby appears. That's your target. Blind 
Moby leaves behind the rare rock item, and you can compete the mission by giving 


it back to the gatchouse guards. 


SS 


RANK THREE: MISSION THREE—“JEUNO” 


Betause youlpetformed so well in your first major diplomatic mission, you are sum- 
moned by Lucius to work with the Embassy of Bastok. You are once again given a 


Letter of Introduction to explain your purpose. 


The Embassy of Bastok is located in Ru'Lude Gardens. When you arrive, you speak 
with Goggehn, who tells you that the ambassador has not returned from a trip to 


Delkfurt's Tower. You must find the ambassador there. 


Altatr, he raises you to Rank 4 and gives you 5,000 gil. He also makes you an attache 


At the tower, go to the 10th floor and 
kill Porphyrion to get the key that you 
need to move ar ound the more sensitive 
areas of the tower. Use the key to acti- 
vate the elevator, and then move down 


the long spiral staircase to the basement. 


There, you see a Cermet Door. Go 


through the door and into a room with 
three paths, each leading to another 
Cermet Door. When you open the cor- 
rect door, you find Altair, the ambassa- 
dor to Jeuno, crumpled behind it. 
When he wakes up, he says that he was 
attacked from behind. He then tells you 


to meet back with him at the Embassy. 


When you return to Jeuno, talk to 


of the embassy, and the next missions that you do for him involve working in Jeuno. 


(See the “Jeano Missions” section, 


Finishing the final Rank 3 mission provides characters the opportunity to continue their 
progress in Jeuno. The Rank 4 missions ore ot the end of the Jeuno section of this 
guide, (Page 264) 


5 Kingdom IS 1] dO r1d 


Were times different, the sun would not set on the San d’Orian Kingdom, Where Elvaan philoso- 
phers and soldiers meet, there could be a tremendous birth of knowledge and power such that few 


lands have ever known. 


Sadly, internal strife, religious bickering, and the wars against darkness have taken this once majes- 


tic city-state back into the days before its prominence, Yet, even with a sense that the golden age 


has passed, the Elvaan hunger for another chance at glory. Never cowed by s whims, these people prepare to take back 


what is rightfully theirs. When that time comes, nothing will stand in their way. 
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Northern San d'Oria is the political, 


spiritual, and military center of the old 
city. Beyond the Parade Ground, where 
the knights march during important 
events, there is the Cathedral, the 
Chateau d’Oraguille to the north, and 
important stores to the west. The 
Phoenix Perch Inn is here, supplied by 
several distant merchants and known 
for its delicacies. Further along the 
west side are guilds for the local car- Blacksssths 
penters and blacksmiths, and the Royal 


Armoury is there as well. 


MAPLEGEND 
© Miageau © Abeaule 

© Abioleget © Vamorcote 

© Morjean © Moloquedil 

© Pagisalis ® Douperiat 

© Secodiand @ Ailbeche 

© Aurege ® Kuv Mobzolhi 


© Home Point 


ADVANCED TEAMWORK 


CLIENT: Vilatroire ITEM(S) NEEDED: Party of 6 people with the 
REQUIREMENTS: Complete the Introduction to some job 
Teamwork and Intermediate Teamwork quests REWARD: Horn Ring 
REPEATABLE: No 


Vilatroire's contemplation of teamwork building exercises has led to another idea. In 
this case, he wants you to get a party of 6 people of all the same job. This time the 


reward for all your effort is a horn ring. 


a 


Cathedral 


Residential 
Area 


ulate of JeuRo 


N SAN -D'ORIA 


BLACKMAIL 


CLIENT: Douperiat 
REQUIREMENTS: Must be Rank 3 or higher 
ITEM(S) NEEDED: Castle Floorplans 


REWARD: 900 gil 
REPEATABLE: Yes 


Dauperiat first asks you deliver a letter to Halver. When you do so, Halver has a 
strong reaction to it, but he asks you not to speak of it again. When you talk to 
Dauperiat again, he tells you that he sent the castle floorplans to Halver. 


He then asks if you want to do a second job for him. If you answer yes, he tells you 
J ) 
that he also sold the castle floorplans to the Orcs, and he wants you to get them back 
for him, I hese floor: plans can be found on the bodies of Orcish serjeants in Ghelsba, 
P J 
Batallia Downs, Jugner Forest, and Davot. Dauperiat will pay you 900 gil for the 
plans. And because the Orcs have copied them, you can continue to sell them back 


to Dauperiat, 


EXIT THE GAMBLER 


REPEATABLE: No 


Aurege and Guilberdier have significant problems with a gambler named Varchet. If you 
talk with Varchet in Southern San d’Oria (1-6) after a conversation with Aurege and 
his friend, Varchet will offer to gamble with you. The opening bid is 5 gil. After you 
win against Varchet, talk with Aurege again to obtain a map of King Ranperre’s Tomb. 


FATHER AND SON 


"REWARD: Willow Fishing Rod 
REPEATABLE: No 


Near Chateau d'Oraguille, a small Elvaan child named Ailbeche is crying. When you 
question him, you discover that the boy has lost his father, Exoroche. Being the kind 
person that you are, you search for his father and find that he is at Helbort’s Blades 
in Southern San d'Oria. 


Exoroche asks you to tell his son to stay where his is, and you dutifully report this 
back to Ailbeche. After you have finished talking to the boy, Exoroche arrives and 
berates his son for failing to live up to a father's expectations. 


When you talk to the father again, he gives you a willow fishing rod, which actually 
belongs to Ailbeche. Use the fishing rod as long as you like, but consider giving it 
back to the kid when you are done as a sympathetic gesture. Ailbeche certainly 
deserves the small kindness, 


FEAR OF THE DARK _ 


“CLIENT: Secodiand 
REQUIREMENTS: None 
ITEM(S) NEEDED: 2 Bot Wings 


Secodiand asks you to retrieve 2 bat wings for him, and he will pay you 200 gil for 
every pair that he gets. Bat wings can be taken from any type of bat, and Secodiand 
wants as many pairs as you are willing to get for him. 


GATES TO PARADISE 
“GUENT: Oergieut Bigec, 
REQUIREMENTS: None 

ITEM(S) NEEDED: Scripture of Wind 


Olbergieut, in the Cathedral's manuscript room (L-7), would like you to take the 
Scripture of Wind to a friar named Faurbellant in La Theine Plateau, Faurbellant ts 
located near the Crag of Holla, With that done, return to Olbergieut to be reward- 
ed with a cotton cape. 


GROWING FLOWERS 
CLIENT: Kuu Mohzolhi 

REQUIREMENTS: None 

ITEM(S) NEEDED: Marguerite 


REWARD: Mog House Exit Upgrade 
REPEATABLE: No 


If you give Kua Mohzolhi a flower, she will thank you. However, there is a particu- 


lar flower, the Marguerite, that she likes above all others. She will tell you a secret if 


you get one for her. You can grow this flower in your Mog House using a flowerpot, 
or you can buy one at the M&P Market in Jeuno. The secret that Kuu tells you is 
how to go from your Mog House to any area of San d'Oria that you wish. 


sie (M- -7) is much concerned with healing the land, and e mee like your “heap 
to do so. He (ie sends you to Virnage in Bastok Mines, who tells you to go to 
Gusgen Mines. In Gusgen Mines, head due north from the entrance until you reach 
area H-6/H-7; from there, flip the westernmost lever and go through the door that 
lever opens. Stay close to the left side of the wall until you reach a spiral ramp; con- 
tinue down this until you see a small hut (area G-8). 


Examine the area around the building (marked by 2??). Press on the new seal and 
return to Virnage and then Eperdur, who will give you a scroll of teleport-Holla. 


INTERMEDIATE TEAMWORK 


“GUENT: Vili ITEM(S) NEEDED: Party of 6 people of the 
REQUIREMENTS: Complete the in ay a 


Vilatroire has another idea to build morale. This time, he wants you to gather togeth- 
er a group of 6 people of all the same race. If you are able to accomplish this, he 


will give you a scroll of Mage’s Ballad. 


INTRODUCTION TO TEAMWORK 

“CUENT: Viatoire "REWARD: Shell Ring r 
REQUIREMENTS: None REPEATABLE: No 
ee from he some 


Vilatroire has had ample opportunity to observe the interactions of other people and 
their role in the defense of the land from the guard tower overlooking West 
Ronfaure. He wants you to gather together a full party of 6 people, all from the same 
country as yourself. If you are able to accomplish this, he will give you a shell ring. 


THE MEDICINE WOMAN 


~TTEM(S) NEEDED: Old Amouro’s Presciption, 
1 Chunk of Zinc Ore, 1 Insect Wing, 1 Malboro 
Vine, Cold Medicine 
REWARD: 2100 gil 


Abeaule asks you to meet with Amaura to get medicine for one of his customers. 
Amaura can be found in area G-6 of Southern San d’Oria. 


There is a slight problem: Amaura can't make the medicine because she doesn't have 
all of the ingredients. You offer to get them for her, and she gives you the list of com- 
ponents (Old Amaura's Prescription). You must gather I chunk of zinc ore (dropped 
by worms, such as carrion worms), | insect wing (dropped by bees, such as water 


wasps), and | malboro vine (dropped by malboros at the Pashhow Marshlands). 


When you give these items to Amaura, she makes the cold medicine. After you deliy- 
er this to Abeaule, he thanks you and pays you 2100 gil for your efforts, 


ROYAL TEACUP 


CLIENT: Morunaude "REWARD: 7500 gil 
REQUIREMENTS: None REPEATABLE: No 


Being someone who loves to furnish your Mog House, you buy a lovely cupboard 
from Morunaude and Justi at the furniture shop (G-8). Soon afterward, the Moogle 
tells you that a teacup was found in it. When you approach Morunaude and Justi 
about the teacup, they tell you that it is a Royal Teacup and that you should consult 
Calovour about it. 


Calvovour can be found in the Cathedral (M-6) in Southern San d'Oria. He asks you 
to bring him a sprig of misteltoe, which can be taken from a walking tree in Jugner 
Forest. When you do so, you are rewarded with 7500 gil. 
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Vamorcote asks you to bring him the engraved key, located on a small island in 
Batallia Downs. You can get the key by killing Ahtu there. When you give the key to 
Vamorcote, he gives you 10,000 gil for your hard work. 


SORCERY OF THE NORTH 


After talking to Eperdur (M-7), travel to Fei’Yin. There are three circular rooms in 
areas ]-8, J-9, and J-10. Kill the monsters there (shadows) until you receive a Fei’ Yin 
chest key, and then search around Fei’Yin until you find the treasure chest. The chest 
appears randomly somewhere within the region. When you open the chest, you find 
a Fet'Yin magic tome. Return to Eperdur and give him the book; he then grants you 
a scroll of teleport-Vahzl. 


TRADER IN THE FOREST 


CLIENT: Abeaule 

REQUIREMENTS: None 

Bisa isan von! kala 
Batagreens: 


Abeaule asks you to go to West Ronfaure and give Phairet an order for supplies. 
When you give the supplies order to Phairet, he gives you a clump of batagreens to 
fulfill Abeaule’s request. After this, you can buy all the batagreens you need from 
Phairet for SO gil. Abeaule is quite happy with the vegetables that you provide for 
him and gives you a robe in return. 
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‘TRIAL BY ICE 


CLIENT: Gulmama REWARD: Shivo’s Claws, Ice Belt, Ice Ring, 
REQUIREMENTS: None 10,000 gil, or the ability to call Shive os an 
ITEM(S) NEEDED: Tuning Fork of ie, ovat 

Whisper of Frost "REPEATABLE: No 


Gulmama was able to wake up a powerful being in Fei’ Yin; it attacked her and her 
team and they were unable to defeat it. She would like to know if you can succeed 
against it, and she gives you a tuning fork of ice if you are willing to try. 


Travel to the basement of Fei’yin (area I-S) and to the Cloister of Frost. Inside the 
Cloister, you find a huge crystal: the ice protocrystal. When you examine it, you are 
asked if you wish to go to a battlefield. If you answer “yes,” you are taken to a place 
where you must battle against the powerful being, Shiva Prime. If you defeat Shiva 
Prime, you gain the whisper of frost. 


Back in San d’Oria, you return to Gulmama and tell her whar transpired. During this, 
you are given the opportunity to choose one reward among the following choices: shiva’s 
claws, an ice belt, an ice ring, 10,000 gil, or the ability to summon Shiva as an avatar. 


TROUBLE AT THE SLUICE 


Belgie (G-8) is worried about the health of be water in San a Oria. He thinks 
that the water may have been poisoned, and he wants you to get a counteragent for 
it, Novalmauge, who can be found in the prison area in Chateau d’Oraguille, has a 
great deal of knowledge about poisons, and he asks you to retrieve a Dahlia to help 
him make the counteragent. Dahlias can be found on the bodies of gobbuue in the 


Rolanberry Fields and the Pashhow Marshlands. 


Return with the Dahlia to Novalmauge, who gives you the antidote that you need. 
Take the antidote to Belgidiveau to be rewarded with a heavy axe. 


Pagisalis (M-6) wants to make a special candle signifying his faith, but he needs 2 
lumps of beeswax to construct it. He's had a difficult time finding the beeswax and 
would like you to get it for him. You can buy the 2 lumps of beeswax through the 
auction house or synthesize them (using 3 beehive chips, I distilled water, and I fire 
crystal for I beeswax) }. Pagisalis gives you a friar’s rope for your assistance. 


THE Bib SERMON 


— 7 ae 
aters of the REPEATABLE: No 


If you talk to Abioleget after completing The Waters of the Cheval quest, you 
become part of a group of people willing to do tasks for the Church. Arnau launch- 
es into a brief sermon regarding the Path to Heaven, and then mentions a person 
(Andelain) in a tower to the southeast of East Ronfaure (area J-I1). The whole 
group is then asked to take blue peas to Andelain. 


The monk at the entrance to the Cathedral offers blue peas to those willing to make 
the journey. All that is required is a small donation of 70 gil to the Church. Andelain 
thanks you for the gift, When you return to Abioleget, he gives you a brass ring as a 
sign of your devotion. 


WARDING VAMPIRES _ 


Maloguedil ee a deathly fear of vampires, and he needs the 7 proven method of 
repelling them: bulbs of shaman garlic. He will pay you 900 gil for a set of 2 bulbs 
of shaman garlic, which can be found on the corpses of Orcish cursemakers in 
Dayvoi, Jugner Forest, and Yughort Grotto, With these in his possession, he will no 
longer fear those wily undead. 


WATERS OF" THE CHEVAL _ 


Miageau wants some water from the Cheval River, This water must be brought back 
to the Cathedral in a Blessed Waterskin. Nouveil, who is near Miageau, happens to 
have a supply of such waterskins and will give you one when you donate 10 gil. Go 
to East Ronfaure, around area H-S, and fill the waterskin from the river. When 
Miageau gets the water, he gives you a wing pendant. 


Southern San Tove 


Southern San d’Oria is a place for the 
teeming masses. East of Victory Square 
is the gate to East Ronfaure, the Lion 
Springs Tavern, and stores for weapons 
and armor. To the west are trade goods, 
the Tanner's Guild, and various smaller 
stores, Through the western gate is the 
way to Ghelsba Outpost and many bat- 
tles against the Orcs that inhabit 


Ronfaure. Note the chocobo stables 


and auction house in the south as well. al _Raimbroy’s Grocety — 
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BLACK TIGER HIDE 


CLIENT: Honaa Punao 

REQUIREMENTS: Complete The Seamstress and 
Lizard Skin quests 

Fey hoa oO 


REWARD: Tiger Stole 
REPEATABLE: No 


Hanaa Punaa E-8) has had a difficult time getting some of the hides she needs 
because of the fearsome reputation of some of the monsters thar wear them. If you 
are able to bring her back 3 black tiger hides, she will make you a tiger stole to wear, 
These hides can be harvested from tigers, such as forest tigers in Jugner Forest or 
from sabretooth tigers in Bacallia Downs. 
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DISTANT LOYALTIES 
CLIENT: Femitte 
ITEM(S) NEEDED: Mythril ingot, Mythrl Hearts 


Femitte 1-8 needs the Services of a goldsmith, but not just any goldsmith: an Elvaan 
goldsmith, Rumors have told you that there is an Elvaan goldsmith in Bastok. Once 
in the area of Bastok Markets, talk to Michea, who is indeed such a smith; she will 
reveal that Femitte is her aunt and that there was some sort of conflict between the 
two. Michea asks that you get her a mythril ingot, which can be purchased from the 
Auction House or synthesized (1 fire crystal and 4 mythril beastcoins OR 4 chunks 
of mythril ore, mined from Palborough Mines with pickaxes). 


After you give her the mythril ingot, Michea tells you to return later. When you come 
back, she asks you to give an item (mythril hearts) to her aunt Femitte. Femitte will 
then gift you with a white cape. 
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~ REWARD: 5000 gi ond poge rom the Dragon 
REPEATABLE: Yes 


Norejaie (K-6) is a recruiter for the VERMIN organization, which is dedicated to 
removing ecological threats, She asks you to travel to Ordelle’s Caves and kill some 
of the monsters there. When you enter the cave, the Elvaan VERMIN agent there 
smears you with a specific scent that limits you to level 20 (make sure that you have 
all the armor, weapons, etc, that you need to equip for that level), 


Ac the bottom of the cave, you find a stalagmite (second map, area G-10). If you 
examine the stalagmite more closely (marked by ???), a monster suddenly attacks you. 
Re-examine the area again to receive the indigested stalagmite, and return to Norejaie 
for your reward: 5000 gil and a page of the Dragon Chronicles. 


GRAVE CONCERNS 


~ REWARD: 560 gil 
REPEATABLE: No 


When you first meet Andecia, she asks if you know anything about King Ranperre's 
Tomb, If you answer yes, she has a request to make of you. She wants to give you some 
well water to take to the Tombstone, and bring back the tomb guard's waterskin you 
get. The Tombstone is near area H-10 and is guarded by undead monsters. If you 
“trade” the well water to the Tombstone, you receive the tomb guard's waterskin in 
return. Bring the waterskin back to Andecia to get your reward of 560 gil. 


GRIMY SIGNPOSTS 


CLIENT: Maugie "REWARD: 1500 gil 
REQUIREMENTS: None REPEATABLE: No 


Maugie has had a lot of trouble keeping some of the signposts clean in Jugner 
Forest, and she asks if you can help with this problem. There are four signposts in 
all: 1) Area E-I1 (northeast extreme, bordering area E-10); 2) Area G-8 (west 
extreme); 3) Area H-7 (southwest); and 4) Area J-5 (southeast). After you have 
cleaned the signposts, Maugie rewards you with 1500 gil 


LIZARD SKIN 


“CLIENT: Honaa Punoo ITEM(S) NEEDED: 3 Lizord Skins 
REQUIREMENTS: Complete The Seamstress REWARD: Lizard Gloves 
quest REPEATABLE: No 


Hanaa Punaa (E-8) has once again offered to make you an item if you get her the mate- 
rials. This time, she will make you a pair of lizard gloves if you are able to get her 3 lizard 
skins. Lizard skins are taken from lizards, such as hill lizards at Valkurm Dunes. 


REWARD: 120 gil 
REPEATABLE: Yes 


Parvipon is a tanner who needs a great many rabbit hides. If you give him a set of 3 
rabbit hides, he will give you 120 gil for the lot of them. Rabbit hides can be skinned 
from the wild rabbits infesting the region around the city. Parvipon requires a steady 
supply of these hides and is willing to pay for every set you can provide. 


ee 
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REWARD: Eim Staff 
REPEATABLE: No 


Helbort (K-7), of Helbort's Blades, has a small problem. He needs you deliver a weapons 
order to someone named Alexius in Jugner Forest. Alexis can be found near a lake, around 
area 1-6, After you give Alexius the item, return to Helbort for your reward: an elm staff. 


"REWARD: 100 or 200 gi 
REPEATABLE: lo 


Rosel (K-8) asks you to deliver a receipt to one of the princes at Chateau 
d'Oraguille. Take the receipt to the castle and talk to the guard right outside 
(Guilermo); he will ask you the name of the prince that ordered the equipment. It 
can be either Prince Trion or Prince Pieuje. After the guard takes the receipt, return 
to Rosel for your payment. If you named the correct prince, Rosel will give you 200 
gil; for the incorreet prince, you only get 100 gil. 


REWARD: Leather Gloves 
REPEATABLE: No 


Hanaa Punaa (E-8) is willing to make you a pair of leather gloves if you provide her 
with the material that she needs. If you get her 3 sheepskins, which can be harvest- 
ed from sheep (such as mad sheep in La Thiene Plateau and wild sheep in Ronfaure), 
then she will craft a lovely set of gloves for you. 


‘A SENTRY’S PERIL _ 


iL 


Glenne can be found walking around Southern San d'Oria, She is upset because her 
husband, Aaveleon, left for West Ronfaure without his medicine. She asks if you 
could give Aaveleon his ointment for her. 


He can be found by the signpost along the path to Ghelsba Outpost (in area G-7), 
After you give the ointment to Aaveleon, he asks if you could return the ointment 
case to his wife. When you do so, Glenne gives you a bronze subligar for taking the 
time to help her. 


‘SLEEPLESS NIGHT 


Paouala (M-8) has had trouble falling asleep. It has been said that some mary's milk 
will help soothe someone into sleep. Mary's milk can be taken from a notorious 
monster named stray mary found in the Konschtat Highlands. Return with the milk 
for a reward of 5000 gil. 


A SQUIRE'S TEST 


REQUIREMENTS: Level 10 or higher REPEATABLE: No 
ITEM(S) NEEDED: Revival Root 


When you first talk to Balasiel, he recognizes your fighting spirit and asks if you 
want fo get some training. If you answer yes, he sends you to an area where he knows 
a challenge awaits. You are to go to King Ranperre’s Tomb and bring back a revival 
root as proof that you have been there, This item can taken from spooks, who float 
around the King’s Tombstone. (See the Grave Concerns quest for a good quest to do 
at the sane time.) 


When you give the root to Balasiel, he gives you a spatha as a sign of your accom- 
plishments, He asks you to come back when you are even stronger. 


STARTING A FLAME 


CLIENT: Legato 
REQUIREMENTS: None 
ITEM(S) NEEDED: 4 Flint Stones 


REWARD: 100 gil 
REPEATABLE: Yes 


Legata needs some flint stones and will pay you 100 gil for four of them. Flint 
stones can be found in the stomachs of carrion worms. When you give Legata 4 flint 


stones, you get the promised reward in return. 


THE SWEETEST THINGS 


CLIENT: Raimbroy REWARD: 400 gil 
REQUIREMENTS: None REPEATABLE: Yes 
ITEM(S) NEEDED: 5 Pots of Honey 


Raimbroy, who owns Raimbroy's Grocery, has a slight supply problem. He has to fill 
an order for one barrel of mulsum, but he has neither the mulsum nor the ingredi- 
ents to make it. If you get him 5 pots of honey, he will pay you 400 gil. Honey pots 
are dropped by bees, such as the huge wasps found in the La Theine Plateau, In order 
to keep the store fully stocked, Raimbroy will pay for every 5 pots you give him. 


TIGER’S TEETH 


REWARD: 7100 gil 
REPEATABLE: Yes 


CLIENT: Toumila 
REQUIREMENTS: None 
ITEM(S) NEEDED: 3 Black Tiger Fangs 


Taumila, the owner of Taumila's Sundries, needs black tiger fangs from the fierce and 
dangerous forest tigers. She will pay 2100 gil for three of them. Forest tigers can be 
found in Jugner Forest and Batallia Downs. 


TO CURE A COUGH 


CUENT: Amaura ITEM(S) NEEDED: Thyme Moss, Cough Medicine, 
REQUIREMENTS: Complete The Medicine Scroll of Treasure 
Woman quest REWARD: 3000 gil 


REPEATABLE: No 


Nenne (F-6) has been horribly sick for a long time, Her neighbor, Amaura (G-6), 
knows something about it, which you discover by speaking with her and reading her 
diary, (The diary is on the second floor of her house; you must read all 3 pages.) 
After you read the diary, talk to Amaura again. She wants you to go to Dayoi and 
bring her back a piece of thyme moss, which grows around area F-9, When you 
return with the moss, she gives you cough medicine to take to Nenne. 


Nenne doesn't have much money on her at the moment, but she does give you a scroll 
of treasure, The map leads you to a signpost located in area H-6 of East Ronfaure. 
Examining the area there will get you 3000 gil for all your hard work. 
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Port San d Orta 


The airship docks and warehouses of 
San d’Oria are beyond the northern 
points of the main city. Other than an 
auction house and a magic store, there 
isn't much for commoners to find in 
this commercial district. Airship dock 
workers usually spend their time at the 
Rusty Anchor Pub, which has a reputa- 


tion for attracting strange folk, 


Adr Travel Agency — 


MAP SEGEND 92.2 a bt ee AS 
(1) Fontoumant 

O Joulet 

© Gallijaux 

(4) Regine 

C5} Antreneau 

© Gulemont 

© Miene 

© Vounebariont 


O Home Point 


THE BRUGAIRE CONSORTIUM 


REWARD: Lavan Shield 
REPEATABLE: No 


Fontoumant can be found in one of the cargo rooms of the port, and he needs help 
making some deliveries around the city. If you agree to help him, he gives you three 
packages. The first package, the magic shop parcel, goes to Regine at Regine's 
Magiemart. The second package, the auction house parcel, is for Apstaule at the 
northern auction house. The final package, the tavern parcel, is to be delivered to 
Thierride at the Rusty Achor Pub. When you have delivered all the packages, 
Fontoumant gives you a lauan shield for helping him. 


. San d'Oria 


Airship Docks 


— Regine’s Magicmact 


bas 


ee 
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THE DISMAYED CUSTOMER 


REWARD: 560 gil 
REPEATABLE: No 


Gulemont (G-7) has dropped some important papers, but he isn’t sure where they 
actually fell, He wants you find them, and he gives you a list of 3 locations where the 
papers might be: the Outpost at West Ronfaure, the entrance to La Theine Plateau, 
or the Knightwell in West Ronfaure. Go to each of these places and search around 
the area (look for ???). When you have discovered gulemont’s document, return to 
Gulemont, who happily gives you 560 gil. 


a 


FLYERS FOR REGINE | 


CLIENT: Regine 
REQUIREMENTS: None 
ITEM(S) NEEDED: Regine’s Brochures 


SST mo? SS 


Regine of the Magicmart (J-8) would like to better advertise her shop, and she 
would like your help distributing her flyers. You must drop off the flyers to 15 dif- 
ferent people within the city: Answald, Auvare, Miene, Portaure, and Prietta (in Port 
San d’Oria); Boncort, Capiria, Coullene, Guilberdrier, and Villion (in Northern San 
d'Oria); and Adaunel, Blendare, Leaveret, Maugie, and Rosel (in Southern San 
d'Oria), You are paid 440 gil for all your hard work by Regine. 


A JOB FOR THE CONS 


‘CLIENT: Portaure 
REQUIREMENTS: Ability to travel by Airship 


Portaure, who can be found in Cargo Room B (H-9), is always on the lookout for 


new business opportunities. He would like your assistance in smuggling a few choice 
things into Jeuno, but if you use a Warp spell or ride a chocobo into the city, the 
fragile items will be damaged. If you take the brugaire goods by airship to Jeuno, 
deliver them to Yin Pocanakhu at the Tenshodo Headquarters in Lower Jeuno, and 


finally return Co Portaure, you will receive 1000 gil for your help. 


LUFET’S LAKE SALT © ‘ a 
itt:  —<L- eia—ee 
REQUIREMENTS: None REPEATABLE: No 

ITEM(S) NEEDED: 3 Finches of Lufet Solis Figg’ 


Nogelle (G-7) needs a special spice to liven up her table. If you bring her 3 pinches 


of lutet salts, she will pay you 440 gil. Lufet salt is dropped by crabs, such as river 
crabs in West Ronfaure. 


= 


THE PICKPOCKET 
REQUIREMENTS: None 
ei NEEDED: ign Pole x Gih 


them for him. While interviewing the people in the area, you talk toa 
named Miene, who gives you an eagle button. Take this button to the tower 
Ronfaure and give it to Esca, who returns the gl ‘asses TO yOu. W hen you! 
es back to Altiret, he gives you a light axe. 


REWARD: 100 gil for every 1 Moat Carp, Lu 
Shang’s Fishing Rod, testamonial 
REPEATABLE: Yes 


Gallijaux and Jouler are having a contest to see who can catch the most fish, and they 


both want you to help them. You can only help one of them, though. The other one 
tells you that they don’t want to be disturbed after you accept the quest. Your fish- 
ing “partner” will pay you 100 gil for every Moat Carp. If you give 10,000 fish to 
either Gallijaux or Joulet, you will receive Lu Shang’s fishing rod and a testamonial. 


‘A TASTE FOR MEAT 


REWARD: A Slice of Grilled Hore, 150 gil 
REPEATABLE: No 


Tn the Rusty Anchor pub (G-8), talk to Antreneau (sitting at one of the tables) and 
then to Thierride (the proprieter). Thierride asks you to bring back S slices of hare 
meat (from wild rabbits and forest hares in Ronfaure). When you return with the 
meat, [hierride rewards you with 150 gil and Antreneau shares part of his meal with 
you, giving you aa slice of grilled hare. 


THICK SHELLS. 


“s 


¢ 


REWARD: 750 gil 
EQUIREMENTS: None REPEATABLE: Yes 
TES WEED: Se 


When you find Vounebariont on the second floor of the auction house, he’s running 
out of the materials he needs to make medicines. He asks you to get him 5 beetle 
shells, which you can obtain from the squishy bits left behind from stag beetles in 
Jugner Forest. Vounebariont will pay 750 gil for every five shells you give him. 
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Newcomers to San d'Oria aren't likely 
to receive a warm recepnion at the Cas- 
tle, but there are important tasks to be 
found here for those of higher promi- 
nence. Although wealth and good for- 
tune appear to grace the halls of the 
Chateau, there are many quiet misfor- 
tunes that have worn on the ruling 


family for some time. 


Prince Royal Trion 
I D'Oraguille’s Room 
! 


; 


~~ Audience Charober 


Great Hall 


“Priace Repent Pheuje 
TD'Oraguille’s Room 


vf motel Knights’ atl 


Oe 
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THE GENERAL'S SECRET 


CLIENT: Curillo 


REWARD: Lynx Boghnokhs 
REPEATABLE: No 


There is a small spring located on Horlais Peak. Curilla would like you to go there 
and retrieve some water from this spring, At the very top of the peak, fill the water 
bottle given to you by the general with the spring water, and then return to Curilla 
for a your reward: lynx baghnakhs. 


HER MAJESTY’S GARDEN 


REWARD: Map of the Northlands 
REPEATABLE: No 


Chalvatot, the gardener of Chateau d’Oraguille, needs a clump of Derfland humus to 
improve the plants in the Palace Gardens. You can obtain Derfland humus by killing the 
doom scorpions in Derfland. When you give Chalvatot the humus, he begins speaking 
about the death of the queen, but he is interrupted by the arrival of some other people 
and doesnt continue. He does, however, slip you a map of the Northlands. 


Tetnple Koights' Quarters 
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THE RUMOR 


CLIENT: Novalmauge 
REQUIREMENTS: Must be Rank 2 or higher 
ITEM(S) NEEDED: | Viol of Beastman Blood 


REWARD: Scroll of Drain 
REPEATABLE: No 


Novalmauge can actually be found in the Bostaunieux Oubliette, the San d’Orian 
prison. To get there, take the staircase to the bottom and search the Oubliette for the 
guard, Novalmauge. He needs some beastman blood for unknown reasons. You can 
find some in the gullets of threed leeches in the Pashhow Marshlands. After you 
bring Novalmauge back the blood and answer a question regarding him being a vam- 
pire, he simply tells you that he is ill and looking for a cure, He then hands you a 
scroll of Drain for your assistance. 


Did you ever feel that something was missing in your life? There ore forces in the world 
ad PH thot we fee! powerless to change, and sometimes that leads people into despondence. 
But there are answers, Indeed, even when we are clone, hurt, or confused, there is 
something within each of us that pulls us through. That feeling is hope. 


San d’Oria wants you to be that sense of hope for our city. The Orcs encroach on our lands, 
other nations compete for territory that should be ours, and the spirits of evil are all cround 
us. But your strength of will can change that, and it begins today. Toke up your blade and 
staff, don your armor and robes. Become a knight of Son d’Oria and join us as one point of 
strength against a legion of evils. 


RANK ONE: MISSION ONE— 


“SMASH THE ORCISH 
SCOUTS” 


San d’Onia is a city with a lor of his- 
tory and prestige, bur of late it has 
been facing a great many problems 
from within and without. The Elvaan 


and Humes of the city have become 


very uneasy with each other, especially 
regarding the roles played by the 
Church and the monarchy. In addition, 
the forces of the beastmen, the Ores, 
have taken advantage of the internal 
stresses to launch a number of attacks 


against the peaceful inhabitants, 


Your first mission centers around pro- 


tecting the city as a whole from the 
Ores, You are sent out by the guards at 
the gatehouse to defeat a number of 
Orcs and bring back an Orcish axe as 
proof, This axe is the favored weapon 
of Orcish fodders, and you can pick it 
up after they are killed. When you hav e 
the axe, return to the city and give it fo 


the guard to complete che mission. 


RANK ONE: MISSION TWO—“BAT HUNT” 


The Tomb of King Ranperre has been defaced by an unknown monster, and the 
guards charge you with finding out who or what has been doing it. The King's Tomb 
can be found in area -10 of East Ronfaure. When you check the Tombstone, 
Vauderame tells you to kill bats (specifically ding bats) around the tomb and then 
return to the guards with the Orcish 
Mail Scales that you find. The guards 
ask you not to tell anyone about what 
you saw at the tomb, but they thank 


you for finishing your task. 


RANK ONE: MISSION THREE 
“SAVE THE 
CHILDREN” 


Ores have been kidnapping a number 
of children in the area. Among the 
missing children is a monk apprentice 
named Tedimout. When you go to the 
Cathedral and ask the priest Arnau 
about the boy, you learn that the chil- 
dren are taken to pens in the Ghelsba 
Ourpost area. From this point, you 
have enough information to begin 


searching the Ghelsba Outpost section. 


In area G-10 of the outpost, you find 
where the children might be. Check the 
Hut Door, and you can enter the 
building. When you open it, you must 
fight three Orcs. Defeat them to get the 
key you need to release the children. 
When you try the door again, the chil- 
dren are freed and you can return to the 


city with them. 


Back in the city, you receive Rank 2 and 


1000 gil. The priests thank you for 


your services, and Tedimout is grateful 


for the rescue. 
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RANK TWO: MISSION ONE— 
"THE RESCUE DRILL” 


One of the soldiers training at La Theine Plateau has gone missing, and your job is 
to help find him. As you travel across the plateau, follow the ravine to the east until 
you see several soldiers. They tell you 
that the missing soldier's name is 
Ruillont. They believe that he ts some- 
where in the area, and one of the sol- 
diers points out a cave that Ruillont 


might have gone into. 


When you go into Ordelle’s Caves, you 
find Ruillont in the first large passage. 
The monsters in the cave are very 
tough, and Ruillont believes that he is 
fully capable of defeating them, 
Ruillont doesn’t want your aid in any 
way. The only help he wants is for you 
to get him his sword, which he left out- 
side! When you go back and tell the 
other soldiers about this, one of them 
(ie 1s random ) produces Ruillont's 
Sword. 


Ruillont thanks you for his sword and 
tells you to let the leader of the group 
know that he will be fine. The leader, 
Vicorpasse, then gives you a Rescue 
Training Certificate to give to the 
guards at the gate. When you do so, 


your mission is complete. 


RANK TWO: MISSION TWO— 
"THE DAVOI REPORT” 


You are now asked to go to Davoi to retrieve the Davoi Scouting Report from some 


of the soldiers there. The entrance to Davoi is in area G-12 of the Jugner Forest. 


Immediately after you enter Davoi, you see a soldier behind a tree, His name is 


Zantaviat, and he tells you that the report is all ready to go except for one small prob- 


lem: It's missing a page. You can find the missing page near a small lagoon in area J- 


8. An exclamation mark gives away its location. 


When you talk to Zantaviat again, he 
gives you the rest of the report and 
asks you to give it to Pieuje, who can 
be found in the Cathedral. When you 
return to the city, simply give the 
Davoi Scouting Report to Pieuje to 


finish the mission. 


RANK TWO: MISSION THREE— 
"JOURNEY ABROAD” 


This isa very sensitive diplomatic mis- 
sion for Halver, who can be found in 
the Chateau d’Oraguille. He tells you 
that the beastmen have been growing in 
numbers, and he wants you to gather 
some information trom the various San 
d'Orian consulates in the neighboring 
cities of Bastok and Windurst. Both 
regions have beastmen in them, and he 
wants to know how Bastok and 
Windurst are faring with the Quaday 
and Yagudo, respectively. He then gives 
you a Letter of Introduction to explain 


to the ambassadors why you have come. 


Tf you go to Bastok first 

In Bastok, the San d’Orian Consulate 
can be found at the Metalworks. You 
meet with Savae and Ruault, your con- 
tacts at the Embassy there. They tell 
you that Bastok has been having a great 
many problems with the Quadav, who 
have even invaded the Palborough 
Mines near the city. They want a favor 


from you to improve diplomatic rela- 


tions with the Bastok people: Get some 
mythril sand from the mines. First, though, they ask you to speak with Pius at the 


President's Office, who sends you to Grohm to get more information about the mines, 


Grohm, who is at the Craftmen's Eatery, knows the process of getting Mythril Sand 
in more detail. He complains that the Humes always send the Galka to do all the 
heavy jobs, so he is very familiar with the mining equipment. Here's what you have 
to do; Get some Mine Gravel from the Mythril Seam, in area I-8 of the third floor 
of the mines. Put the gravel in the upper part of the processing machine, in area I- 
7 of the third floor, Then retrieve the fully refined Mythril Sand from the lower por- 


tion of the machine, on the second floor of the mines. 


As you leave the Eatery, you are stopped by a female Hume named Lion, She explains 
that the munes are the Quadav’'s holy land and have been violated by the inhabitants of 
Bastok, which Is why they are such a point of contention bet ween the races, You also 
receive a pickaxe. You will probably need more than one pickaxe to obtain the gravel, 


so take a few with you. You can buy them from Boytz’s Knicknacks in Bastok Mines. 


At this point, simply follow Grohm’s directions, Use the pickaxe to mine the Mythril 
Gravel, place it in the Refiner lid, pull the Refiner lever, and go to the second floor 
to pull the second Refiner lever there. With the sand in your possession, return to 
the city and complete your side mission, When you give the sand to Sayae, she thanks 


you for your help, and you can move on to Windurst. 


The San d’Orian Consulate is in Windurst Woods. Forine and Maurice explain that 
the Yagudo have also been causing trouble in the city, but that a peace treaty was 
signed between Windurst and the beastmen. This does not mean thar there has been 


no aggressive activity by the Yagudo, however. 


You are then asked to meet with some members of the Taruraru government at 
Heaven's Tower. There, you talk with Kupipi, who tells you about some of the issues 
involving the Yagudo and some strange things happening in Giddeus. She also gives 
you a key to help you in your investigation of these matters. At this point, you are 


free to head to Giddeus. 


In Giddeus, you must fight through the hostile Yagudo to area G-12, which has a 
Burning Circle upon the ground. When you walk through the circle, you find your: 
self in the middle of a confrontation between Semih Lafihma and Searcher. Searcher 
summons a dragon, which you must battle against. After the dragon is defeated, Lion 
enters and tells you that the Shadow Lord ts going to be revived and another war is 


gong fo begin. 


SSS 


Return to San d'Oria and tell Maurice all that you have learned, You can now go back 


to San d’Oria with the knowledge that war is about to break out yet again. 


If you go to Windurst first: 

The Consulate diplomats, Maurice and Forine, tell you that the people of Windurst 
and the beastmen have signed a peace treaty. This agreement involves the delivery of 
certain supplies, including food and weapons, from the Windurst government to the 
Yagudo, Because the Yagudo also give these things to their other beastmen allies, 


especially the Orcs, Maurice is upset about this state of affairs, 


Currently, the Tarucaru want to give a magic shield to the Yagudo, and they are look- 
ing for someone to do this for them. This entails traveling to Giddeus, which is a 
fairly dangerous place for a little Tarutaru, Maurice wants you to deliver the shield, 
but he also asks you to bring him back two shields of the same type given to the 


Yagudo, 


Go to Heaven's Tower, where Kupipi gives you the magic shield to deliver. You must 
then travel to area F-7 of Giddeus and give the magic shield to U Zhoumo the 
Yagudo, who accepts the offering and curtly dismisses you. Obtain the shields that 
you must give to Maurice by killing Zhuu Buxu the Silent. When you give Maurice 


the shields, you are free to travel on to Bastok. 


The San d’Oria Embassy in Bastok can be found at the Metalworks. The diplomats 
there, Savae and Riaulk, tell you about some of the problems that Bastok has been 
having with the Quaday. They also want you to do a small fayor to further the rela- 
tions with the people there. You must to go the President's Office and talk to Pius 
of the Department of Industry. After you speak with Pius, he sends you to Grohm 


at the Craftmen’s Eatery for more details. 


Grohm tells you that the Quaday have been acting very strangely lately, They are becom- 
ing more organized as a force, and that does not bode well for Bastok. In addition, there 
is a second odd thing: In a certain area inside the Palborough Mines (area H-10 of the 


third floor), there ts a magic circle, If you step inside the circle, you disappear, 


You must travel to the mines to investigate the Burning Circle, When you do so, you 
witness an event that takes place between Ayame, Seeker, and the Dark Dragon. You 
come to the aid of Ayame, and Lion enters. There are some references made to the 


war beginning again, and the people separate. 


Return to Bastok with all you have learned. When you speak again with Savae and 


Riault, you are told to report back to San d’Ona with the information. 


Back in San d’Oria, you meet again with Halver, who is visibly shaken about all that 
you have learned. However, he thanks you for all your hard work. You receive Rank 


3 and 3000 gil for your efforts on behalf of the city. 


i 


RANK THREE: MISSION ONE— 
"INFILTRATE DAVOI” 


After accepting this mission, you meet with Prince Trion at the castle ( his room is in 
area H-7). You are asked to travel to Davoi, meet with a soldier there named 
Quemaricond, and return with the report he gives you regarding Orcish forces in the 


area, 


Quemaricond can be found in area H- 
7 of Dayoi, and he seems to be slight- 
ly lost, However, he does give you the 
report, Return to Prince Trion with it, 
After that, talk to the guards at the 


gatehouse to complete the mission. 


RANK THREE: MISSION TWO— 


“THE CRYSTAL 
SPRING” 


You are asked to fish a Crystal Bass 
from the Crysewater Spring in Jugner 
Forest, The spring is located in area J-9 
of the forest, and you need a fairly high 
level of fishing skill in order to catch 
one. If you don’t wish to build up your 
fishing skill level, you can try to buy a 


Crystal Bass from the auction house. 


When you have the bass, give it to the 
guard at the gatehouse. He then sends 
you to the Chateau d'Oraguille to talk 
to Curilla V. Mecru. There may or may 


not have been something stolen from 
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the castle. Some of the confusion is 
cleared up when you talk to the garden- 
er, Chalvator. The Queen's diary could 
have been taken by two strange Elvaan, 
one of which was wearing blue armor. 
However, there is nothing you can do 
about the situation, and your mission is 


considered to be finished. 


RANK THREE: MISSION THREE— 
"APPOINTMENT TO JEUNO” 


Once again, you are being called upon to 
perform as a diplomaric representative of 
San d’Ona. You first talk to Halver and 
then meet with the King, who explains 
thar you will be sent to the San d'Orian 
Embassy in Jeuno. You are given a Letter 


of Introduction by the king as well. 


The San d’Orian Embassy is located in 
the Ru’Lude Gardens area of Jeuno. 
Neleabrit, who also works in the 
Embassy, tells you that the ambassador 
went to Delkfutt Tower burt hasn't 
come back yet. This causes some con- 
cern because she is needed at Jeuno. 
You must journey to the rower and 


find the ambassador, 


At the tower, go to the 10th floor and kill Porphyrion to get the key. Use the key to 
activate the elevator, and then move down the long spiral staircase to the basement. 
There, you see a Cermet Door. Go through the door and into a room with three 
paths, each leading to another Cermet Door. When you open the correct door, you 
find the ambassador, Jima. She was attacked from behind and knocked out, She can’t 


identify the attacker, Jima then asks you to meet with her later at the Emba: 


When you talk to Jima later, she ratses you to Rank 4. You are given SOOO gil and 
made a member of the Embassy. The mussions of your new rank are listed in the 


“Jeuno Missions” section. 


Finishing the final Rank 3 mission provides characters the opportunity to continue their 
progress in Jeuno. The Rank 4 missions ore ot the end of the Jeune section of this 
guide. (Page 266) 
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Windurst is a city of magic, and the home of both Mithra and Tarutaru scholars. Under the 
boughs of a splendid and ancient tree, the people of Windurst live, trade, and celebrate in har- 
mony with the land. The threats of the Yagudo and Goblins are felt only in the surrounding 


region of Sarutabaruta, and these evils have been kept at bay for some time. 
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Windurst Waters 


Windurst Waters is in the northwest 
section of the city, This quarter has a 
surprising number of important and 
lucrative quests that support characters 
during their early adventures. The 
Federal Magic Reserve has powerful 
spells for players to purchase that aren't 
available in many of the smaller magic 
stores throughout the land. The 
Culinarians’ Guild is also a point of 


interest for chefs. 
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BLUE RIBBON BLUES 


Gantineux asks you to investigate some magical processes that he is working on. He wants 
you to check around the Eldieme Necropolis for a brazier with a flame. The brazier can 
be found in area D-5 of the Necropolis. Checking the flame reveals that the magic is not 
functioning, When you tell Gantineux this, he sends you to Eperdur in North San d'Oria 


for a reward. Eperdur apologizes and gives you a scroll of teleport-Mea. 


Kerutoto asks you to bring her anything strange that you happen to find. At 
Windurst Woods, you find something strange indeed: Roberta has a ribbon that 
always appears near her, and she cant get rid of it. If you tell her that you can take 
care of it, she will give it to you. 


Back in the Rhinostery, Kerutoto pays you 3500 gil for the ribbon. If you talk to 
her later, she tells you that the ribbon was on a tomb and that the soul of the late 
owner ts asking for it back. 


Go to the Eldieme Necropolis (to area M-10) and leave the ribbon on the pile of 
Human Bones that you find there. As you do so, you are attacked by Lich C. Magnus. 
If you check the bones again after defeating the lich, you will receive a blue ribbon 
as a reward. In addition, you have the thanks of Kerutoto when you tell her of your 


ribbon exorcism. 
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CHASING TALES 


Tosuka-Porika (G-8) wants you to track down another overdue library book (“A 
Song for Love”). Furakku-Norakku says that a Mithra named Hae Jakkya, who is 
near the auction house in Windurst Woods, borrowed the book. However, she denies 
ever being interested in such a trashy romance novel. 


When you go back to Furakku-Norakku, you examine the library card more closely. 
The correct name on the card is actually Hea Jekhya, who is in Southern San d’Oria 
(on the wall overlooking Victory Square by the West Gate). This Mithra is quite 
happy to return the book, and giving this back to the library gets you 2800 gil, 


A CRISIS IN THE MAKING 


Yagudo in exchange for continued peace with the beastmen. He asks you to go to 
Giddeus and retrieve this food bag. The item is in a warehouse storage room in the 
underground cave system of Giddeus, on the altar of offerings. Returning it to 
Ranpi-Monpi gets you 400 gil. 


EARLY BIRD CATCHES THE BOOKWORM 


Tosuka-Porika (G-8) wants some help retrieving overdue library books for the Library 
of Magic. Orn, a Hume, has checked out a book and not returned it; Puraku- 
Norakku, who is behind the counter, gives you an Overdue Book Notification to give 
to Orn (who is in Hostelry Room #2 above the Timbre Timbers Tavern). 


Orn tells you that he was attacked by Yagudo and threw everything that he had on 
him at the beastmen—including the book—in order to escape. You learn that the 
Yagudo store all of their stolen items in a Treasure Room in Giddeus. Within 
Giddeus, you must kill Yagudo mendicanrs, pipers, or persecutors until you receive a 
silver beastcoin. Bribe the Yagudo guard at the Treasure Room for the overdue book 
(“Art for Everyone”) and return to the Library for your reward of 1500 gil, 


ECO-WARRIOR 


Lumomo (F-10) is looking for brave adventurers to join his organization (VER- 
MIN), which is trying to fight off dangerous monsters that have infested the Maze 
of Shakrami. When you accept his offer, he tells you to go to the Maze and speak 
with Ahko Mhalijikhari. Inside the Maze of Shakrami, Ahko Mhalijikhari sprays 
you with a chemical that attracts monsters; the same chemical will limit you to level 


20 (make sure that you have the proper weapons and equipment for that level). 


Fight past the monsters down the tunnel, past the wendigo, until you come to a Bone 
Hurt with a strange symbol upon it (marked by 22?). When you examine the symbol, 
3 wyrmflies attack you. Once the wyrmflies are dead, examine the symbol on the 
Bone Hut again to collect the indigested meat found in the hut, Return the meat to 
Lumomo to be rewarded with 5000 gil and a page of the Dragon Chronicles. 


A FEATHER IN ONE'S CAP 


make the perfect, fashionable hat. He wants you to collect 3 giant bird feathers so 
that he can decorate the hats with them. Giant bird feathers can be taken from tabar 
beaks in Sauromugue Champaign and axe beaks in Meriphataud Mountains. Baren- 
Moren gives you 1500 gil for 3 feathers. 
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FOOD FOR THOUGHT . 


The researchers in the Rhinostery (1-8) have been working hard, and they're in dire 
danger of going completely hungry! Kerutoro asks you to get some food for him and 
two other people, Ohbiru-Dohbiru and Kenapa-Keppa. Your friend Kerutoto wants 
a grilled hare; Ohbiru-Dohbira wants Windurst Tea, a Tortilla, and Pamtam Kelp; 
and Kenapa-Keppa wants a boiled egg. Many of these items can be bought from the 
Culinarian Guild, Timbre Timbers Tavern, or the Fishing Guild, or they can be made 
with synthesis. Kerutoto pays you 120 gil, Ohbiru-Dohbiru 440 gil, and Kenapa- 
Keppa 120 gil for the fine meal. 


Hariga-Oniga is in the west tower of the Optistery (F-8), and he has a small request to 
make of you. He wants you to go West Sarutabaruta and give a letter with an untrans- 
lated glyph to someone named Ipupu. Go to the tower between 1-8 and J-8 to find 
Ipupu; she helps to translate the message and gives you a note to take back to Hariga- 
Origa. Hariga-Origa then gives you a map of the Horutoro Ruins for helping him. 


Baren-Moren (H-7) has a new hat that he wants to get people interested in buying, 
He asks you to wear the hat and talk to people within the area of Windurst Waters. 
Talk to any resident of the town that you encounter, but especially the following peo- 
ple: Bondada, Machitata, Honoi~Gomoi, Kenapa-Kappa, Clais, Kyume-Romeh, 
Tosuka-Porika, and Perchiru-Mashiru. Once you have talked to them all, consult with 
Bondada again, who says that he has changed his mind and will buy the new hat. 
Baren-Moren pays you up to 300 gil depending on the amount of people you speak 
with, and gives you a windshear hat if you convince Bondada to buy the new hat. 


HEAVEN CENT 


The astronomers at the Optistery need new a lens for their telescopes. Ropunono 
(F-7) would like to make some new lenses, but he needs something dropped by float- 
ing eye monsters in Ranguemont Pass: an Ahriman Lens. Ropunono is quite happy 
to have the lens, but your task is not yet complete; Lago-Charago has a helpful hint 
about old currency aiding in the quest. 


Take a good look at the stellar map near the astronomers. With that in mind, travel 
to the Maze of Shakhrami and kill the wights there until you find a rusty key, The 
key can be used to open an iron door (area K-9), Examine the chests and take only 
the coin that matches the following directions to the constellations of the night sky: 
North, Odin; South, Titan; East, Shiva, West, Leviathan; and Northeast, Alexander. 
With those answers, you receive the shelling piece, which you can then give to the 
astronomers for a reward of 4800 gil. 


HOIST THE JELLY, ROGER 


In order to get a super soup pot for Naruru in North Jeuno, Maysoon must have 
some royal jelly. Royal jelly is dropped by Awd Goggie in the Crawler’s Nest, but you 


must perform a series of steps to lure the monster out, 


Put a rolanberry in one of the first crawler nests (map I, in nest J-9 or F-8), A work- 
er crawler tries to retrieve it. When you kill it, it drops a rolanberry 881. Place this 
rolanberry 881 in a different nest in a separate area (map 2, in nest G-7 or H-7), 


After that, a drone crawler appears. This monster drops another berry, a rolanberry 
874, Put this in yet another nest in another area (map 3, in nest D-7). This time, a 
matron crawler appears. She gives up a rolanberry 864 when you kill her, Return to 
the second area and put tt in the nest at E-7. 


Awd Goggie finally appears and meets its just face at your hands. Take the royal jelly 
that it drops back to Maysoon for your reward, 


IN A PICKLE 


Chamama has broken a stone that she uses in the making of her signature dish, rarab 
tail pickles, The stone has ro be smooth and weigh a particular amount, and she has- 
nt been able to find one like ir. 


Smooth stones are dropped by crawlers, which are found in most regions outside of 
Windurst city. You can catty only one stone at a time, and Chamama is very picky. 
You may need to make several trips before you find the one that she wants. 


When Chamama is satisfied, she gives you a bone hairpin as a reward. She also pays 
you 200 gil for each additional smooth stone you bring her. 


LET SLEEPING DOGS LIE 


Mashuu-Ajuu (K-6) is concerned abour one his classmates, Pakuu-Nakku, sleeping 
in class. When you talk to some of the students, you learn that the class recently vis- 
ited the Orastery, which might hold a clue as to why the boy is so sleepy. Maabu- 
Sonbu suggests that feeding Pakuu-Nakku some blazing peppers might be enough 
to wake up the student; the peppers grow in the Pashhow Marshlands (area E-S, 
marked by ???) and need to be harvested with a sickle. Blazing peppers can also be 
boughe from the auction house or Ensasa’s Catalysts store. 


Unfortunately, feeding the peppers to Pakuu-Nakku does not completely wake him 
up. Mashuu-Ajuu then suggests that you talk to Pechiru-Mashiru (in the Aurastery) 
for a magte spell. Pechiru-Mashiru will then tell you a magic phrase to wake up the 
boy, and when you speak with him and say “The automaton butler did it;” Pakuu- 
Nakku wakes up. He then gives you a hypno staff. 


MAKING HEADLINES 


Naiko-Panciko of the Tarutaru Times (D-I1) wants you to find four of the paper's 
reporters and get the stories that they are working on. In addition, if one of the sto- 
ries is particularly interesting, any details should be verified. The reporters are 
Kyume-Romeh (in the Timbre Timbers Tavern in Windurst Waters), Yujuju (near the 
Air Travel Agency in Port Windurst), Hiwon-Biwon (near Shantotto'’s house in 
Windurst Walls), and Umumu (near the Dhalmel farm in Windurst Woods). 


Umumu has a good story that she wants you to check on: a thief is hiding in 
Horutoto Ruins. To verify the story, go to East Sarutabaruta to the ruins in area J- 
7. In area G-8 of the tower, examine the cracked wall to find a secret door. Further 
examine the Mahogany Door that you find (you don't have to go through it, just look 
at it) and then return to chief editor Naiko-Paneiko with all the details. You are then 
rewarded with 560 gil. 


MAKING THE GRADE |. 


Some of the students’ answer sheets from a recent exam have been stolen from the 
School of Magic, and Fuepepe (L-6) wants you to do everything that you can to get 
them back, Oddly enough, it seems that the answers have turned up in the hands of 
some of the Wendigos in the Horutoto Ruins, When you give the test answers to 
Fuepepe, she asks you to take them to the headmaster of the school, Koru-Moru. 


Koru-Moru notices that one of the student's (Chomoro-Kyotoro) test answers is not 
there. Koru-Moru then asks you to give the tattered test sheet to Chomoro-Kyotoro 
and send on a request to make up another test for the student, Chomoro-Kyotoro 
accepts the tattered test sheet, and Fuepepe gives you a scroll of Aspir for helping 
the school and its students. 


OVERNIGHT DELIVERY. 


Kenapa-Keppa (1-8) needs you to go to Mhaura and pick up some baggage for him; 
it will arrive at night and he needs it by dawn the next morning. Travel to Mhaura 
and look near the ticket booth for a tarutaru named Kotan-Purutan; he will give you 
the small bag to take back to Windurst. If you are able to return the small bag to 
Kenapa-Keppa by dawn, he will give you a power gi. 


Angelica has an idea for a painting, but she needs some help. If you accept her request, 
she asks you to model for her wearing a specific set of clothes (WAR /PLD: bronze 
harness, MNK: robe, THF: leather vest. WHM/BHM/RDM: tunic). There is a time 
limit for this quest, because an artist can be inspired for only so long. If you model 
for her within the time limit, you receive Angelica’s autograph and a painting titled 


“Ancient Blood.” 


REAP WHAT YOU SOW 


Mashuu-Ajuu (K-6) will first ask you if you have some free time; if you answer 
“yes,” he will question you as to whether you will help him with a horticulture assign- 
ment. He wants something that will impress his classmates; the better the plant is, 
the better will be the reward that he gives you. He is looking for at least a sobbing 
fungus, and he gives you herb seeds to help grow the flowers. 


Flowerpots can be bought from the auction house or Ensasa’s Catalysts shop. When 
Mashuu-Ajuu receives the sobbing fungus, he gives you 500 gil and a stationary set, 
which is a furnishing that can be placed in your Mog House. 


SAY IT WITH FLOWERS. 


Moari-Kaaori is depressed, and the only thing that will cheer him up is a rare, ele- 
gant, mystic flower from the Rhinostery, At the Rhinostery, Ohbiru-Dohbiru sug- 
gests a flower for the client based on the description you give. If you don't describe 
the flower correctly, Ohbiru-Dohbiru gives you the wrong one (at a price of ISO 
gil), Moari-Kaaori will accept the flower (and give you 100 gil), but it doesn't make 
him happy, and later he will ask for a different flower. 


When you give the correct description of the flower, Ohbiru-Dohbiru recalls that it 
was used in some experiment and is not available at the Rhinostery. However, 
Kenapa-Keppa knows where it grows; Tahrongi Canyon. Go to Tahrongi Canyon, 
near a circle of rock formations in the northwest, and examine the Tahrongi cactus. 
When you give the cactus to Moari-Kaaori, he gives you an iron sword. 
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Naiko-Paneiko (D-11) says chat the article about the Mithran thief’s hideout has been 


stolen, and he wants you to help recover it. In Windurst Woods, you hear nwo of Nanaa 
Mihgo’s aquainrances, Bopa Gresco and Cha Lebagta, discussing a box that they threw 
into the water. The box itself has drifted between Mhaura and Selbina, where an ocean 
crab swallowed it. If you fish around between those cities, you can catch ocean crabs; 
keep fishing and killing them until you find the one that has the Bronze Box. Once you 
have the box, return it to Naiko-Paneiko for your reward of 1500 gil. 


A SMUDGE ON ONE'S RECORD 


Hariga-Origa (F-8) needs some slime oil and a frost turnip. Slime oil is secreted by 


various slime monsters, such as the jellies in the Maze of Shakhrami, and frost turnips 
can be bought from the Culinarians’ Guild in Windurst Waters. When you give these 
things to Hariga-Origa, he rewards you with a map of Fei’Yin and 3000 gil. 


TEACHER'S PET te 


Moreno-Toeno is searching for teaching materials to make his job more interesting, and 
he asks you to get them for him. He wants a two-leaf mandragora bud, dropped by 
both tiny mandragoras and mandragoras in Sarutabaruta, and a bird feather, dropped 


by carrion crows in Sarutabaruta: The r 


ward isn't very much, 250 gil, but this a won- 


derful quest because you can do it at very low levels and it's a reliable source of income. 


TORAIMARAT TURMOIL 


Ohbiru-Dohbiru needs some starmite shells. These can be obtained by killing star- 
mites in the Toraimarai Canal. Ohbiru-Dohbiru also tells you thar you will receive 
4500 gil for every 3 starmite shells that you bring him as a reward. 


WATER WAY TO GO* ». © 


Ohbiru-Dohbiru (1-8) needs water from a spring in Giddeus to help him care for 
some of the rare fluoro-flora in the Rhinostery. He gives you a flask to hold the 
water, and you then travel to one of the two springs in the Giddeus region (in either 
areas E-12 or K-12). You then fill up the container and return to Ohbiru-Dohbiru 
for your reward of 900 gil. 


WILD CARD te _ 


Talk to Honot-Gomoi after finishing the Crying Over Onions quest. He wants you 


to disassemble the Cardian. Speak with Kohlo-Lakolo next; he will Say where the 
Cardian has been hiding (it's at the House of the Hero in Windurst Walls), 


Walk to the House of the Hero and see what happens there and speak with the 
Cardian, who asks you to go to Toraimarai Canal, Once there, get a coffer key 
through killing some of the monsters in the area and open a treasure coffer, Inside 
will be a joker card. Return with this card and the Cardian will pay 8000 gil as a 
bribe for its safe passage. Once you have received the payment, return to Honoi- 
Gomoi and talk with him to complete the quest. 


WONDERING MINSTREL 


The Timbre Timbers restaurant is known for its food and music. Jatan-Paratan plays 
the music at the eatery. When you talk to him during the day, he wants to know if 
you like the music. After some gentle discourse, he asks for a return visit. Coming 


back a second time leads to a second conversation. Again, he asks for your approval, 


The employees of the restaurant have noticed that Jatan-Paratan has changed his 
behavior since the visit of a Hume from Jeuno. This minstrel, a man named Ruslan 
(who can be found in Lower Jeuno), wants Jatan-Paratan to visit Jeuno and play at 
the Merry Minstrel Meadhouse and asks you to give his friend some rosewood lum- 
ber. You can buy rosewood lumber at the auction house or the Carpenters’ Guild in 
North San d'Oria. When Jatan-Paratan gets the rosewood, he says that he has decid- 
ed to look for his own music, but he gives you a faerie piccolo for helping him. 


All manner of good things await the 
citizens of Windurst in this quarter of 
town. For travelers, the oft-used east- 
ern gates are here, and just beneath 
those are the city’s chocobo stables. In 
the center of the south, there is an auc- 
tion house and a crafting area for 
Weavers and Boneworkers. And to pol- 
ish things off, there are many repeat- 
able quests in Windurst Woods that 


you'll undertake frequently. 
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THE ALL-NEW C-3000 


Kopuro-Popuro (H-10) wants to create a new Cardian, and he needs some mystical 
items to work with, He asks you to help him by bringing him | insect wing, I rabbit 
hide, and I two-leaf mandragora bud. All of these items can be found in 
Sarutabaruta: the insect wing from bumblebees, the rabbit hide from savannah rarabs, 
and the bud from tiny mandragoras. When you return with the materials, Kopuro- 


Popuro gives you 200 gil for your help. 


Kopuro-Popuro (H-10) has created a new type of Cardian that is able to return to 
the city with items taken from monsters. He wants you to help instruct the Cardian 
as to which items to recover by retrieving | beetle shell and 1 hecteye eye, which he 
will use as teaching aides for the Cardian. Beetle shells can be taken from beetles, 
such as stag beetles in the Meriphataud Mountains or Jugner Forest, and hecteyes 
eyes are found on hecteyes in Ranguemont Pass. For every set of teaching aides given 
to Kopuro-Popuro, you receive 600 gil. 
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THE AMAZIN’ SCORPIO. 


Soni-Muni has been entertaining his friend, Gottah, with some stories of her adven- 
tures to try and rekindle Gottah’s need for adventuring. Perhaps if Soni-Muni had 
the right prop, Gottah’s adventurous spirit would be renewed. The item Soni-Muni 
needs is a scorpion stinger, which you can obtain by fighting the maze scorpions in 
the Maze of Shakhrami. When you give the stinger to Soni-Muni, you get 1500 gil 
and Gottah’s passion for adventuring is rekindled. 


CAN CARDIANS CRY? . . 


The Queen of Diamonds was sent on a dangerous expedition to distant lands, and 
she has never returned. Apururu (H-9) is very concerned about her fate, and she asks 
you to find her or what is left of her. At one point, you receive a vision, and you real- 
ize that you must travel to Xarcabard. Once there, you find the last remains of the 
Cardian (a bruised starfruie) within one of the cursed weapons in the region. When 
you return to Apururu with the magical material, she gives you 5000 gil. 


CHOCOBILIOUS 


One of the chocobos is sick, and its handler, Kuoh Rhel, can't leave its side. Perhaps 
you could see if the medicine is ready from the pharmacist. At the pharmacy, Tapoh 
Lihzeh the healer says that the medicine is ready except for one small ingredient: 
papaka grass. This can be found inside the stomachs of wild dhalmels in Tahrongi 
Canyon. When Tapoh has the grass, she finishes the medicine. You give the medicine 
to Kuoh, and Kuoh gives you [500 gil for your trouble. 


CREEPY CRAWLIES 


There are some problems at the Dhalmel Farm. Illu Bohjaa, the caretaker, is com- 
plaining that crawlers have been eating her animals’ fayorite food, papaka grass. She 
wants the crawlers exterminated. If you give her 3 crawler calculi or 3 spools of silk 
thread as proof of their demise, she rewards you with 600 gil. This ts a lor of money 
for monsters that you can kill fairly early on. 


A GREETING CARDIAN 


Talk to all the Cardians that you encounter in the Manustery and respond to them 
however you wish. Noticing you doing this, Koporu-Popuro (H- 10) will send you to 
Kororo, who asks you to find a Cardian with an improper greeting. It’s the Five of 
Spades, who can be found in front of the outpost in Buburimu, Once you talk to the 
Five of Spades, return back to Kororo and Koporu-Popuro to complete the quest and 
receive a tourmaline earring. 


The chocobo is still sick because it won't take the medicine you worked so hard to 
get. If a special stew is prepared for the chocobo, it will be treated (with a treat)! 
Ranpi-Monpi, at the Culinarians’ Guild, can make the stew if you provide him with 
3 woozyshrooms, which are dropped when you kill funguars in Jugner Forest, When 
the stew is done, you give it to Kuoh, and the chocobo finally takes the medicine. 
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LEGENDARY PLAN B 


Kopuro-Popuro (H-10) needs some help getting the Manustery out of debt. He wants 
to sell charms to trekkers, but he needs the proper materials to make these things (1 
revival tree root, 1 lumincloth, and I wolf hide). The revival tree root and lumineloth 
can be found on undead monsters, such as the ghosts in Tahrongt Canyon, and the wolf 
hide can be taken from the barghest that roam Tahrongi Canyon. Kopuro-Popuro will 
happily give you a scentless armlet and 700 gil for your assistance. 


MIHGO’S AMIGO 


Near Nanaa Mihgo's house, there are several people who are talking about her (she 
has quite a reputation). These people, Mheca Khetashipah, Bopa Greso, and Cha 
Lebagata, tell you that if you want to win some favor from Nanaa Mihgo, you should 
give her a present. 


After talking with Nanaa to find out what would make her happy, Cha Lebagata 
gives you a small hint, The answer, of course, is Yagudo bead necklaces, which are 
dropped by Yagudo. After giving four of these necklaces to Nanaa, she will reward 
you with 200 gil. 


PAYING LIP SERVICE 


Tapoh Lihzeh is the apothecary for Windurst, but she is running out of the ingre- 
dients needed to make her wares. She will pay you to collect some of the materials 
she needs: 3 beehive chips, dropped by giant bees in Sarutabaruta, or 2 remi shells, 
dropped by river crabs, also in Sarutabaruta. Not only do you get paid, but you help 


to supply the citizens of the city, 


ROCK RACKETEER 


Nanaa Mihgo (J-3) wants you to go to Bastok and have a sharp gray stone appraised. 
If it is worth anything, she then wants you sell ir and give the money back to her. Go 
to Bastok to the Goldsmiths’ Guild and talk to Ardea about the stone; she tells you 
that it is worthless but will give you 10 gil for it. When you return to Windurst, give 
the 10 gil to Nanaa Mihgo, bur talk to Varun, who is behind the Manustery. He says 


that he lost a sharp gray stone just like the one that you just sold, 


Travel to the Palborough Mines with several pickaxes in your possession and mine 
around area I-9 of the third floor near the mythril stream until you find a sharp 
stone. Give the stone to Varun to receive 2100 gil. 


eee BONDING 


There was once a great battle between the Mithra and the Yagudo in the 
Meriphataud Mountains, Gioh Ajihri (K-S) is looking for the last remains of the 
Mithra that died in that bartle: the ewinstone earrings worn by the brave warriors, 
These items can be found on the hill lizards in that region, and Gioh Ajihri gives you 
a wrapped bow for the first earring that you give her and 900 gil for all subsequent 
eartings. 


indurst Walls 


Up in the northeast side of town are 
many dignitaries and people of aca- 
demic importance to Windurst. Zonpa- 
Zippa, Yoran-Oran, and other famous 
residents have their manors in this opu- 
lent quarter. Although there isn’t much 
to buy or sell here outside of the auc- 
tion house on the south side, there are 


special quests to be found here. 


MAC LEGIND, 
© Roomimi 

@ Yoran-Oran 

© Shantotto 

© Ambrosius 

© Ojho Rhawash 


BLAST FROM THE PAST 


Koru-Moru (E-7) is still fascinated by rocks and minerals. He asks you to go to the 
Maze of Shakhrami and examine a special rock that you find there (area F-8 on the 
second map). When you search the region (marked by 22), you are attacked by 


[chorous Ire, On the body of the monster, you find a burnite shell, which can be 
given to Koru-Moru for a great club. 


WINDURST WALLS 


Consulate 
or Jeano 


Shantorto’s 
Manor 


—_._____ North 
Auction House 


CURSES, FOILED AGAIN! 


Shancotto feels as though she ts constantly being spied upon, but she cannot discern 


who the culprit is. She wants to do a spell to reveal the Peeping Tom. However, she 
is missing the proper ingredients for the spell. If you gather 1 bomb ash (from bal- 
loons in the Horutoto Ruins, or grenades in Tahrongi Canyon) and 2 bone chips 
(from any undead monsters such as magicked bones in East Sarutabaruta or from the 
Boneworkers' Guild), she can finish the spell. When you give her these items, she 
gives you a brass rod. 
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CURSES, FOILED...AGAIN? 


} 


Shantotto (K-7) has cast her curse spell to reveal the spy who has been watching her, 
and the spell has fallen upon Hiwon-Biwon, who is standing outside her house. 
Hiwon-Biwon is now completely sick, and it doesn't seem as though he is going to 
get better anytime soon. You can convince Shantotto to remove the curse, but she 
needs 2 bomb arms (from balloons in Horutoto Ruins or grenades in Tahrongi 
Canyon), I revival tree root (from ghosts in Tahrongi Canyon or mad foxes in West 
Sarurabaruta), and a piece of hair from her victim (lock of Hiwon-Biwon's golden 
hair, from Hiwon-Biwon). Once you give Shantotto the items, she lifts the curse 
from its hapless victim, and you receive a misery staff for your efforts. 


Shantotto (K-7) wants someone to go to Beaucedine Glacier and talk to Rukususu to see 
if a new spell developed by Shantotto is working. First, you must travel to Beaucedine 
Glacier to area I-7, where you find a researcher named Torino-Samarino, He gives you 
Shantotto's new spell to take with you to Rukususu, who is in Fei’Yin. Head deep into 
Fei'Yin and go down the stairs in area G-9. Travel to area F-6, where you encounter three 
cermet doors. When you examine the third one on the left, you encounter Rukususu. 
After that, return to Shantotto for your reward; a scroll of Warp IL. 


If you give Ojha a flower, she is happy for the gift, but she would really like to have 
a lilac, Lilacs can be grown in the Mog House using a flowerpot, or you can pur- 
chase them from the M&P Market in Upper Jeuno. When Ojha has her flower, she 
tells you how to go from the Mog House to whichever area of the city you wish. 


MANDRAGORA-MAD . . 


Yoran-Oran has been trying to make a model of the ecosystem of the region, but 


there is some data missing. The influences of some of the monsters, particularly the 
wily mandragota, have not been taken into account. He asks you to bring him any- 
thing that relates to that particular monster, and when you do, he will reward you for 
your effort. Because Yoran-Oran's experiments are a work in progress, he wants a con- 
tinuous supply of mandragora parts and is willing to pay for them. 


Koru-Moru wants you to bring him a thesis on Alchemy. To do this, talk to Yoran-Oran, 
Shantotto, and then Fuepepe. Fuepepe then sends you on to Katzun-Nattzun, who is in 
the Acolyte Hostel. To enter into the hostel, you must correctly answer the questions 
posed to you by the door; after that, Karzun-Nattzun gives you the thesis you seek. 


Koru-Moru is very pleased with the thesis on Alchemy and has another request to 
make. He wants you to bring him “Lifeforce” and “Power of Death.” Lifeforce is a 
warm egg, and you can get one by killing anemones in Yoathor Jungle. Power of 
Death is a cold bone, which is found by killing doom soldiers at Cape Terrigan. 
Koru-Moru is overjoyed with these items, and a little while after you give them to 
him he gives you 9000 gil for all your effort. 


The mail for Windurst has been slightly erratic. Monsters have disrupted the flow 
by attacking the mail carriers on their way to the city. Ambrosius will reward you for 
every postcard or letter that you retrieve for him. The muddy bar tab and torn epis- 
tle are dropped by savannah rarabs (Sarutabaruta), and the odd postcard and damp 
envelope are found on canyon rarabs (Tahrongi Canyon). You can only carry one of 


each letter. 


Koru-Moru (E-7) asks you if you have ever found a rough black stone. This stone 
is a meteorite, and it can be found by killing crawlers. Once you hand over the mete- 
orite, Koru-Moru gives you a present: a compound eye circlet. 


TO BEEORNOTTOBEE? 


Raamumi (F-7) wants you to help out a friend of hers, Zayhi-Bauhi, who has a sore throat 
This has caused Zayhi-Bauhi to lose his voice. The only cure for such a malady is to use 
honey to soothe the inflamed region, and Raamimi gives you the first pot of honey to help 
This seems to work, and Zayhi-Bauhi is very grateful for the respite, although you haye to 
supply 4 additional pots of honey to him {taken from bumblebees in Sarutabaruta), 
Unfortunately, having that much sweet stuff also gives Zayhi-Bauhi a toothache, bat 
Raamimi is still grateful enough to give you 5 bottles of mulsum for your help. 


| 


For the common folk, the heart of 
Windurst is in the port quarter of ; 
town. To the west, at Shiva's Gate, is : af : 
the exit into West Sarutabaruta, Within as a 
this area are shops for weapons, armor, 
and spells. The Air Travel Agency for 
Windurst is here, and so is the 
Fishermen's Guild. Anyone in search of 
a quiet afternoon can hang their legs 
off the southern piers and fish to their 
heart's content! About the most dis- 
turbing thing in Port Windurst is a 
bunch of imaginative kids who keep 
running around talking about a brigade 


of some sort. 


MAPLEGEND 
O Tokaka 

® Sigismund 

© Kohlo-Lakolo 

© Hokkuru-Rinkury 


© Home Point 


ALL AT SEA 


Paytah was by the docks when a gust of wind blew off his father's favorite cap. You can 
fish it out of the water using a fishing rod, but when you give it to Paytah, he starts to 
cty because it was ripped. Baren-Moren, who sells hats in Windurst Waters, can repair 
the cap, but he needs 4 dhamel hides to do so, Dhamel hides can be harvested from 
wild dhamels at Tahrongi Canyon. When Baren-Moren has the materials, he repairs the 
hat (now a sailor's cap) and uses the leftover hides to make you a dhamel mantle. Paytah 
is so happy with his new headpiece that he gives you a leather ring in return. 


CATCH IT IF YOU CAN! 


Ohruru is very interested in the nature of status ailments. If you talk to her while 
you are affected by mute, bane, or plague, she will ask you tf you would like to be 
healed. If you answer “yes,” she will heal you and pay out between 1000 and 1500 
gil (depending on the status ailment). 
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Tailoriag 


Kohlo-Lakolo tells you that Honoi-Gomoi ts clatming the orb thar the Onion 
Brigade has found. Instead of letting the gang be labeled as thieves, you offer to talk 
to Honoi-Gomoi. In Windurst Waters, you learn from Honoi-Gomoi that he hired 
Nanaa Mihgo to bring him the orb in exchange for a star spinel. You can get such a 
star spinel by killing Spelunking Sabotenders in the Quicksand Caves. When you 
give the jewel to Homoi-Gomoi, you receive a star necklace. As you return to 
Windurst Port, an event takes place, and you must speak with Honoi-Gomoi again. 
He orders you to disassemble the Cardian—the quest completed. 
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INSPECTOR’S GADGET!. 


The onion gang, according to their spokesman Kohlo-Lakolo (G-S), needs to have 
a specific item from the Junior Investigator's Toolkit: a fake mustache. Pichichi 
believes that her mother can make one for the group. When you talk to Chamama at 
the Rarab’s Tail Hostelry, she tells you that she needs 4 balls of Saruta cotton, which 
are found on Pygmaioi in Tahrongi Canyon. When you give her the cotton, she cre- 
ates the fake mustache, and Kohlo-Lokolo rewards you with a heko obi. 


KNOW ONE'S ONIONS . 


of the Hero). Because the Star Onion Brigade are a force for good, they want to pro- 
tect their fair city. OF course, they are only little children, so instead of brute force, 


Kohlo-Lakolo has decided that they need to make a clever trap to catch the Cat Burglar. 


If you bring back 4 wild onions, important ingredients for this trap, Kohlo-Lakolo 
will give you a scroll of Blaze Spikes. Wild onions can be found on the bodies of 
Goblins in Sarutabaruta, especially in the Horutoto Ruins. 


At the Orastery, Hakkuru-Rinkuru has a problem. He broke Ajido-Marujido's 
wand, and he needs to fix it by gluing it together. If you bring him a block of ani- 
mal glue, he gives you 1500 gil. Goblins in Tahrongi Canyon and maze makers in the 
Maze of Shakhrami drop the animal glue; you can also craft it. 


According to Kuroido-Moido, Ajido-Marujido noticed that his old broken wand 
had been exchanged with a new one, and he is now depressed that his old wand has 
been lost. Kuroido-Moido wants to do his friend a favor and return the wand, and 
he wants you to help him. 


The wand is to be incinerated at Garlaige Citadel's crematory. At Garlaige Citadel, 
the crematory hatch has been locked, The Garlaige key can be found on fallen evac- 
uees, Use it to open the hatch, and talk to Mashira to get the wand. Back at the 
Orastery, give Kuroido-Moido the broken wand to get 6000 gil. 


ONION RINGS 


In Oztroja Castle, there is a hole around area F-8. Drop down through the hole and 
examine the region there. You will find an old ring (marked by ?2?). Bring the old ring 
back to Kohlo-Lakolo (G-5), who tells you to go to the House of the Hero in 
Windurst Walls. After you witness the event there, return to Kohlo-Lakolo, who 
gives you a bouncer club. 


THE PROMISE 


asked to gather the ingredients for an invisible man sticker. Go to the Rarab Tail Inn in 
Windurst Waters and ask Chamama for the recipe on how to make it. She says that you 
must bring her a clump of shoalweed, which can be obtained by killing recluse spiders 
in Kuftal Tunnel. Once you give her the shoalweed, she gives you an invisible man stick- 
et, which you can return to Kohlo-Lakolo for your reward: a promise badge. 


SOMETHING FISHY 


Tokaka (C-8) really likes bastore sardines and will pay you 70 gil for each one that 
you bring him. These can be fished from the waters near the pier or bought from the 
Fishermen's Guild for a small profit. Keep in mind that you must leave the zone and 
return to restart the quest each time. 


TO CATCH A FALLING STAR : 


Sigismund (E-7) wants a special magical item called a Starfall Tear. However, the Tear 
melts when it is picked up using bare hands, and a Pugil Scale must be used to hold it 
Pugil scales are found on pugils, such as the pug pugils in East Sarutabaruta. Take the 
pugil scale to the Twinkle Tree in West Sarutabaruta (in area I-6) and use it to pick up 
the tear (trade the scale to the tree). The starfall tear that you receive and then give to 
Sigismund melts in his hands, but he still rewards you with a fish scale shield. 


TRUTH, JUSTICE, AND THE ONION WAY! 


Some of the children of Windurst have formed a small group dedicated to peace, 
freedom, and the Windurst way of life. If you would like to join it, you must passa 
small test. The self-appointed leader, Kohlo-Lakolo, demands that you bring a tail to 
the next meeting, You can get rarab tails by killing bumblebees in Sarutabaruta, so it 


is pretty easy to obtain one. 


This is a nice quest because it is simple, can be done at low skill levels, and gives you 
a cute accessory that can be very helpful to mages. 


WONDER WANDS ; 


The various magicians of the Orastery have been arguing over which wands they 
should buy next year, and Hakkuru-Rinkuru is in charge of the budget. Each leader 
has his own idea about what should be purchased: Goltata wants an oak staff, Yaman_ | 
wants a mythril rod, and Ohruru wants a rose wand. Hakkuru-Rinkuru asks you to 
get one of each wand and bring them back so he can select one. 


The wands can be obtained from shops or through the auction house. When you 
bring back the wands, you receive 4800 gil and a new moon armlet. Unfortunately, 
one of the wands breaks in the course of the budget discussion, 


Enger to join the ranks of loyal Mithra ond Torutaru in the defense of Windurst? Do you 
believe in wisdom over power, in nature’s beauty over a barren landscape of waste ond 
neglect? Come today ond be part of something important. Talk to the head guard at 
any city gatehouse and sign up for the adventure of a lifetime! 


RANK ONE: MISSION ONE— 
“THE HORUTOTO RUINS EXPERIMENT” 


At the gates to the city is a guard who issues missions for Windurst. When you talk 


to the guard, it becomes obvious that a helper is needed at the Orastery. 


At the Orastery, talk to Hakkuru- 
Rinkuru, He says that the minister, 
Ajido-Marujido, needs any help that 
can be provided. He is in the most 
eastern tower of Horutoto Ruins. You 
then must travel to the tower and find 


Ajido, 


Go through the Cracked Wall in area 
H-9 and then to area I-9, You must 
also check the Magic Gizmo there. 
When you find Ajido, he is engaged in 
an argument with his sister Apururu. 
The magical experiment that Ajido has 
been working on ts finished, bur there 
is a broken Magic Orb that he has to 
get back to the Orastery. Your job ts to 
search all six of the Magical Ancient 
Gizmos in the dungeon, find the bro- 
ken orb, and then take it back to 
Hakkuru-Rinkuru at the Orastery. The 
gizmo that holds the broken orb is ran- 
dom each time, but this 1s an easy task 
to accomplish, and uw completes the 


mission, 


RANK ONE: MISSION TWO—“THE HEART OF 
THE MATTER” 


The next mission that you have the option of accepting is to go to the Manustery 
and talk to Apururu. There, she explains the mission in detail: You must go to a dif- 
ferent part of Horutoto Ruins, place 6 dark orbs in the Ancient Magical Gizmos so 
that they can absorb some magical power, and bring her back the charged orbs. The 
orbs are then used as hearts in the cre- 
ation of the Cardians. She also tells 
you that before you enter the Ruins, 
you should talk to Pore-Ohre at the 
entrance to the Ruins for more infor- 


mation about the process. 


Travel to the tower in the southeast 
section of East Sarutabaruta and talk 
to Pore-Ohre. He explains that when 
the uncharged orbs are placed in the 
gizmos, you must use some type of 
magical contraption to power them. 
The switch to start the process is 
behind a locked door, but he gives you 


the key to it. 


Go into the Ruins. There are four 
Ancient Magical Gizmos in the cor- 
ners of the room, and two that are 
hidden behind Cracked Walls. When 
the orbs are safely placed inside of the 
gizmos, go through another door to 
the east behind a Cracked Wall. Press 
the switch there to charge the orbs. Go 
back to each of the gizmos and retrieve 


your now-charged orbs. 


When you return to the surface of the Ruins, you find Pore-Ohre in the midst of a 
confrontation with three Cardians, all Aces, They are trying to compel him to give 
up the orbs. Even though you make clear your intention ts to protect Pore-Ohre and 
the orbs, he tells you to give them to the Cardians. When they leave, Pore-Ohre 
explains that the Aces are the most powerful of all the Cardians, and you would have 


lost the battle. 


When Apururu 1s informed of what transpired, she says thar the Cardian Aces 
escaped in the war and have now gone rogue, stealing Cardian hearts to power them- 
selves. Apururu also says that although you didn't return with the orbs, she appreci- 
ates your help. The mission ts now complete, and you can accept mussion three when 
you desire. 
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RANK ONE: MISSION THREE— 


“THE PRICE OF PEACE” 


One of the conditions for peace between Windurst and the beastmen of the region 


is that the Tarutaru must give supplies to the Yagudo. After you accept your next mis- 


sion at the gatehouse, go to the second 
level of the Rhinostery and talk with 
Ohbiru-Dohbiru. He gives you a brief 
overview of your task: You must take 
the offerings, travel to Giddeus, and 
leave the offerings for the Yagudo 


beastmen. 


The offerings are given to you by 
Leepe-Hoppe, who tells you to give 
them to the Yagudo standing next to 
the altars. The gifts ensure that the 
Yagudo do not attack the city. Anyone 
venturing into their territory is at risk, 
though, and they probably will attack 
you. The two Yagudo that you must 
talk to are Laa Mozi in area H-7 and 


Ghoo Pakya in area G-7. 


When you deliver the supplies and return to the Rhinoste 


there is a short cutscene 


involving a discussion between Leepe-Hoppe and Ajido-Marujido. When Ajido 


notices your interest, the conversation ends. Leepe thanks you for your assistance and 


tells you to go back to the gatehouse. Ther 


you receive Rank 2 and 1000 gil for all 


your efforts on behalf of the city. You are also asked to help in the conquests. This 


will further the prestige of Windurst and get you more missions. 


OS 


RANK TWO: MISSION ONE—“LOST FOR WORDS” 


When you accept the mission, you are sent to the Optistery, the library of Windurst. 


Tosuka-Porika wants you to find a very important book called the Book of the 


Gods, which has been lost since the wars. He believes the book to be in the posses- 


sion of the Cat Burglar, Nanaa Mihgo, and he wants you to get it back for him. 


Nanaa Mihgo will give you the book 
only if you do her a small favor. She 
wants some lapis coral from the Maze 
of Shakhrami, and she gives you a Lapis 


Monocle to help you find it for her. 


In the Maze, you must use the mono- 
cle to examine some of the rocks on 
the north side, between blocks H-4 
and H 


Coral, retur 


When you have the Lapis 


to Nanaa at her home in 


Windurst Woods. Nanaa then gives 
you a key to her hideout, which is in 
behind a 
Mahogany Door (area G-8). 


the Horutoto Ruins 


When you go to her hideout, Nanaa 
and two of her friends, Bopa and Cha, 
begin to threaten you. In the midst of 
this tense situation, three Ace Cardians 
intrude into the hideout. They want 
the lifeforce of their leader, and they 
think Nanaa knows where it is. She 
tells them it is at the House of the 
Hero, and the Cardians decide that 
they will kill Nanaa, her friends, and 


you because you all know their secret, 


Just before the Cardians make their move, Ajido-Marujido appears and drives them 
away. He then gets the key to the House of the Hero from Nanaa and leaves, and 


you decide to follow suit. 


When you follow Ajido to the House of the Hero, the Book of the Gods is then 


retrieved, but the text seems to have disappeared. 


Ajido then tells you to go back to the Optistery, where you inform Tosuka about 
what has occurred, Tosuka isn't sure whether the book has lost its powers, and he ts 
also concerned about Ajido's motivation. Because this matter is so sensitive to 
Windurst, he asks you not ta speak of the events you've witnessed or what you may 


have heard, 


RANK TWO: MISSION TWO—“A TESTING TIME” 


This mission is requested by Moreno- 
Toeno at the Aurastery. He wants you 
to gather some information about the 
monsters of Tahrongi Canyon. The 
information will be magically stored in 
the charmed doll he gives you. The 
charm only lasts 24 hours (Vanaidiel 
time), so you have to keep an eye on 
the time, factoring in how long it takes 
you to travel to Tahrongi and back, You 
haye to battle with a number of mon- 
sters in the area and return with the 


doll to the Aurastery. 


About an hour before the time limit 
expires, Moreno accepts the doll back 


from you. If the time limit has expired, 


or if you haven't battled enough mon- 
sters, you fail the mission. If you succeed, Moreno is pleased with all the data you 


have acquired for him. He is definitely willing to work with you again if you wish it, 


Because of this, you can do this mission a second time. The plan is very similar, 
P 
except that Moreno asks you to go to Buburimu Peninsula, and the charm lasts for 


two days. 


RANK TWO: MISSION THREE— 
“THE THREE KINGDOMS” 


The gate guard now sends you to Heavens Tower to ask about the mission. Your con- 


tact is Kupipi. You must go to the Windurst Consulates in the neighboring cities of 


San d'Oria and Bastok; and ask the Windurst representatives to report on the state 
of diplomatic affairs. You also receive a Letter of Introduction from Heavens Tower 


to explain your purpose to the Windurst ambassadors. It is your choice which city to 


go to first, but the people that you talk to are the same. The requests they make of 


you, however, are somewhat different. 


[f you go to San d’Oria first 

The Windurst Consulate is in Northern San d’Oria. Kasaroro, the consul, talks 
about the nature of San d’Oria and some of the problems that they have had in the 
city. She wants to foster some good diplomatic relations with the people here, and 
she would like your help. However, because this is not Windurst, she relinquishes the 
right to send you on a side mission to Halver, who can be found in the Chateau 


d'Oraguille. 


When you talk to Halver, he asks you to defeat Warchief Vargit at the Ghelsba 


Outpost (near area H-7). After you defeat the Warchief, return to Kasaroro in San 


@'Oria who congratulates you on your success and sends you on to Bastok. 


The Windurst Consulate in Bastok is located at the Metalworks. The consul, Patt- 


Pott, talks to you about Bastok, and he wants you to do a small favor to further rela- 


tions with the people there. Fle wants you to talk to Pius, of the Department of 


Industry at the President's Office. 


After you speak with Pius, he sends you to Grohm at the Craftmen’s Eatery for more 
details. Grohm tells you that the beastmen around Bastok, the Quadav, have been act- 
ing very strangely lately. They are becoming more organized as a force, and that does 
not bode well for Bastok. In addition, there is second odd thing: In a certain area 
inside the Palborough Mines (area H-10 on the third floor), there is a magic circle. 
If you step inside the circle, you disappear. You must travel to the mines to investi- 


e the Burning Circle, 


When you do so, you witness an event between Ayame, Seeker, and the Dark Dragon. 
You come to the aid of Ayame, and another person enters, a female Hume named Lion. 


There are some references made to the war beginning again, and the people separate, 


Return to Bastok with all you haye learned. When you speak again with the Patt- 


Pott, you are told to report back to Windurst with the information 


If you 0 to Bastok first 


You are asked by Patt-Pott to talk to Pius at the President's Office. Your task is to 
gather some Mythril Sand from the Palborough Mines. Grohm, who is at the 
Craftmen’s Eatery, knows the process in more detail. He complains that the Humes 
always send the Galka to do all the heavy jobs, so he is very familiar with the mining 
equipment, Here's what you have to: Get some mythril gravel from the Mythril Seam 
In area 1-8 on the third floor of the mines, Put the gravel in the upper part of the 
processing machine, In area ]-7 on the third floor. Then retrieve the fully refined 


mythril sand from the lower portion of the machine on the second floor of the mines, 


As you leave the Eatery, you are stopped by a female Hume named Lion. She explains 
that the mines were the holy land of the Quaday that was violated by the inhabitants 
of Bastok, and that is why they are such a point of contention between the races. She 


gives you three pickaxes, You can buy them from Boytz’s Knicknacks at Bastok Mines. 


Arthis point, simply follow Grohm’s directions. Use the pickaxe to mine the Mythril 


Gravel, place it in the Refiner lid, pull the Refiner lever, and go to the second floor 


to pull the second Refiner lever there. With the sand in your possession, return to 
the city and complete your side mission. Patt-Pott thanks you for your help, and you 


can move on to San d’Oria. 


At San d’Oria, you meet with Kasaroro at the Consulate 1¢ northern part of the 


f 


city, She wants you to talk with Halver, who can be found at the Chateau d’Oraguille, 


Halver has some investigative work he wants you to do in the Yughort Grorto, In 


addition, he says that you should inform your ambassador of ar you find there. 


Travel to area ]-3 of Fort Ghelsba and then to area J-6 of the Yughort Grorto. At 


this point, you see a Burning Cirele in the ground bef ou. When you enter the 
circle, you see three people, Spotter, Vauderame, and Rochefogne, in a tense conver 


sation, Spotter eventually summons a Dread Dragon, and Vauderame and 


Rochefogne slither off and leave the dr 


von fo you. 


When the dragon is defeated, Lion enters and Spotter says his last words, a ch 


1 is coming back to life. You will then receive 


announcement that the Shadow Lo 
something to take back to Kasaroro when you return to San d'Oria. After you pass 


this item on, you are free to return to Windurst. 


Ac Heavens Tower, Kupipi receives 
your report, You are given 3000 gil, the 
Key Item: Adventurer’s Certificate, and 


you're raised to Rank 3. 
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RANK THREE: MISSION ONE— 
“TO EACH HIS OWN RIGHT” 


You receive the details of this mission when you agree to go to Heavens Tower and 


meet witt 


Semih Lafihna. Kupipi gives you a key so that you can access the second 
and third floors of the tower and talk with Semih. You have to speak to Rhy Epocan, 


at the highest area of the tower, in order for Semih and Ajido to enter. After Ajido 


leaves, Semih asks you to follow Ajido and report back to her on what he does. 

Downstairs, Kupipi says that Ajido left aw hile ago and that she doesn't know where 
he was going. Perhaps the others at the Orastery know where he was headed. This 
hunch 1s correct: Hakkuru-Rinkuru and Kuroido-Moido tell you that Ajido was 


going to Castle Oztroja, in area L-8 of the Meriphataud Mountains. 


Inside the castle, you have to go to area 
I-8 and pull the handles next to the 
door. When you do so, you are treated 
to some exposition by Ajido. To exit, 
you have to check the circle-shaped 
stone within the room. When you 
return to Windurst, talk to Rhy to 


transfer your report back to Semih, 


RANK THREE: MISSION TWO— 
“WRITTEN IN THE STARS” 


You are once again sent back to Heavens Tower. This time you have to contact 
Zubaba, who is on the second floor of the tower, Zubaba informs you that the Star 
Sybil has foreseen a terrible furure, and the person largely responsible for it is Ajido. 
Your mission is to go to the central tower of Horutoto Ruins and check if the tal- 
isman that seals Castle Zvahl is still in its proper place. To aid you, she gives you a 


Charm of Light 


Kinono, who is also on the second floor of the tower, can give you some additional 
information. First, you get directions. The only way to access the central tower of 
Horutoto Ruins is to go to the east tower, which is in area J-7 of East Sarucabaruta, 
Second, three mages (a white mage, a red mage, and a black mage) are needed if your 


mission Is to be successful. 


Go to area G-9 of the east tower of Horutoto Ruins, through the Cracked Wall, and 
then into the caves to area F-10. Walk through the Magic Gate of the Horutoto and 
then through the Cracked Wall in area D-10. In area H-9, you see three magic 
squares. The three mages must stand there to open the Sealed Portal. When the por- 
tal is open, you want to go to the Gate of Light, which is in area G-7. Checking the 


Gate of Light starts the event you were sent to witness. 


To return to Windurst, you can go 
through the Toraimarai Canal to 
Windurst Walls, or you can use the 
teleportation circle mn the room with 
the three magic squares, When you 
return to Windurst, talk to Zubaba to 


complete the mission, 
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RANK THREE: MISSION THREE— 
“\ NEW-JOURNEY” 


After you accept the mission, the guard tells you to report to Heavens Tower and see 
the Star Sibyl in the Vestal Chamber. You are asked to work for the Windurst 


Embassy, which can be found in the Ru'Lude Gardens area of Jeuno. 


At the Windurst Embassy, talk to Pakh Jatalfih, There are a number of people look- 


ing for the ambassador, but he cannot be found. Pakh asks you to go to Delkfutt’s 


Tower to search for Heimyi-Keimji. 


When you are in the tower, go to the 10th floor and kill Porphyrion to obtain the key 
you need to complete the mission. Use the key on the elevator, and then go down the 
enormous spiral staircase. At the bot- 
tom of the staircase is a Cermet Door. 
Past this door are three paths, each of 
which leads to another Cermet Door. 
Unlock the door in area L-7 to reveal 
the missing ambassador, who wakes up 


and tells you to leave the tower. 


When you return to the Embassy, Pakh 
tells you to go to the Ambassador's 
office. There, Hetmji-Keimji names you 
a member of the Embassy, and you 
receive Rank 4. You are also given 5000 
gil as part of your new status, All of the 
subsequent missions for Rank 4 are 
listed in the “Jeuno Missions” section, 


as you represent Windurst in its diplo- 


| matic relations. 
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Finishing the final Rank 3 mission provides characters the opportunity to continue their 
progress in Jeuno, The Rank 4 missions are at the end of the Jeuno section of this 
quide. (Page 266) 


255 


- 


Mi ounat fo 


= 
= 
@ 
= 
a 
S, 
= 
= 


oa 


It is amazing that Jeuno has survived as well as it has. Surrounded by terrain that is infested with 
monsters, this grand city is a place of many compromises. A minimal } keeps most of the 
organized monsters ftom coming at Jeuno in force. For now, though, travelers certainly have to 


be Wary on the roads, 


faye 


tant NPCs with quests that take people throughout the world. Trainers here teach people some of the rarest and most 


To the north is Qufim, famous for its prime hunting grounds. Within the city are many impor- 


exciting professions in the world. If people reach Jeuno in here are the city's famous Ducal Guard es¢ guards 
stay at the gates and offer various services similar to those of the guards in your home nation, such as Signet, Conquest 


Equipment, etc. 


Ru Lude Gardens 


Money and power define the area of 
Ru'Lude Gardens. This is a place of 


financial and diplomatic meetings 


between the various powers that reside — RUTL UDE GARDENS 


in Jeuno. Ambassadors from foreign 


cities are constantly positioning and 


ge: 


squabbling for a higher place of 
importance in trade relations. After all, 
the number of airships in Jeuno’s fleet 
is limited, and everyone wants to be 


part of the action. 


Embassy of =X 
San d'Or 


ATOP THE HIGHEST MOUNTAIN 


CIENT: Moat ITEM(S) NEEDED: Triangular Frigicite, Round 
teagan Frigicite, Square Frigicite 

‘ > REWARD: Ability to increase maximum level to 60 
REPEATABLE: No 


Maat (H-5) can help you break past another level barrier if you can retrieve three 


more items for him. He wants a triangular frigicite, a round frigicite, and a square 
frigicite. Travel to Xarcabard and battle against the following three mobs: boreal 
hound (cave in area G-10 for triangular frigicite), boreal tiger (cave in area 1-6 for 


the round frigicite), and the boreal coeurl (cave in area J-6, for the square frigicite). 


>) 


After the death of each monster, a strange phenomenon occurs (marked by 2?). 
When you examine the area, you are able to get each rock. Return the rocks to Maat 


to learn thae you may now level up to level 60. 


Embassy of 
Windurst 


Residential 


Aréa 


IN DEFIANT CHALLENGE 


CLIENT: Moat 

REQUIREMENTS: Must be level 50 

ITEM(S) NEEDED: | Piece of Ancient Papyrus, 1 
Pinch of Bomb Ash, 1 Clump of Exoray Mold 


Maar (H- 


if you are able to bring him three different materials: I piece of ancient papyrus, I 


REWARD: Ability 10 increase maximum level to 55 
REPEATABLE: No 


5) will show you how to increase your maximum level cap from SO to 55 


pinch of bomb ash, and I clump of exoray mold. Pieces of ancient papyrus are 
found on liches (in Eldieme Necropolis); bomb ash are on explosures (in Garlaige 


Citadel); clumps of exoray mold can be found on exorays (in the Crawler's Nest) 
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NORTHWARD 


CLIENT: Rodeiypart REWARD: Map of Castle Zvahl 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: Flame Degen 


Radeivpart (H-9) tells you that he would like you to bring him a flame degen, and if you 


do so he will give you a map of Castle Zvahl. Flame deg are dropped by napalms in 
Ordelle’s C. 


e; they can also be bought at the auction house or synthesized. Bringing back 
the desired flame degen gets you a nice map to add to your collection. 


RIDING ON THE CLOUDS 


CLIENT: Maat REWARD: Raise level cop to 70 
REQUIREMENTS: Complete the Whence Blows REPEATABLE: No 

the Wind quest, must be level 60-65 
ITEM(S) NEEDED: Kindred Seat 


Maat wants to see how well you know the citizens of Vanadiel. He will give you 4 kindred 
seals and clues to four people that need them. The people he sends you fo will vary. 


WHENCE BLOWS THE WIND 


CLIENT: Maat ITEM(S) NEEDED: Orcish Crest, Quadov Crest 
REQUIREMENTS: Must be level 60 ond have and Yogudo Crest 

completed the Climb the Highest Mountain and REWARD: Raise level cap to 65 

Stones of Power quests REPEATABLE: No 


Maat has another challenge for you. If you can bring him an Orcish crest, a Quaday 
crest and a Yagudo crest, he will once again show you how to gain greater power. 


To obtain the Orcish crest, head to Davoi. Check the Wall of Banishing in area J-9. 
Ask Sedal-Godjal (J-8) about it. He will give you a white orb and tell you to sink it 
in the 4 ponds in Davoi. After dipping the orb into the Screaming Pond (E-8), the 
Howling Pond (H-10), the Wailing Pond (L-9) and the Groaning Pond (1-6), you 
will be cursed and receive a cursed orb. Return the cursed orb to Sedal-Godjaland 
he will turn it into a crimson orb. Use this on the Wall of Bantshing to gain entrance 
to the Monastic Cavern. The Orcish Crest can be obtained at the ??? in area J-7. 

The Quaday Crest is found through a cave in Beadeaux (K-6). You will need the sil- = 
ver ring, a coruscant rosary and the Black Matinee Necklace you received for com- 
pleting the Stones of Power quest, These items will allow you to open the door to 
the Qulun Dome (M-8), The crest can be found at the 22? in area |-6. G 


The last stop is Castle Oztroja and the Yagudo Crest. First, check the Brass 
in the basement (H-9), on the first floor (H-9) and on the second floor (H-3 $ 
statue gives you a password. Head to the 4th floor and light a rorch, stand 
the Brass Door in area H-7. Check the statue behind the door and give it the pe 
words to be dropped to a different area. Travel to area HS and check the 


obtain the Yagudo crest. 


Anyone dusting themselves off from 


the scenic/ frantic ride through Batallia 
Downs will find themselves in the 
northwest section of Upper Jeuno. 
Weapons, armor, and chocobo are here 
for adventurers to peruse. South of the 
Temple of the Goddess, there are roads 
to Ru'Lude Gardens, the diplomatic 
quarter of the city, and Lower Jeuno, 
where the folks of Rolanberry enter. 
There are also more stores and an auc- 


tion house. 


Laticmary 


Monber 


CGC ) i 
@O Brutus 


O Home Point 


CANDLE-MAKING 


Tn order to make candles, Rouliette (H-9) needs a lanolin cube, These can be found on 
the battering rams in La Thiene Plateau, Once you are able to get Rouliette the lanolin 
cube, she creates the candle that you need to complete A Candlelight Vigil quest. 


PPER J 


Residential 
Area 


A CANDLELIGHT VIGIL 


CLIENT: llumida 
REQUIREMENTS: None 


REWARD: Flower Necklace 
REPEATABLE: No 


Ilumida (G-8) needs you to help her get a candle from the Temple of the Goddess 
mm remembrance of her late husband. At the Church, Rouliette H-9 says that she 
can make such a candle for Iumida (see the Candle-Making quest). Ilumida gives 
you a flower necklace as a sign of respect for your work. 
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CHOCOBO’S WOUNDS 


CLIENT: Brutus REWARD: Chocobo License (ability to ride 
REQUIREMENTS: Must be level 20 or higher chocobo) 
ITEM(S) NEEDED: 4 clumps of Gousebit REPEATABLE: No 

Wildgrass 


When you talk to Brutus at the chocobo stable, he recognizes your appreciation of 


the large birds. He even asks if you would like to ride one of them. If you answer 
yes, he quizzes you on chocobo handling, asking if you have ever left a chocobo on 
its own, Being a chocobo fancier and know. ing that they need constant attention from 
their caretakers, you answer no, Brutus then feels secure in your abilities. If you can 
tame the chocobo near Osker, you can ride it, 


Osker confides to you that the chocobo was treated very badly by its previous han- 
dler, and that some gausebit wildgrass might heal its wounds. Gausebit wildgrass can 


be obtained from wadi hares in Dangruf Wadi. When you have the grass, the task of 


winning the chocobo’s trust begins. 


It takes six days (Vanadiel time) of patience and food offerings for the chocobo to 
come around to you. The first day, you offer the chocobo the gausebit wildgrass. It 
recognizes the food (you can tell by the squealing), but it doesn’t trust you enough 
to take it. The second day, the chocobo still refuses to take the grass, but it is begin- 
ning to accept you. On the third day, a finally takes some grass from your hand. 


At this time, the former owner tries to claim the chocobo, bur it doesn’t want to be 
near him. This bothers the chocobo, and although it eats from your hand on the 
fourth day, it is still not well. 


I he fifth day sees great improvement in the animal; It eats happily. When you feed 


the chocobo on the sixth day, it’s tame enough for you to ride tt, You rm Ive a 


chocobo license from Brutus. 


Some fringe you should know about chocobo riding: | ) They're rented { the fee is 
variable). 2) They have a finite level of endurance, and when they get tired, they will 
drop you nl return home. 


Nonetheless, chocobo travel isa wonderful way to go through large areas, and who 
hasn't wanted to ride one of these fabulous (and cute) animals? 


A CLOCK MOST DELICATE 


CLIENT: Golmut REWARD: 1200 gil, Engineer's Gloves 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: Clock Tower Oil, Gold Orcmask 


Galmut (in his house at G-7) is trying to find some clock tower oil to help save the 
Clock Tower in Jeuno, but is having a very difficult time finding it; you are the logical 
candidate to obtain the oil. Nearby, Narihira suggests that the Tenshodo Headquarters 
might have some available. Indeed, Garney of the Tenshodo does have some oil, but he 
will only trade it to you if you able to get him a gold Orcmask (see the Tenshodo Deals 


ou give the oil to Galmut, you learn thar the oil is not enough to save 


quest). Once 


the clock tower, but you are still given 1200 gil and engineer's gloves, 


THE CLOCKMASTER 


-CUIENT: Galmut 
REQUIREMENTS: Must have completed the 
ITEM(S) NEEDED: None 


REWARD: 1200 gil, Time Hommer 
REPEATABLE: No 


Return to Galmut after completing the Save the Clock Tower quest. He has further 
rewards for you in the form of 1200 gil and a time hammer. 


SAVE MY SISTER 


CLIENT: Boudin 
gerne Complete the Magicite (Davoi) 


ES} MEDD Dad Gord Lat 


REWARD: Holy Mace, 3000 gil 
REPEATABLE: No 


You first encountered Baudin (G-8) when you wished to acquire the crest of Davoi 


to obtain the Davoi magicite. Baudin’s sister Audia is very sick, and he wants her to 


get better, He also mentions that Audia’s fiance, Albrecht, prays at the Cathedral 
every day for Audia’s return to health. 


At the Cathdral, talk to the minister, Mailloquetat (H-9), regarding the matter, From 
the minister, Albrecht, and Albrecht's sister Alista, you learn that Audia has. not 
recovered. When you return to Baudin and speak on the matter, Audia’s cursed sta- 


tus 1s confirmed once again. 


One of the guards in Jeuno, Neraf-Najiruf, has heard of a case like Audia’s, That pet- 
son was cured through the use of a magical latern and mystical torches. He gives you 
the ducal guard's lantern, and you travel to Eldieme Necropolis to light the torches. 


The lanterns must be lit in the following order: first torch, area F-9; second torch, 
area H-7; third torch, area F-7; and fourth torch, area H-9. When you return to 
Jeuno with the fully lit lantern, Baudin tries to revive his sister, He is stopped by 
Albrect and Alista, who give Audia the cure for her illness. Baudin then gives youa 
holy mace and 3000 gil, and you return the lantern to Neraf-Najiruf. 


SEARCHING FOR THE RIGHT WORDS 


CLIENT: {lumilda REWARD: 3000 gil, Scroll of Sleepga Il 
REQUIREMENTS: Complete A Crystal Ball, Never “REPEATABLE: No 

to Return and A Candlelight Vigil quests 
ITEM(S) NEEDED: Moondrop 


To begin, talk to Kurou-Morou and then Ilumilda. You'll be asked to bring a moon- 
drop, which, according to Kurou can be obtained at the Boyahda Tree. Travel to area 
H-8 of the mighty tree and check the ???. Agas, an ahriman, will attack you, Defeat 
Agas and take the moondrop. Back in Jeuno, Ilumilda is willing to pay you 3000 gil 
and give you a scroll of Sleepga II for the moondrop. 


Lower Jeuno 


It feels a tad safer here than it does our 


in Rolanberry. To the northeast are the 
paths toward Upper Jeuno and Port 
Jeuno, making this a major hub for city 
wandering, The Lower Auction House 
is here, as are chocobo stables, many 
stores, and the Chamber of Commerce 


and Industry. 


MAP LEGEND 
O Lavko 

O chululy 
© Dietmund 
© Mertaire 
© Panta-Putta 


Q Naru 
O Home Point 


COLLECT TARUT CARDS 


CLIENT: Chululu 
REQUIREMENTS: None 
ITEM(S) NEEDED: 5 Tarot cards 


REWARD: Getting your fortune read 
REPEATABLE: No 


If you want Chululu (1-8) to read your fortune, you first have to do one small task. 
Chululu gives you S identical taror cards, and she wants you to trade them with other 
players in the area who have gotten the same quest, You must circulate the cards unl 
you haye 4 different cards (Death, Hermit, King & Fool). When you give these back 
to Chululu, she is able to read your fortune. 


Residential 
Area 


Port le uno 


* ’ 
Veptune s 


COMMUNITY SERVICE 


CLIENT: Zovko 
REQUIREMENTS: None 
ITEM(S) NEEDED: None 


REWARD: None 
REPEATABLE: Yes 


Zauko needs someone to help light the streetlamps lining the streets of Jeuno. There 
are [2 lamps in total, and it must be done between 21:00 in the evening and 1:00 in 
the morning, In addition, only one person per game day can do this quest. The loca- 
tions of the lamps are as follows: I by Zauko (1-6), 2 by the Commerce Chamber 
(I-7 and H-7), 2 next to the stairs (H-8), I across from Waag-Deeg’s Magic shop, 
I across from Muckyix's Junk shop, 2 lamps next to the stairs (G-9 and G-10), and 
3 lamps facing the ocean (G-10, F-10, and F-11), This is a quest that is done for 
the good of the community, and while you don't achieve any physical rewards, you 
will find that your fame rises among the populace of Jeuno. 


ONNIf JO AHDNG GNVAS 


261 


SNOISSIW 


= 
Ss 
: 
— 
Lag 
= 
= 
=F 
iat 
262 


Naruru can't find her super soup pot, and she asks you to bring her back a new one 
from the Culinarians’ Guild in Windurst. The person to talk to there is Maysoon, 
who will give you one in exchange for some Royal Jelly (see the Hoist the Jelly, Roger 
quest). When you return to Jeuno and give the pan to Naruru, she helps you by giv- 
ing you 3000 gil and the matching accessory for your earring: a mythril ring. 


THE GOBBIEBAG PART | 


ea 


De 


Bluffnix (H-9) is well aware that many people are jealous of his larger bag, which 
lets him carry far more items than most other people. He will make you a lesser ver- 
sion of his Gobbiebag if you can bring him four different materials: I dhalmel 
leather, I linen cloth, I peridot, and I steel ingot. Most of the items must be syn- 
thesized or purchased from the auction house or stores, but you ean find linen cloth 
on Goblin weavers. If you are able to get the required items, then Bluffnix increases 
your carrying capacity by S (you can now carry up to 35 items total), 


THE GOBBIEBAG PART II 


Once you have your improved bag, you can convince Bluffnix (H-9) to increase its 
carrying capacity even further. If you are able to get him I mythril ingot, I ram 
leather, I turquoise, and I wool cloth, then Bluffnix will reinforce your bag so that 
it holds even more items (you can carry up to 40 items total). The materials you need 
must be synthesized or bought from the auction house or stores. 


THE GOBBIEBAG PART III 


With one more step to improve your bag, you are asked by Bluffnix (H-9) to bring 
him I gold ingot, I painite, I tiger leather, and I velvet cloth. These materials must 
be synthesized or purchased from the auction house or stores. When you give 
Bluffnix the items, he taunts you by saying thar his Gobbiebag is still superior to 
yours. Still, you can now carry up to 45 items in your inventory, and there is the pos- 
stbility for better if you can just get that Goblin to share his secret. 


THE GOBBIEBAG PART IV 


ii Ta kty, mos 


It has been a long, difficult journey to convince Bluffnix (H-9) that you need a bag 
as nice as the one he has. But victory is within your grasp if you can get the Goblin 
I cermet chunk, | darksteel ingot, I goshenite, and I silk cloth. These materials must 
be synthesized or purchased from the auction house or stores, and these high-quali- 
ty goods are quite valuable. With the materials in hand, Bluffnix increases the carry- 
ing capacity of your bag so that you can now carry up to SO items in toral! 
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THE GOBLIN TAILOR 


Guttrix (H-10) is willing to make you some race-specific and gender-specific armor 
pieces if you get him the patterns needed to make them. These patterns appear once 
a week in a specific dungeon, and Guttrix is willing to give you the details regarding 
where each pattern is. The three possible dungeons that the pattern appears in ate 
the Maze of Shakhrami, Ordelle’s Caves, and Gusgen Mines. 


To get the pattern, you must go to the dungeon indicated and fight monsters there 
until the key drops. Many different monsters within the dungeon drop keys; it is a 
random, rare drop most likely found on high-level monsters. Once you have the key, 
take it to the treasure chest within the dungeon (the location of the chest is also ran- 
dom). Use the key to open the chest (which destroys the key) and retrieve the pat- 
tern you need, Return the pattern to Gittrix for your reward. 


THE KIND CARDIAN 
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It’s time to take the Two of Swords to get fixed. Monberaux asks you to take it to 
the Manustery in Windurst, There, Apururu asks you to bring her a Ten of Cups to 
help with the repairs. Travel to West Sarutabaruta. Enter the Horutoto Ruins 
through the tower in area F-11, Pass the Cracked walls in 1-8 and J-8 on your way 
to the Magical Gizmo in the basement. There you will find a Ten of Cups. Its not 
willing the come along quietly, but that can be changed with a little persuasion, Once 
you have the Ten of Cups card, return to Apururu. She will ask you to tell Panta ta 
wait for the repairs to be completed. Travel back to Jeuno to deliver the message and 
obtain your green cape. 


THE LOST CARDIAN | 


Teigero’s family can't seem to find the Two of Swords, It can be found by speaking 
to Monberaux in Upper Jeuno. He explains that he found the Two of Swords and 
you can take it to Windurst to get it fixed if you like. Either way you are rewarded 


with 2100 gil. 


NEVER TO RET 


—— 
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Kurou has managed to throw his favorite Horn Hairpin away with the trash. He asks 
you to get him a new one. You can buy one at the auction house or synthesize one 
with ram horns and air crystals. Either approach gets you a garnet ring, 1200 gil and 
Kurou's thanks. 


RUBBISH DAY 


Ask Chululu to see your affinity with other PC's for 3 consecutive days. She will ask 
you to do her a favor. She has a bag of rubbish she wants burned, but she doesnt 
want to journey all the way to the crematory at the Garlaige Citadel. She asks you 
make the tip for her and not to tell Kurou-Morou about it. Take the Magic Trash 
to 1-7 of the 3rd level of the Garlaige Citadel. Tell Mashira you want the trash 
burned. He will scold you, but still burn the rubbish. Return to Chululu for your 
well earned 6000 gil and a chain choker, 


SAVE THE CLOCK TOWER 


REWARD: None 
REPEATABLE: No 


Ie seems there is lictle that can be done to save the clock tower on your own. Derrick, 
however, tells you that getting a full petition could gO a long way. You only need to 


trade it to 10 people to get enough Signatures. Here are the people and their locations: 


PERSON LOCATION 

Pitantimand Area H-8 of Port Jeuno, San d’Oria-Jeuno Airship arrivals hall 

Zauko Area 1-6 of Lower Jeuno (guard of the area) 

Teigero-Bangero Area H-10 of Lower Jeuno in 0 Merchant's House on the second level 
Collet Area 6-7 of Upper Jeuno (a girl who is always watching the clock tower) 
Boudin Area G-8 of Upper Jeuno (a boy who stands outside o house) 

Souren Area G-9 of Upper Jeuno (one of Monberaux’s patients) 

Constance Area G-9 of Upper Jeuno (another of Monberaux’s patients) 

Monberaux Area G-10 of Upper Jeuno (doctor of the city) 


Zubor Area F-7 of Upper Jeuno (owner of the Marble Bridge Eatery) 


Radeivepart Area H-9 of the Ru’Lude Gardens (an old Elvan stonding next to. a monument) 


After filling the petition, return it to Derrick, He wont give you a reward, but some- 


one else might. 


TENSHODO DEALS 


Garney (J-7) is willing to give you the clock tower oil that you need to complete A 
Clock is Delicate quest if you can get him a gold Oremask. Gold Oremasks can be 
obtained by defeating Orcish troopers in Davoi or Castle Zvahl or the Orcish over- 
lords at the Monastic Caverns. 


TENSHODO MEMBERSHIP 
CLIENT: Ghelbi Dononohe 


Neptune's Spire (1-7) houses the Tenshodo Headquarters. To gain access to the 


Tenshodo, Ghelbi Danonohe tells you that you must bring back either a Tenshodo 
invite or a Tenshodo application form. Tenshodo invites can only be obtained from 
other player characters that are members of the Tenshodo. The Tenshodo application 


forms are given out at the Tenshodo branch in Bastok. 


To get a Tenshodo application form, talk to Silver Owl in one of the warehouses in Port 
Bastok. He gives you the form you need. When you give Ghelbt either the Tenshodo 
invite or application form, she accepts you as a member of the Tenshodo and gives you 
a membership pass and invite of your very own. 


THE WONDER MAGIC SET 


REWARD: Mythril Earring 
REPEATABLE: No 


At the Merchant's House, you start a conversation with Panta-Putta. As you do, a 
Cardian who has been working as a domestic for the family enters the building. After 
a small argument regarding chores and familial responsibilities, Panta-Purta asks you 
to bring him a Wonder Magic Set. This can be obtained from Karl in Port Jeuno (see 


the Child's Play quest). You receive a mythril earring in return. 


YOUR CRYSTAL BALL 


REQUIREMENTS: None REPEATABLE: Yes 


Kurou-Morou is willing to read your fortune for a day if you can accomplish a task 
for him, First, you must kill ahriman-type creatures until you get an ahriman's lens. 


When you give this to Kurou-Morou, he asks you to take it to the Maze of 


Shakhrami and leave it in a place where holy water collects. In area G-5, there is a 
fountain; if you leave the lens in the fountain for a day (Vanadiel time), it changes 
into a divination sphere, If you bring the divination sphere back to Kurou-Morou, 


he can read your fortune any time you want. 
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Port Jeuno 


Those coming from the east come into 
Jeuno via its port area. The Air Travel 
Agency is here, sporting the greatest 
fleet known in the world of Vanaidiel: 
Jeuno’s Air Ships. There are chocobo 
stables here, as with most areas in town, 
but there isn't much else for people to 
worry about, Heading south, the great 
circles will take people into Lower 
Jeuno. But anyone who walks north will 
exit to Qufim Island, one of the premier 
hunting spots in the realm. If you watch 
people come in from the ships, you will 
see instantly that Jeuno is indeed a mix- 


ing spot for the great cities. 
Residential 
Area 


i — 


© Imasuke 
O Karl 


(@) Home Point 


THE ANTIQUE COLLECTOR 


CLIENT: Imasuke REWARD: Map of Delkfutt’s Tower 
REQUIREMENTS: None REPEATABLE: No 
ITEM(S) NEEDED: Kaiser's Sword 


Imasuke is willing to part with a map of Delkfutt's Tower if you can get him a Kaiser 
Sword. The kaiser sword can be taken from Dancing Weapons on Qufim Island. 
With the sword in hand, return to Imasuke and enjoy your new map! 


PORT JEUNO 


San d Ona 


Ade Travel | 


Age pic 


CHILD’S PLAY 


CLIENT: Karl 
REQUIREMENTS: None 
ITEM(S) NEEDED: White Rock 


REWARD: Wonder Magic Set 
REPEATABLE: No 


Karl cells you that if you want a Wonder Magic Set, you will have to give him some- 
thing in return. He wants a white rock. They can be bough from the Goldsmiths’ 
Guild in Bastok. If you are very lucky, you may be able to buy them through the auc- 
tion house, When you give Karl the cluster, he completes the bargain by giving you 
a new Wonder Magic Set. 


KAZHAM AIRSHIP PASS 


CLIENT: Guddal 

REQUIREMENTS: None 

ITEM(S) NEEDED: Ghelsbo Chest Key, Giddeus 
Chest Key, Palborough Chest Key 


REWARD: Kazham Airship Poss 
REPEATABLE: lio 


Guddal (1-7 


thar will allow you to travel to Kazham: you must pay 150,000 gil or get him three 


informs you that there are two ways that you can get the Airship Pass 


keys (the Ghelsba chest key, Giddeus chest key, and Palborough chest key). These 
keys are held by a variety of monsters in the various re ns. The Ghelsba chest key 


can be taken from Orcish fighters, Orcish serjeants, or Orcish cursemakers in Fort 


Ghelsba; the Giddeus chest key can be taken from Yaguc 


ado votaries, 


to priests, Yag 


and Yagudo theologists in Giddeus; and the 
old Qu 


all three keys or 150,000 gil will get you the Kazham airship pass you desire. 


Palborough chest key can be taken from 


av in Palborough Mines. Giving Guddal 


day, brass Quaday, and copper Qt 


THE ORB BATTLES 


CLIENT: Shami 

REQUIREMENTS: None 

ITEM(S) NEEDED: 40, 50, or 60 Beastmen’s 
‘Seals; Comet Orb, Moon Orb, or Stor Orb 


REWARD: Variable 
REPEATABLE: Yes 


Shami (H-8) has some interesting ideas on monsters trapped inside of orbs that have 
eaten powerful, mystical treasures, He has a theory that if you take one of the orbs to 
one of the Burning Circles in Giddeus, Ghelsba, or Palborough Mines, you ean sum- 
mon and fight the monsters within the orbs, He is willing to part with one of the 
orbs for the sum of 40, 50, or 60 beastmen’'s seals. The amount of seals that you give 


him roughly corresponds to the level of the monster within the orb that you will fight 


(they are very strong monsters). Many of the items thar drop from the monsters are 


ilso very powerful (such as job earrings and rings, RS 


weapons), and you can carry multiple orbs (bur not ones of the same level 


elts, and high-level spells and 


; 
}) 
> 


PRETTY LITTLETHINGS 


CLIENT: Zona Shodhun REWARD: Mog House Exit Upgrade 
REQUIREMENTS: Hone REPEATABLE: No 
ITEM(S) NEEDED: Yellow Rock 


Zona Shodhun ts willing to tell you a secret if you are able to get her a yellow rock 
« can be purchased from the Auction House or Goldsmiths’ Guild in Bas 


1 be grown 


This re 


your Mog House. When you get Zona the yellow rock, she tells 


OT It Ca 


you how to exit your Mog House to any area of the city of Jeuno that you wish. 


ONNAT 40 AHDNG GNVYS 


= 
“ 
pe} 
Ss 
= 
a 


WP yuvy 


SSI 


~Suol 


IY IV 


> 


suott 


BRS 
> H 


Jeuno is where many things converge. For the three rival nations of Vanadiel, Jeuno 


is a place where trade and diplomacy causes their people to mingle. The Fourth Rank 


Missions bring racters from each realm here to accomplish similar goals in the 


environment of the free duchy. 


Upon reaching Rank Four, you are told to report to the ambassador of your city. 


When you do so, the ambassador requests that you meet with the Archduke of 


Jeuno, Kam'lanaut, for a special task of great importance. 


At the Grand Duke's Palace, Kam'lanaut tells you what you must do: Get him three 
types of Magicite. They can be found in Beadeaux, Castle Oztroja, and Davoi. In 
exchange, he will give you an Airship Pass, which will allow you to ride the airships 
as a means of fast travel. He then tells you to talk to Aldo for some more informa- 


tion, and he gives you a Letter of Introduction to speak with him. 


MAGICITE (BEADEAUX) 


When “you speak to Aldo at the 
Tenshodo, it becomes very clear thar it 
will not be easy to obtain the Magicite 
you need, Your discussion is interrupted 
when Verena, Aldo’s sister, comes into 
the room to comment on the strange- 
ness of the people at the Grand Duke's 
Palace. In any case, Aldo gives you a 


Silver Bell co help you in your search. 


Another person at the Tenshodo, 
Sattal-Mansal, says that two more key 
items are needed to get into the depths 
of Beadeaux. However, he can only give 


uaday 


them to you in exchange for a 
charm and a Quadav augury shell. The 
Quadav charm is dropped by De’Vyu 
Headhunter, and the Quaday augury 
shell can be taken from Go’Bhu 


Gascon. 


After you get what you need from 
Sattal-Mansal, go to Beadeaux. From 
the entrance of Beadeaux, go to the 
tunnel in area H-7, Exit after a curve in 
the tunnel to enter the Qulun Dome, 
The Magicite can be found in area F- 
8. When you pick it up, you receive a 


vision of the past. 


With these images still in your mind, you may proceed to your next objective: 


Gathering the Magicite from Castle Oztroja 


——————————————(2-————_—_—__— 


MAGICITE (CASTLE OZTROJA) 


Mutekvix, who can be found in 
Muckvix's Junk Shop in Lower Jeuno, 
knows enough about Castle Oztroja to 
inform you that you need a Yagudo 
Torch to find your way around. Yagudo 
Torches are made from the trees of 
Sauromugue Champaign, but Fickblix 


might have one for you to use. When 


you ask around to Paya-Sabya, you 
happen upon an event between Fickblix 
and Verena. If you talk to Muckvix 
again after you see this, you get a 


Yagudo Torch from him. 


Castle Oztroja is located in area L-8 of 
the Meriphataud Mountains. On the 


second floor of the castle, on the path 


to the Altar Room, you see Fickblix’s 


last moments. You must hurry to retrieve the Magicite before anything else happens. 


When you pick up the Magicite from area G-8 of the Altar Room, once again you 
are subjected to a vision of the past. This time, it shows you some of the conflict 
between the Yagudo and the Tarutaru. Leave the castle to retrieve the last piece of 


Magicite. 


———_ $< _____—_— 


MAGICITE\(DAVOT) 


Baudin ‘has anjieém called the Crest of Davoi that is needed to obtain the Magicite, 
but he will only exchange it for Coeurl Meat. This can be bought from the auction 
house, or you can get it by killing Coeurls in the Meriphataud Mountains. When you 
give him the meat, he tells you what he wanted it for, The explanation ts not partic 


ularly pretty. Then he gives you the Crest of Davoi to complete your task. 


In Davoi, go to area G-7 to access the room where the Magicite is located, The cave 
is sealed by a transparent wall, but you can pass through it with the Crest of Davoi, 
Once again, you are witness to an event. This event ends when Lion appears. She 
finds something, and then the Shadow of Darkness speaks. At this point, it seems 


best to leave, and you return to Jeuno with the Magicite pieces. 


At the Grand Duke’ 
find out that the governors of San d'Oria, Windurst, and Bastok were all attacked! The 


s Palace, Kam'lanaut takes the Magicite from you, Suddenly, you 


Archduke tells you to return to your Embassy, and you are given the Airship Pass youl 
were promised, When you talk to the ambassaclor at the Embassy, you are given Rank 


5 and told to return to your city. You are also given 10,000 gil for your service, | 


All that is left ts to go back to your 
hometown with great foreboding, You 
know that darkness is about to descend 
upon the world once again, but you 
have a renewed determination to stop 


the forces of evil. 


~~ Mhaura 


Goblins line the roads of Buburimu, making the way to Mhaura a dangerous one. But whar of this small town? Somewhat 


sheltered by the geography of its peninsula, Mhaura is a town of few trades. Blacksmiths, goldsmiths, and sailors make 


up most of the town's population, and is a rough place as a result. Unlike Windurst to the south, there isn't much time 
for nature, song, and dance in Mhaura. Defend the walls, hope for good weather, and rejoice every time a ship safely makes 


if CO port.. that is the way of things. 
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Inside town, there is a measure of civilization and safety. Traders can load up on antiques and crafted goods, and passage to Selbina is inexpensive for anyone who can make it 


to this outpost of free folk. 


THE BASICS Pa iam 


Rycharde would now like you to deliver the meal he created to Valgeir yet again. Once 
in Selbina, you give the creation to Valgeir (1-9), who tells you that Rycharde still does- 
nt quite understand the nature of cooking. To illustrate his point, Valgeir gives you a 
Popoto to take back to Rycharde. Back in Mhaura, Rycharde is fairly confused as to 
why he has been gifted with such an item, but he gives you a tea set in return for your 
help. To clear up any confusion, Valgeir explains the gift if you talk to him again. 


‘THE CLUE, 


Rycharde has recovered from Valgeir’s reaction to his cooking and is once again eager 
to prove himself. His next dish calls for a very exotic ingredient indeed: 4 crawler 
eggs. To get the crawler eggs requires a few steps. 


Acquire a rolanberry and travel to Crawler's Nest. Put the rolanberry in one of the 
first crawler nests (map I, nests J-9 or F-8). A worker crawler then appears, and 
defeating it gets you a rolanberry 881. Take the rolanberry 881 to a different nest in 
a separate area (map 2, nests G-7 or H-7). A drone crawler will then emerge; this 
monster drops a rolanberry 874. Go yet another nest in another area (map 3, nest 
D-7) and put the rolanberry 874 in that one. This time, a matron crawler will 
appear. The matron crawler will drop the crawler eggs that you need. Remember that 
you need 4 crawler eggs in total. Once you have them, return to Rycharde, who gives 


you 3000 gil for all your help. 


EXPERTISE tah 


Take (1-8) has noticed that Rycharde has taken Valgeir’s reaction to his food very 
seriously, and she wants to judge how Valgeir himself cooks. In Selbina, Valgeir (1-9) 
agrees to cook up a dish if you get him the ingredients: I slice of land crab meat and 
I screaming fungus. land crab meat can be taken from Snippers in Valkrum Dunes, 
and screaming fungi can be grown in your Mog House or bought from the auction 
house, It takes an entire day (Vana’diel time) for Valgeir to prepare the meal, but he 
then gives you the dish to take back to Mhaura. When you deliver this back to Take, 


she rewards you with a tableware set. 


FISHERMAN’S HEART | . 


Karsunaga likes to let people know how they are getting along in the ancient sport 
of fishing, Katsunaga also likes gugru tuna! These fish can be found by fishing off 
the side of the Mhaura/Selbina ship. Give one to Katsunaga to see what your fish- 
ing record entails. 


HIS NAMEISVALGEIR:. 


Rycharde (H-8) has a small delivery that he would like you to make for him. He wants 
you take an Aragoneu pizza to Valgeir in Selbina (1-9); in addition, he wants you to 
ask Valgeir how the food is and report back on Valgeir’s reaction. Once the pizza deliy- 
ery has been made, return to Rycharde. It's up to you as to what to tell Rycharde about 
the meal, but the chef gives you a map of the Toraimarai Canal for your efforts. 


THE OLD LADY ot pe Se >> 


Vera has a secret she wants to tell you, but she needs a bit of coaxing before she will 
reveal it. Because the secret really is worth knowing, play along and get her everything 
that she wants from the monsters in Buburimu Peninsula. 


Her first hint requires a wild rabbit tail from mighty rarabs. However, once you give her 
the tail, she claims that she has forgotten what she wanted to tell you! Dhamel saliva 
(from bull dhamels) is a sure cure for a lapse of memory. After you get it for her, she 
remembers what support jobs are and how helpful they can be for an adventurer. If you 
want a support job, you have to get her some bloody robes from the undead bogys. 
When you do, Vera tells you all about support jobs, and teaches you how to use them, 


ORLANDO'S ANTIQUES. “Ses 


Orlando specializes in finding value in old or interesting things. He is not the only 
one; Goblins often bury their treasures or trophies. Orlando is willing to pay you if 


you dig up anything that seems intriguing, even if it appears to be rubbish at first 
However, because Orlando runs a business and has to worry about supplying his cus- 
tomers, he will only accept the materials as a set of eight items. 


You can trade any of the items in the following table with Orlando, These items can 
ry ig 
be obtained by having your chocobo dig for them (use the /dig command), You must 
} 8) g i 
give the chocobo gysahl greens to conyince it to dig for you. Some of the materials 
are also dropped by monsters or can be purchased from the auction house, 


Fish Bones e8 & | Se 
Chicken Bones 120 


Beastcoins 600 

Silver Beastcoins 750 2 
Mythrl Beastcins 800 

Gol esis 


reus (1-8) needs some Gusgen clay for some of his pottery work. The Gusgen clay 


is found in the Gusgen Mines (in area I-7 of the third map); examine the region near 


a pond in the mines (marked by ? 
2160 gil. 


). Return the clay to Nereus for your reward of 


You begin this quest by asking Numi Adaligo at the Governor's House if there are 
tasks you can do to help the people of the city. She says that Take at the Sailors’ Stay 
might have a job. 


Take doesn't have anything at the moment, bur it seems like the chef, Rycharde, might have 
something. As it curns out, he wants 2 pieces of dhamel meat. This can be obtained from 
Dhamels, like the bull dhamels in Buburimu Peninsula or the wild dhamels in Tahrongi 
Canyon, The chef pays you 1500 gil for your contribution to the cookpot. 


Blandine's (I-9') husband took the ship from Mhaura to Selbina and never returned. 
That was some time ago, and Blandine has not yet been able to find out what hap- 
pened to him. When you speak with Celestina, their daughter, you find out that 
Blandine's husband always wore a Sand Charm. If you are able to retrieve a sand 
charm from a crossbones, which sometimes attack the ship between Mhaura and 
Selbina, then you can take the charm back to the family. As a reward, you get a map 
of the Bostaunieux Oubliette and the knowledge that you have at least comforted 
Blandine and Celestina a Little bit. 


Ripapa stands around with many interesting questions to ask. For those with high 
fame, Ripapa will ask whether you would like to challenge a powerful being! Answer 
yes and Ripapa will give you the tuning fork of lightning. Talk to Ripapa again and 
she will tell you to find a crystal where this creature is found; it is in the Boyahda Tree. 


‘Travel to the Sanctuary of Zi’Tah and look for a tunnel thar will take you to the 
Boyahda Tree (the tunnel is in K-12 of thar area). Once inside the tree, walk to A-7 
and move through into the Cloister of Storms. A lightning protocrystal is in the 
depths of the cloister, burning with hidden power. 


Check the crystal and you will be asked if you want to go into the battlefield. Answer 
yes to begin a battle with Ramuh Prime! Winning the battle will lead to a short event 
that will end with you recetving the whisper of storms. Return to Mhaura and talk to 


Ripapa again. After completing this, you will get to choose the nature of your reward. 


Rycharde's (H-8) newest culinary delicacy calls for a special ingredient: a puffball. The 
chef would like you to get him one as soon as possible. Puffballs can be harvested from 
walking trees in Jugner Forest, and Rycharde will pay you 2100 gil in appreciation. 


Rycharde has another dish he wants to prepare, and he needs the ingredients for it. 
He asks you to get him dhamel meat and a beehive chip, and you have 3 days 
(Vana‘diel time) to complete the task. Dhamels provide the dhamel meat (bull 
dhamels in Buburimu Peninsula and wild dhamels in Tahrongi Canyon). The easiest 


way to get beehive chips is to take them from the killer bees in Tahrongi Canyon, 


S31LI) YONIW 


The Port Town tS ‘g f b in @ 


On the coast between San d’Oria and Bastok is the town of Selbina. Distanced from the politics of the other nations, 


Selbina does its best to eke out a living among the beasts of Valkurm Dunes. Its people are more often tied to the 
sea, the lifeblood of Selbina. Trade between the east and west is done via land, sea, and air, but the cheapest and most 


available means of transport for the masses is the naval route between Selbina and Mhaura. 


THE PORT TOWN OF SELBINA 
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he Port Town of Selbina 


It only takes a moment to pass through the north gates of Selbina and into the relative safety of the small town. For people raised in the larger cities of Vana‘diel, the town is 


asmall place with very few people, It doesn’t have the bustle of Bastok or the auspicious majesty of San d’Oria. After a few minutes of wande 


g, you will have seen the entire 


place, The Sea Travel Agency m the southeast will likely be one of your most frequent stops during your travels, 


Vuntar (H-9) will pay you for any of the rare, dated rolanberries that you are able to 
get. The more difficulr tt is for you obtain a rolanberry, the more that he pays for it 


AMOUNT OF GIL REWARDED 


Rolanberry 874 
Rolanberry 864 


The following steps show how to get any of the rolanberries that you desire. First, 
you must acquire a regular, normal rolanberry and travel to the Crawler’s Nest. Put 
the rolanberry in one of the first crawler nests (map 1, nests J-9 or F-8). A worker 
crawler then appears, and defeating it gets you a rolanberry 881. Take the rolanber- 


A drone 


crawler will then emerge; this monster drops a rolanberry 874. Go yet another nest 


ty 881 to a different nest in a separate area (map 2, nests G-7 or H-7 


in another area (map 3, nest D-7) and put the rolanberry 874 in that one. This time, 


64. At any 


point in time, you can simply return to Vuntar and sell him any dated rolanberry, as 


a matron crawler will appear. The matron crawler will drop a rolanberry 8 


often as you like. 


= 


Romeo (on the roof of the Fishermen's Guild) wants you to get him five pieces of the 
e F 

same type of onton-gear. He accepts the following: Onion Daggers, Onion Knives, 

Onion Swords, Onion Rods, and Onion Staves. These can only be obtained by trad- 


ing with other players, so the auction house is a must for completing this quest. 


Isacio knows all about support jobs. But in order for him to tell you about them, he 
has to be convinced to give up the information. He asks you to bring him three items 
from the monsters in the Valkurm Dunes: a damselfly worm, a magicked skull, and 
acrab apron, Damselfly worms can be obtained by, oddly enough, killing damselflies. 
Magicked skulls are found on ghouls L¢ rab aprons are Car ried by smippers, When you 
give Isacio these three items, he tells you all abour support jobs and how you can use 


them. By the end of his explanation, you will be able to use them. 


Oswald's girlfriend ts not feeling very well, and Oswald (1-9) would like to make her 
ameal to help het get better. He needs you to get him a danceshroom for the dish 
Danceshrooms can be taken from shriekers in Ordelle's Caves. When you give 


Oswald the mushroom, he gives you a sleep dagger for your help. 


Abelard | G-9), the Mayor of Selbina, wants you (to explore the various regions of 
Vanadiel and find stone monuments left by some early explorers. He wants impres- 
sions made of the writings left by the explorers on the monuments, and to aid in 
this, he gives you a lump of Selbina clay. Every time you finish getting an impres- 
sion, you must return to Selbina and give the clay to Abelard, wi ho rewards you and 


gives you another piece of clay. There are 17 monuments in total, and they are all in 


outdoor areas. Once you have aad all the tablets, you will have received quite a 
lot of gil and a map of the Crawler’s Nest to boot. 


DESCRIPTION AREA 
West Ronfaure 
Enst Ronfaure 
Lo Theine Plateau 
Valkrum Dunes 
Pashhow Marshlands 
Jugnar Forest 
Batallia Downs 
North Gustaberg 
South Gustaberg 
Konschtat Highlands 
Rolanberry Fields 


AMOUNT OF GIL REWARDED 
800 
800 
1000 
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Lil 3000 


= 
3 
Ss 


? 
~~ 
S 
Ss 


KH 3000 


West Sarutabaruta 
Enst Sorutabaruta 


s 


Tahrongi Canyon 
Buburimu Peninsula 
Meriphataud Monuntains 


3 


J-10 1000 


Sauromugue Champaign 6000 
a " 


This is a very simple proposition. Zaldon is willing to give you money when you 
catch certain fish, and the amount is variable depe nding on which fish you give him. 
The fish he will pay for depends on your fishing level. The harder the fish are to 
catch, the more money that you get. The following table illustrates which fish are 


profitable, what level you must be, and how much money you receive per fish, 


FISHING LEVEL AMOUNT OF GIL 
Giant Catfish 


Dark Bass 


Zafmlug Bass 


Silver Shark 
Emperor Fish 
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ONLY THE BEST Se eam 


CLIENT; Melyon 

REQUIREMENTS: None 

ITEM(S) NEEDED: 1 Boyahda Moss, 5 Lo Theine 
Cabbage, or 3 Ears of Millioncorn 


REWARD: 600 gil for Boyahda Moss, 100 gil for 
Lo Theine Cabbage, 120 gil for Millioncorn 
REPEATABLE: Yes 


Melyon (1-9) is looking for gourmet food to feed his sheep. He will pay 600 gil for 
I clump of Boyahda moss, 100 gil for S La Theine cabbages, and 120 gil for ears of 
millioncorn. Boyahda moss drops from gobbue-type monsters, such as gobbue in the 
Pashhow Marshla res in the La Theine 


Plateau (or can be bought from stores); and millioncorn can be grown in your Mog 


1s; 


La Theine cabbages drop from steppe | 


House or bought at the stores. Because his sheep are always hungry, Melyon is always 


looking for nice good food for them. 


RESCUE PY Sah Scas 


CLIENT: Thunder Howk 

REQUIREMENTS: None 

ITEM(S) NEEDED: Quadov Charm, 
Merchant's Goods 


REWARD: 3000 gil, Map of Ranguemont Pass 
REPEATABLE: No 


Th 


and Thunder Hawk (G-9) wants you to help free them. They 


> are two merchants (Evrard and Serafin) who have been captured by Quaday, 


being held in a jail 


in Beadeaux (in area I-8). The only way to open the door to the jail cell is with a 
Quaday charm, which can be taken from De’Vyu Headhunter in the area. When you 


free the merchants, they give you some goods to take back to Thunder Hawk, who 


accepts th and rewards you with 3000 gil and a map of Ranguemont Pass. 


$$$ 


n, 


TEST MY VETTE ppc 


CLIENT: Deveon REWARD: A variable omount of gil 
REQUIREMENTS: Must be rank 3 or higher REPEATABLE; No 
ITEM(S) NEEDED: Power Sandals 


Devean has been looking for someone to play a bit of a game with him; this odd 
character has hidden a pair of power sandals in an urn (found all the way out in 


Davoi). If you are willing to bet some precious gil on your ability to make it out 


there and all the way back in fair speed, tell Devean yes and set out. Note before 


doin : thts that Devean will absolutely keep your money if you don't make it back in 


time! If you haven't been to Davoi before and don't know the way quickly, take a test 


run to explore before accepting this quest 


There are a number of urns in Davoi, and the power sandals will be hidden in one 


of them. Use magic, items, or very cautious running to avoid problems (and delays) 


looking through the area. 


~ «as \ 


REWARD: Gloss Fiber Fishing Rod 
REPEATABLE: No 


Oswald (1-9) would now like to make his girlfriend a pendant To make just the per- 


fect one, he needs a s shell, This can be fished from areas on the Buburimy 
Pennisula or in the Valkrum Dunes; Pugil-type enemies will also drop this item, 


When you provide the shall shell to Oswald, he gives you a glass fiber fishing rod, 


When you talk to a lady named Yaya, you overhear Jimaida and Oleg talking about 


how Oswald lost something dear to him. When you find Oswald at Shepard's 
Muster, he tells you he lost a ring somewhere near the docks of Selbina. If you find 


it, you should bring it back to him. 


After talking to Oswald, talk to Jimaida, who will tell you that Zaldon knows some- 


thing, At the Fishermen's Guild, Zaldon tells you that a greedie, a type of fish, 


have eaten the ring. If you bring him a greedie, he'll even gut the fish for you and see 
as 


if there is a ring inside, The greedie that has the ring ts not an ordinary fish, It’s called 


a Fat Greedie, and can be fished right in Selbi 


If you catch the fish and give it to Zaldon, he gives you a ring to take back to Oswald 


{ ' 
who rewards you with an amber earring. 


Outlands 


When the Great War ended, peace descended upon much of Vana‘diel. Some took the opportunity to mourn those lost 
in the war, while others looked forward. Explorers began to extend from the major cities into far away lands. Heroes of 


the war settled down for a long and happy retirement. Some settled in the capitols while many left for the unknown. 


With the peace that has lasted so long on the brink of failing, the next generation has taken up the fight against the dark- 


ness. [he heroes that stayed in the c pitals are teaching the young many of the arts. But what of those that left for dis- 


tant lands? How will the new armies gain access to the skills those heroes mastered? 


SNOISSIW 
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Nor 


Nestled between the horrors of the Sea Serpent Grotto and the wide ocean lies the city of Norg. With hardly the room to stretch and undead waiting outside the gates, how 


could such a place survive? Norg is a city where only the most stalwart of adventurers visit and only the most skilled make their home, Some of the most experienced adven- 


turers can be found here and, for a price, are willing to help others find the path to glory. 


Muzaffar is always in the market for strange goods. He is accepting items from a 
variety of odd places, and he’s willing to pay good money for them. He gives 1500 
for 4 northern furs, 2000 gil for 4 eastern pottery pieces, and 3000 gil for southern 
mummies, Northern furs can be obtained by killing giant lobbers in Delkfutt’s Tower 
and giant hunters on Qufim Island, Eastern pottery can be found on clockwork pods 
in Fei'Yin and Garlairge Citadel, and southern mummies can be taken from liches in 
the Western Altepa Desert. 


EVERYONE’'SGRUDGE» 


After you have killed a tonberry, Magephaud tells you that you have been cursed by 
the tonberries. He is willing to teach you how to break the curse in exchange for 3 
gold beastcoins. If you do so, he gives you the tonberry key and tells you how to free 
yourself (the quest is considered complete once you have the key). 


You can then choose to go to the Temple of Uggalepih and open the hidden door 
in area F-I1, When you open it, you are asked by a tonberry priest to pay a certain 
amount of money to remove the curse. The amount you must pay varies depending 
on how many tonberry you have killed. If you pay, you will be freed of the curse. 


IT’S NOT YOUR VAULT. 


Keal (H-9) tells you that the Vault has been taken over by sahagin, which invaded the 


area and sealed off parts of it. He wants you to go into the Vault and retrieve an Iron 


Box from one of the warehouses. The iron box is in a hidden room, and you must 
get there through a hidden door in area C-7 of the first map of the Sea Serpent 
Grotto. Examine the room thoroughly to find the iron box (marked by 727), and 


return to Keal to receive a Scroll of Tonko:Ichi. 


LIKE SHINING LEGGINGS 


Heizo wants you to bring him 10 pairs of rusty leggings (you can give them to him 
as a stack of 8 and then 2 more). These can be fished from various areas around 
Vanaidiel or bought from the auction house. Once Heizo has the leggings, he gives 
you a scroll of Dokumori:Ichi. 


Heiji wants you to bring him 10 rusty subligaria (you can give them to him as a stack 
of 8 and then 2 more). These can be fished from various areas around Vanaidiel or 


bought from the auction house. Once Heiji has the subligaria, he gives you a scroll 


of Kurayami:Ichi. 


THE SAHAGIN'S STASH. 


Laisraen (I-7) is looking for something, anything, from the sahagin's area in the Sea 
Serpent Grotto. With a silver beastcoin in your possession, travel to the Sea Serpent 
Grotto and go to area N-14. You can find a hidden door there, which, when exam- 
ined, glitters slightly. Insert the silver beastcom into the door (trade the coin to the 
door) to open it. Drop down to the sahagin storage area and travel to area H-3; once 
there, examine the area very carefully to find a Sea Serpent Statue (marked by 272), At 
this point, go back to Norg and talk to Laisraen to receive a scroll of Utsusemi:lchi. 


SECRET OF THE DAMP SCROLL: 


Sometime during the course of fishing, you are able to fish out a damp scroll, which 
is definitely an odd item. Take the damp scroll to Shivivi, who tells you that it has 
hidden potential. Travel to the Hot Springs in Horlais Peak and trade the damp 
scroll to the Hot Springs. The scroll will then be revealed as a scroll of Jubaku:Ichi, 
a fitting reward for your hard work. 


SOUL SEARCHING . 


You can begin this quest after you kill some doomed pilgrims. Once the doomed pil- 
grims are dead, travel to Zi’Tah and trade a prismatic fragment to the Cermet 
Headstone you find there. You will receive a bat earring. 


STOP YOUR WHINING a 


Washu (J-8) wants you to get some Opo-opo brew for her, and she gives you an 
empty barrel to help accomplish this. Opo-opo brew can only be found in a tree m 
the Yhoator Jungle. Travel to Yhoator and examine the tree found in the top center 
of area F-8; inside the tree you find the Opo-opo brew (marked by 22?). Return to 
Washu for your well-deserved reward: a scroll of Hojo:Ichi. 
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TRIAL BY WATER 


Edal-Tahdal confides to you that he was able to contact a strong being in a giant 
crystal, but he was not able to defeat it. If you accept the quest to challenge that 
being, he gives you directions and a tuning fork of water, 


The giant crystal is located in the Den of Rancor, through the Temple of Uggalepih, 
within the Cloister of Tides. When you examine the crystal, you are asked if you 
wish to go to a battlefield; if you answer “yes,” you are then transported to another 
tealm. There, you must fight Leviathan Prime. If you defeat Leviathan Prime, you 
teceive the whisper of tides. 


Return to Edal-Tahdal and tell him of what you encountered. At this point, a 
strange event occurs. You are then given the choice to have one of the following as 
your reward: leviathan's rod, a water belt, a water ring, 10,000 gil, or the ability to 
summon Leviathan as an avatar. 


Kazham 


WANDERING SOULS 


You can begin this quest after you kill Axesarion the Wanderer. After the monster is 
dead, travel to Cape Terrigan and trade a rain lilly to the Cermet Headstone you find 
there. You will receive a flagellant's rope. 


WRATH OF THE OPO-OPOS 


You can begin this quest after you kill two specific monsters: Carthi and Tipha. After 
the monsters are dead, travel to Yuhtunga Jungle and trade a garnet to the Cermet 
Headstone you find there. You will receive an Opo-opo necklace. 


Where the Yuhtunga Jungle meets the ocean, the Mithra have staked a claim. Kazham has held against both the attentions of the Goblins outside the gates and the ever- 


encroaching jungle itself. With the rich resources of the jungle and the only seaport in the Elshimo region, Kazham is a great place for traders and adventurers alike. 


is thinking about a letter that was sent to Jakoh by a person named Angelica, Etteh 
would Itke to have a letter delivered to Angelica in return, and she asks if you would 
be willing to do that for her, If you agree, she gives you a letter to Angelica. 


The Angelica mentioned in the letter stays at the Hostel in Windurst Waters (F-10), 
in Room #1, If you haven't finished the quest, A Pose By Any Other Name, Angelica 
will trigger thar first. Otherwise, give the letter to her and watch her reaction; she 
seems surprised and asks you to take another letter back with you. Take Angelica’s 
letter and return to Kazham. Deliver the letter to Etteh and Jakoh will cell you where 
to hang an important picture. Jakoh wants it placed in the Temple of Uggalepih. 


Travel to the Yhoroar Jungle, enter the temple, and then place the picture in the stone 
picture frame at G-8 of the temple (check the frame and say “yes” when asked if you 
wish to put the picture in it). Trompe L’Oeil appears and you will soon obtain a 
ripped “Final Fantasy” painting by checking the frame after the chaotic interlude. 


Once again it's off to Kazham. Speak with Etteh and Jakoh and tell them what hap- 
pened. They promise to send a letter explaining the events to Angelica. You receive 
3000 gil for your time and effort! 


EVEN MORE GULLIBLE’S TRAVELS 


Talk to Magriffon again several days after the previous incident (and once you have 
35,000 gil to spend). This time, Magriffon has something serious to offer for your 
money; he says he does, at least. Give Magriffon the gil in exchange for a treasure 
map. The three coordinates on it (F-7, H-10, and I-12) are places where blue raf- 
flesias. grow in the Yuhtunga Jungle. Go to these points and collect jars of rafflesia 
nectar by checking the plants. 


Talk to Magriffon again after getting the nectar and he will mention that the jars 
might sell for some gil. It's a fine tip from a fine person. Yet, there are other Kazham 
quests that aren't available to people who haven't taken the plunge and dealt with this 
charlatan, Those are very difficulr quests, but the time will come when you are ready 
to try them; that is when it is best to finish these rwo quests. 


EVERYONE'S GRUDGING 


You can speak with Jakoh Wahcondalo after getting the Rancor Flame to begin this quest. 
Jakoh will try to expel you from Kazham because the Mithra believe thar the flame is 
cursed. Those who touch the Rancor Flame are not allowed to stay in Kazham. Talk to 
Romaa Mihgo to find out how to solve this problem. Use the Rancor Flame to light the 
Altar of Rancor. There are several steps in doing this. First, get an Unlit Lantern from a 
Tonberry Imprecator. Take that and light it on the Altar of Rancor in E-5 of the Den 
of Rancor. Proceed to light the other altars at J-13 four times. After the fourth lighting, 
a Rancor Torch appears! Destroy this to break the curse. Return triumphantly to Kazham 
and show Jakoh that the curse has been lifted. She rewards you with 11,000 gil. 


THE FIREBLOOM TREE. 


Soun Abralah wants to collect wood from the Firebloom Tree, but this is an extreme- 
ly dangerous task. To increase people's interest in helping her out, Soun is offering 
5000 gil to anyone who can obtain this wood for her. Talk to Soun and accept the 
quest. The firebloom tree root is in the Yuhtunga Jungle at H-9. Check the four tar- 
gets named firebloom tree root and take the northern vine, southern vine, eastern 
vine, and western vine. With them all in hand, run to Ifrit’s Cauldron. Check three 
of the four flame spouts within Ifrit’s Cauldron to find out which of the branches 
is strong to fire. Once you determine which is the correct branch, walk back to the 
Firebloom Tree and check the point where you first received the resistant wood. With 
a fine sample obtained, return to Soun Abralah and collect 5000 gil. 


GREETINGS TO THE GUARDIAN 


Hari Pakhroib has a devotion to nature and the elements thar is more than noteworthy. 
She wants people to understand the beauty of fire, and people who talk to her can make 
a bit of money by doing some exploring. Hari asks you if you would like to greet the 
king of the area. Accept the quest and she tells you to take a bunch of wild pamamas to 
a Mithran altar in Ifrit's Cauldron. In addition, she tells you to take an Ice Cluster. (Wild 
pamamas ate found on young opo-opos and Ice Clusters are gained by killing Ice 
Elementals.) The Altar of Ashes is ar I-9 in Ifrit’s Cauldron. Pur the wild pamamas onto 
the altar then return to Kazham. Hari will give you 5000 gil to reward your devotion to 
exploration and traditions. Repeating this quest is possible. Talk to Hari again and she will 
have you repeat the steps with a wild melon, wild pineapple, or wild pamamas again. 
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he problem with touching blue rafflesias is that they have quite a smell to them, 
auckily, Gatth Mijurabi knows how to deal with this problem. Talk to her when you 
€ tired of getting strange looks from people on the street and she will mention an 
ferground tunnel with special water. 


Make your way to G-9 of the Korroloka Tunnel and climb into one of the ponds 


LNaWaiND3 


here the water falls and collects. A message will inform you that the process has 
, but it takes five minutes (in your time, not your character's) before the smell 
is entirely negated. If you leave the water at any point before the process is done, the 

Bell will remain! The Invisibility effect is quite helpful to prevent monster attacks 


¥ sh during this period. 


SNILIVED 


= + r s - 
Gatih will be quite pleased to see the improvement in your hygiene when you next 


speak. Talk to her again when you get to Kazham and she will give you a mithran stone. 


TRIAL BY FIRE te 


Ronto-Onta does research on magical crystals. Talk to him to learn about some of 
his latest work; there is a giant crystal that Ronta-~Onta found which emanates 
strange energy. Ronta-Onta and his friends tried to awake the crystal and found that 
there was something incredibly powerful within. The spirit inside offered a challenge 
that is ready to be taken by those-with: braveticarts: IE you are such a person, tell 
Ronta-Onta that you want to try the crystal’s challenge; he will give you the tuning 
fork: of freclt's nice to havea whole slew-of Siends talk-to Ronra-Onta too, (he 
road ahead is a dangerous one, and is not easily traveled). 


GULLIBLE’S TRAVELS 


After taking the tuning fork, speak with Ronta-Onta again and he'll tell you that it 
can be found in Ifrir's Cauldron. Travel to Yhoator Jungle and walk to G-6 of that 
area. Then, seek the Cloister of Flames near H-7 of Ifrit’s Cauldron. Check the crys- 
tal thar is inside the cloister and you will be asked whether you wish to enter the bat- 
tlefield. Say yes to begin a battle against Ifrit himself! Winning against such inered- 


ible odds will grant you a whisper of flames. Return to Ronta-Onta and talk with 
Life isn't always fair, and sometimes you have to take chance to get ahead (or to get him a final time. After a brief event, you will be asked which reward you seek. 
anywhere really). Magriffon says that he needs 15,000 gil. This could be the begin- 

ning of a very involved quest. Bur, the intrigue ends quickly when Magriffon thanks 


you for giving him the money and says that is the end of it. pe ek A NE 


MISSIONARY MAN 


There is a shed in area I-11 of Kazham. This is part of a quest that is somewhat dif- 


ficult to trigger. One player must check the shed while another character is giving 


Mhebi Juhbily a Sandfish. When the shed opens, your character will be thrown into 


Rauteinot is a missionary who stays in Kazham, trying to change the faith of the the events of this quest. 

people who live there. Talk to him to learn about the things Rauteinot has seen while 

staying in Kazham. He wants the people to believe in Altana instead of nature. To Mhebi asks you to help her. If you agree, she will ask for a way to replace an impor 
accomplish this, the missionary wants a slab of Elshimo marble. He asks you to pro- tant knife. Vah Keshura can help slightly with this by pomntng you in the right direc 
cure this for him. tion, because Vah knows that a Tonberry Cook works at the Temple of Uggalepih; 


Tonberry Cooks know more than their fair share about knives, so this would be the 
Fight ivory lizards (found throughout the Elshimo Region) until one of them drops perfect person to ask about getting a good blade! 
a slab of marble and return with this to Kazham. 


you return in several days. After waiting for a few days to pass, return and speak with 


* Walk to I-10 in the Temple of Uggalepih and open the Granite Door on the first 
. ' S < Soeae 

2 Give the slab of Elshimo marble to Rauteinot; he will be very pleased, but he can- floor. Go through the aisle and open the next Granite Door. Chef Nonberry is in 
> not leave Kazham to complete his quest. Indeed, he asks you to continue your work there and will trade a nonberry knife for a tonberry board. (Hunt tonberry shadowe 
~ vy vs 1 = *, NOX 

= in his service, Travel to San d’Oria and trade the parcel the missionary gives you to ers in Yoathor Jungle or tonberry pursuers in the actual Temple of Uggalepih to get 
= c 1 4 : 

Mulaujeant (an old Elvaan at E-5 in North San d’Oria). The old Elvaan will ask that a tonberry board.) 


Mulauj eant again. The Elvaan will hand over a sublime statue of the Goddess. Take Return to Kazham and speak with Mhebi after getting the knife from the cook for 
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this back to Rauteinot and he will bless you with a scroll of Teleport-Yhoat! your reward. 
F 


Rabao 


Rabao has sprung up around an oasts near the Altepa Desert. Many explorers use the cool waters to soothe aching feet and refill canteens before continuing into the ever-shift- 


Ing sands. With the ruins of ancient Galka cities being continually uncovered and buried by the sands of th 


e Altepa, there is little wonder what draws people to Rabao, 


Edigey wants you to bring him a vial of desert venom, This can be gained by killing 
doom scorpions in Eastern Altepa Desert. When you give Edigey the desert venom, 
he-gives you a dotanuki as a reward. You receive 1200 gil for each subsequent com- 


pletion, 


THE IMMORTAL TAL LU SHANG EN 


When you talk to Irmilant about haying a broken Lu Shang’s fishing rod, he confides 


to you thar he can repair it. All you need do is to give him the bre 


en rod, a piece of 
ancient lumber, and 2 light crystals, All of these things can be found in the Auction 
House, but there are other ways to get them. Digging a petrified log out from the Maze 
of Shakhrami and synthesizing it with a wind crystal will result in ancient lumber; light 
crystals can be obtained by killing conberries or golems. When you give Irmilant the 


items he needs, he fixes your broken Lu Shang’s fishing rod. 


Datta is thinking of starting a tour of the Kuftal Tunnel. Datta suggests that you cre- 


ate a tour group, consisting of 6 people whose current jobs are level 40 or below. 


Once the group has been created, go to Kuftal Tunnels and check the area near a cliff 


(look for ?2?). A Galka named Hawk Nose then appears. After the tour is complete, 


return to Rabao to have Datta reward you with 8000 gil. 


Alfesar wants you to bring him an ancient tablet fragment, which can be found in the 
Quicksand Caves. Travel to the Quicksand Caves and hunt around the area until you 


find a strange region (marked by the position of which is not fixed), When you 


return the fragme nt to Alfesar, he gives you a tablet of ancient magic and a letter and 


then asks for you to deliver it to C) hharlaimagnat at the Cathedral in San d’Oria. 


Charlatmagnat thanks you for bringing the items and (several days later) lets you 


know that the stone was deciphered. He then give. you a scroll of Teleport-Altep for 


all your hard work. 


Agado-Pugado asks you to check out a giant crystal. This crystal can be found at 


C ape Terrigan, and Agado- P, ugado is kind enough to give you a Tuning Fork of 
Wind to help you in your quest. 


Travel to Cape Terrigan and go through a tunnel in area F-7. This takes you the 


Cloister of Gales, within which you discover the protocrystal. When you examine the 


battlefield; if you say “yes,” you 


cr stal, you are asked if you accept being sent to a 
are taken to another dimension, where you must fight Garuda Prime Once you hay e 


defeated Garuda Prime, you receive the whisper of gales and can return Co Rabao. 


When you talk to Agado-Pugado again, you begin an interesting encounter. Through 
the course of this, you can choose to accept one of the following as a reward: 
garuda's dagger, a wind belt, a wind ring, 10,000 gil, or the ability to summon 
Garuda as an avatar. 
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A hero's home is often no more than a bedroll and a spot under the stars. In Vanaldiel, however, there are those that 


take great enjoyment from helping others. The Moogles live to take care of all the litle things so the guardians of the 


world can focus on more important matters. It's not long after choosing a home before an adventurer will find a Moogle 


faithfully growing plants, storing extra equipment, and accepting mail for the hero. 


Once you have placed a bronze bed in your Mog House (which you can get through 
the Auction House or by synthesizing it), Moogle soon becomes homesick. He tells 
you thar he wants to take a vacation; in addition, he would like some help in gettmg 
some presents for his family. Mama Moogle would look very nice with a new beetle 
ring, and Papa Moogle could really use a Power Bow. These things can be synthesized 
or bought from the auction house, and beetle rings can be found in a store iff 
Windurst. When you get these things for Moogle, he happily leaves for home. He 
returns in a few days with a shiny new Mog Safe for the Mog House, which allows 


you to now store up to 60 items. 


THE MOOGLE'S PICNIC 


Moogle gets homesick soon aft er you place a mahogany bed which can be purchased 
from the auction house or sythesized within the Mog House. He wants to go visit 
his own home again, complete with presents. Selbina butter and a shrimp lure would 


be the perfect things; they can both be purchased from the auction house and stores; 


and selbina butter can be synthesized. With those new items in his possession) 
Moogle leaves for a few days, returning with another Mog Safe. This one allows you 


to store up to 70 items in your Mog House. 


MOOGLES IN THE WILD 


After sleeping in a new noble bed (which can be synthesized Gr purchased fom the 
auction house), Moogle once again becomes homesick. He would like to visite some 
friends on a trip overseas, and he would like to bring then presents as well:a raptor 
mantle and a wool hat. Both of these items can be putchased through the auction: 
house or stores or they can be synthesized. Your Moogle wall happily leave with the: 
presents and return a few days later with another brand mew Mog Safe! This one 
allows your house to store up to 80 items. 
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This section of the guide contains maps and bestiary information for the many areas 
of the world. They are divided into greater regions to make it easier for people to 


navigate around Vana'diel. 


LEGEND FOR THE MINI-BESTIARIES 
HOW TO READ THE BESTIARY 


>> The mini-bestiaries within this section indicate Notorious Monsters (in RED) ond Fish (in 
ie |. 2M BLUE), Keep this in mind when trying to discover which monsters you'll be able to 
=" target in specific areas. 


FAMILY 


Indicates to which family the monster belongs. 


LEVEL 


Indicates the monster's level (range) in that specific location. 


LEV-MIN=Monster’s minimum level. 
LEV-MAX=Monster’s maximum level. 


BEHAVIOR (Al) 


Determines how the monster reacts when faced with a possible foe. 


€3=Nion-Aggressive 
9 =Arrack 
©>=tink 


O-attock + Link 
APPEARANCE 


Determines at what time of the day or during what weather conditions certain mon- 


sters appeat . 


=Abways Present 
= Appears ot night (17:00-7:00) 


If the monster's appearance 1s dependent on the weather, it is noted. 


WEATHER TABLE 1 WEATHER TABLE 2 
AU=Auroras BL=Blizzards 
CL=(ouds DK=Dorkness 
DS=Dust Storms FG=Fog 
GL=Gloom GA=Gales 
HS=Hot Spells HW=Heat Waves 
RN=Rain $G=Stellar Glare 
SN=Snow $Q=Squalls 
TH=Thunder $$=Sand Storms 
Wl=Winds TS=Thunderstorms 
DETECTION 


Determines how the monster chooses its targets. 


O=sigh. Monster chooses targets by sight (or night vision if it is at night). 
©-sound. Monster chooses targets by sound, 

O-Mogic. Monster is drawn to enemies who use Magic. 

@-ii Points. Monster is drawn to targets when their HP is below 75%. 


€©)-scen. Determines whether or not the monster can identify and pursue on enemy by smell. You can 
use deodorizers or WHM/RDM Deodorize spell to counter this ability. 


JOB 

Indicates the Monster's Job (if applicable). 
BLM=Black Mage MAGE=Mage 
BRD=Bard MNK=Monk 
BST=Beast Master NIN=Ninjo 
BUR=Buries Items PET=Pet 
DRG=Dragoon PET WYV=Pet Wyvern 
DRK=Dark Knight PLD=Paladin 
ICE BST=Ice Beastmaster RDM=Red Mage 
ICE MNK=Ice Monk RNG=Ronger 
ICE RNG=Ice Ranger SAM=Samurai 


ICE WAR=Ice Warrior 

LTG BST=Lightning Beastmaster 
LTG MNK=Lightning Monk 
LTG RNG=Lightning Ranger 
LTG WAR=Lightning Warrior 


SMN=Summoner 

SMN ELEM=Summoned Elemental 
THF=Thief 

WAR=Warrior 

WHM=White Mage 


Gustaberg 


The mountains around Bastok conceal the resources of many ages. In a rise to power, the 
Humes and the Galka have been strip-mining the region of Gustaberg for years now, feeding 
the forges of the Metalworks. These mining 
operations around Gustaberg fuel this process 
very day. Visitors are stunned by the bleak 
rocks, 
canyons, and hills blanket the area. It's amazing 
that any life grows here at all, but the Hume 
determination is legendary and the Galka won't 


ape surrounding Bastok, as 


hack down from a challenge either. 


North Gustaberg possesses more features of interest in its terrain. The Zeikt Creek 
splits the area and prevents fast travel north toward Konschtat. Those who manage to 
safely avoid the Goblins and Quadav in the area should see Drachenfall, because it's one 
of the more appealing sites in the area, When Bastok controls the land, as it often will, 
the Outpost in the southwest offers haven to young travelers in need of signet, a home 
point, or a quick exchange of goods. It's nota long trip to South Gustaberg from here; 


ust head west and due south to reach it without going through Bastok itself. 
just head id di } h it without going through Bastok itself 
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Young Quaday 
WAR 
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Gon Tha 41s/O0l@ 
Goblin Weaver 

Black Wolf 

Enchanted Bones 

Enchonted Bones 


South Gustaber, 


Nestled against the Bhefhel Gulf is the area of South Gustaberg. East of Vomp Hill 
is the Morhen Lighthouse, which sailors of both sea and air use as a navigation 
point. There is more danger to the west, where the Goblins and Quaday roam in great 
numbers, Although constantly hunted, the Quaday stalk and make War in many areas 
outside 
Wadi. Hunters In South Gustaberg should seck Saplings and the various Worms for 


easy and productive opportunities. 
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the city walls, The Fumaroles in the west hide the entrance into Dangruf 


SENSES 


Bastok Mines leads into this dungeon. There aren't many powerful monsters hete, 
and the more experienced miners don't fear the monsters wandering about the dark- 
ness. Only the Giant Amoeba monsters are aggressive enough to attack without 
provocation. Bats are useful to hunt for their wings, which fetch an adequate price 


because of repeatable quests. 


LEVEL 
FAMILY 


Dangrut Wadi 
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In comparison, the Fumaroles of South Gustaberg seem safe compared to Dangruf 
Wadi. This outdoor series of canyons and passages is broken by several open spaces 
with Goblins and other aggressive monsters. What doesn't attack on its own is like- 
ly to Link instead, so solo adyenturers should avoid Dangruf. The Goblins that 
reside deeper in the dungeon are very powerful; it's more prudent to fight them with 
an experienced group. Although this area’s hot springs and geysers are pretty, the 
Leeches that can devour entire Tarutaru wanderers will discourage casual bathers, 
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Palborough Mine 


The Palborough Mines of North Gustaberg are far more dangerous than those 
inside Bastok. More important materials are gathered here, but the mines are under 
Quadav control. Quaday, Cave Funguars, and eyen some frightening Scorpions 
inhabit this area. Adventurers of differing levels can search here, because there are 
several tiers of opponents. There are three different sets of Quaday, each more 
imposing than the last. There are also several Notorious Monsters in these mines, for 
those who are lucky enough to spot them. All of the Notorious Monsters are 


Quaday, so expect them to be quite dangerous. 
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The forests of Ronfaure have long been the home 
of the Elvaan and many natural monsters. Ores 
and Goblins have been upsetting the balance of 


the area for the past generation, and now there 
is danger in the trees of Ronfaure. Still, the wind 
whispering through the forest reminds the Elvaan 
of hope ond stability. The trees grew to great 
heights before the Orcs came, and they will exist 
long after the Ores have been have been rid from 
the Kingdom of San d’ Oria. 


| AREAS 
West Ronfaure 


| Young soldiers of San-d’Oria often visit West Ronfaure to prove themselves. Don't 
fear the tiny monsters in this area; such as the Rabbits, Bats, and Worms. The Orcs in 
the northwest are some of the most fearsome threats, as are the Goblins to the south. 
Scarab Beetles are lucrative for hunting. Sheep are important for quests; but attack 


them only when they're alone (wild sheep link to protect each other from predators.) 
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| East Ronfaure is inhabited by many of the same monsters found to the west, however, 


the geography of the area is of greater interest. There are more hills and streams in the 
east, making it more exciting for ranged hunters. In the southern end of the area is King 
Ranperre’s Tomb (west of the Cheval River). This is both a place of spiritual impor- 


tance and good hunting; it’s also a fairly quick route to certain parts of Jugner Forest. 
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MAGE 


hough infested with various monsters, there is a sense of qutet majesty that still 
remains in the tomb of King Ranperre, Be very cautious of the Bats inside as com- 
pared to those in Ronfaure. Many of the Bats mk (Mouse, Wind, Grave, Plague, and 
Tomb Bats), and/a few are even aggressive. The Goblins and Undead make it even 


more dangerous to yenture into the Tomb without a group of allies and a few extra 
ne | — = 


As with many dungeons, there are several areas that have enemies of different levels. 


A party with levels in the early teens will have an easier time in tougher areas as 


opposed to traveling alone. shelsba Out ( f 


SNOIDTY 


Ghelsba Outpost has been under Ore control for a long time, and it doesn't appear 


NAME JOB that the San d’Orians have the means to push them out anytime soon. To reach 


Ghelsba Outpost, go through a cavernous entrance in the northern corner of West 
F e iB 


Corrion Worm Ronfaure, Timber from Ghelsba is highly prized by craftsfolk, and the bravest 
Ding Bots woodsmen go there to cut down trees—even under constant the threat of attack. 
Mouse Bat é f 
Stele There are many monsters within; the majority of which are Ores with a variety of jobs 
Enchanted Bones ton < ; 


One facet of danger comes from the wide level range of the Ore jobs, Check every Ore 


before engaging them, unless you're absolutely certain a quick victory is possible. 
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Plague Bats 
Nachzehrer 
Nachzehrer 
Tomb Bat 
Goblin Gruel 
Crypt Ghost 
Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
Goblin’s Beetle 
Funnel Bats 
Goblin Bouncer 
Goblin Enchanter 
Goblin Hunter 
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Sarutabaruta 


Filled with life, Sarutabaruta covers the grassy 
fields outside of Windurst. While the monsters of 


the grasslands are somewhat hostile, there are [ie 

still plenty of cute and cuddly monsters wander- [> aaa 
ing about. The Mithra and the Torutaru are fre- 

quently seen here—which comes as no sur- 
prise—but they are commonly faced with dan 

gers from the Yagudo and wandering Goblins. 
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Fort Ghelsha 


Fort Ghelsba houses the leadership of the local Ore forces, Some of the experienced | 
Ores are trained to be the equivalent of Paladins, Black Mages, and other difficult 
jobs. Travel with a moderately experienced group to limit risks from aggressive and 


linking monsters. Although the area is entirely under enemy control, it’s a beautiful | AREAS 


place in its own way, The Ores will never relinquish even a tiny section of this region 
5 _ a i Vin x Saige 2 
without a bloody fight, YY est Sat utabar uta 
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LEVEL | Western Saruts a is an isolatec . Far fi and exci é 
FAMILY a BEH APP DETECT 108 Vestern Sarutabaruta is an isolated place. Far from the trade and excitement of the 
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| north passage toward Tahtongi and eventually Jeuno, the west lacks the sense of impor- 
} tance thar is found to the east of Windurst. This is both a good and bad thing. For a 


quiet spot of hunting, it is often rewarding for low-level parties to head west and fight 
atop Starfall Hillock or brave the trip into Giddeus, where the Yagudo reside. 


LEVEL 
NAME FAMILY BEH APP DETECT JOB 
mWiN OMAK 


imide | @ |i li |@lO| |O| | 
elo! Jol | 


Oreish Grunt 

Orcish Neckchopper 
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Vughott Grotto 
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The Yughott Grotto is a very dangerous place for any group below level 20. All of 
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the Ores and Bats in the grotro are aggressive and willing to link, This makes bat- 
tling both stressful and risky for any party that is interested in gaining levels, 
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East Sarutabaruta 


Roads spill out of Windurst and hint at the route to glory, wealth, and fame. To the 
north is Tahrongi, and beyond that is the path to Mhaura and more distant locales. 
Adventurers, both tested and untried, travel through Eastern Sarutabarura all the 
time. More Goblins and Yagudo are located here, but they serve more as prey than 
predators. Parties will find crowding to be more of a problem on the whole, but there 


is safety in numbers. 
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DUNGEONS 


Inner Horutoto Ruins 


At first glance, the Inner Horutoto Ruins appear to have very weak and disparate ene- 
mies. The Goblins and Bats that cover the greenish-brick dungeon offer little resist- 
ance to even a modest party. Even alone, a cautious adventurer can perform well here. | 


However, the dank ruins often conceal far more than meets the eye. The deeper pas- 
sages of the ruins have been used by Mithran thieves and were chosen very carefully. 


These are great hiding places, because the Goblins and undead monsters that lurk 


along these paths are murderously difficult for low-level parties. i 
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The leaders of Windurst don't want people to realize how many Cardians have left 


the city to form their own civilization, These intelligent monsters are not kindly dis- 
POSE oward adventurers who wandcr in 0 heir rumis, an jus about everything you 
posed toward ad: h der into th d just about everything y 

find in the Outer Ruins will be aggressive. Strong melee parties may enjoy the high 
prevalence of enemy casters that are present here—a group thar deals damage quick- 


ly can do very well for itself in this environment, 
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Giddeus 
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The parched canyons of Giddeus evoke memories of Dangruf Wadi for the explor- 


ers of Bastok. To the people of Windurst, these rocky passages are just as ominous. 
This is the home of the Yagudo. Violent by nature, hateful of the Tarutaru and the 
Mithra alike, the Yagudo are only willing to maintain the lowest level of peace with 
the Federation of Windurst. 


There are 


sist of the cunning bird-men themselves. A large party can sweep through and 


acquire gil with adequate haste. 


LEVEL 


some fragile Worms to fight inside Giddeus, but most of the beasts con- | 


LEVEL 


JOB 


The Canal is one of the best sites for big game hunters in the area near Windurst. 


| The monsters that live there are affected by a strong magical influence in the water 


that seems to make these beasts more aggressive than normal and much more pow- 
erful. Bats, Crabs, Leeches, and Pugils are-all present in Toraimarai, but they are much 


|} more potent than anything of the same build in Sarutabaruta, 
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If the Elvaan and the Humes didn’t have a basic 
treaty of cooperation, this would a place of great 


turmoil. The region that covers Lo Theine, the Pays 
Konschtat Highlands, Valkurm, and Selbina is a F& 
joining of territories between San d’Oria and J 
Bastok. Adventurers from both sides of the land 

meet here, for the first time in some cases, and 

join to destroy the monsters thot roam these 
untamed horizons. 


AREAS 


La Theine Plateau 


SNOISIY 


La Theine is a verdant area of cliffs and lowlands, There are Ores, Goblins, 


Skeletons, natural beasts, and even elementals in this massive area. Mad Sheep and 


Thickshells surround Lake Ephemere, as do wandering Goblins. 


In the east is the Crag of Holla, another of the anctent teleportation sites. After 


enough leveling, seek Jugner to the far east or Valkurm Dunes in the south. As always, 
avoid casting spells around elementals; the Water Elemental that floats in the rough 


area of Ephemere isa petent threat. 
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Gale Bats 
Steppe Hare 
Strolling Sapling 


Rock Eater 
Acro Bat 
Coral Crab 


Goblin Thog 
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Konschtat Highlands 


Far south of La Theine are the Highlands of Konschtat. The air is quiet in 
Konschtat, and the ground is rich and fertile. Aulgung Pass offers almost no room 
for breathing as parties squeeze away from Gustaberg, but the open roads of the 


Highlands in the north are calming. 


Quaday and Goblins live off the Sheep and Lizards of the area. Skeletons, Ghosts, 
and Hounds destroy the serenity of Konschrar at night. The less experienced fight- 
ers should flee the Highlands before darkness descends. The castern pass almost 


opens toward the Crag of Dem, the third of the teleportation areas thar still func- 


tion, The Valkurm Dunes and the Pashhow Marshlands are to the north, 
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Ship to Mbaura 


The sea passage between Mhaura and Selbina contains some fine fishing for anyone 
who is willing to risk an encounter with extra Sea Monks, Crabs, and Pugils, The 
salty breeze and the open skies aren't the only thing that makes this journey worth- 


while, It’s very difficult to endure the lengthy trip to the east by going through Jeuno. 
Going east by ship is far less complicated and costs much less, 
Vial badiies, ¢ Se 
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Valkurm contains a mixture of people from all three cities. Windurst travelers come 


into Selbina from the eastern sea passage, Bastokers ride up from Konschrat, and the 
San d'Orians hail from the north. The Sea of Zafmlug opens the door to the world, 
allowing anyone fairly rapid travel between Selbina and Mhaura. 


The Goblins in Valkurm are quite accomplished; they have managed to keep the 
Orcs and Quaday from gaining a foothold in the Dunes. Sadly, this means that it isn't 


easy for any of the nations to make fast headway here. 
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Goblin Butcher Ke) By These dark caves in La Theine are inhabited by Goblins, Leeches, Funguars, Crabs, 

Goblin Tinkerer Olk and many other beasts. The variety of targets makes it a good hunting ground for 

Stor Bat many different parties. Groups around level 20 who want to stay around the 
Zulkheim Region can do some fighting in hete, especially if they desire to group 

Ghoul together over time before moving out toward more distant parts. 

Goblin Digger 
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Gusgen Mines 
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The Gusgen Mines are easy to navigate because of their even layour. What makes 
them more attractive to parties in the Konschtat area is the relative lack of linking 
monsters. Of the monsters that live, roam, and hunt in the dark, only Amphisbaena, 


Myconids, and Gallinippets link with each other and are aggressive. This makes it | 
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easier for groups to stay in the mines and choose what they want to fight. 
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The northwestern route 10 Jeuno goes through 
the Norvallen Region. This covers Jugner Forest 
and Botollio Downs. Lots of enemies cover the 
roads toward th and mony of the struc 
tures that on here have been 
destroyed by times neglect. It’s pos 
sible to walk the land route to Jeuno at almost 
any level, but passage isn't guaranteed until o 
party reaches medium levels of the game 


AREAS 


The road through Jugner stretches all the way between Batallia Downs and La 


| Theine, The fastest route goes through the jungle and avoids the lengthy turns that 
the road makes to bypass the worst parts of the forest. An outpost is located to the 


west of the bridge over the Tisaret and Vadout. 


Those looking for the more interesting monsters in the heart of the dark trees 
should leave the path behind and travel north. Maiden’s Spring (in the northwest) 


and Lake Mechieume (in the north) are both sites for adventurers to stop and see, 


bin Ambusher 
Goblin Butcher 
Goblin Tinkerer 
Oreish Grunt 
Orcsh Stonechucker 
Ghoul 
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‘Batallia Downs 
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Batallia Downs has aggressive monsters all the way into the high 30s, so parties that 
are heading for Jeuno for extra jobs should be careful. The Artisan’s Bridge is at the 


| east end of the road, although anyone at a high level (or someone riding a trusty 


chocobo) can cut across the foothills for a faster trip. 


Stop and look at the legendary Tigers that stealthily creep across Batallia. If one of 
these monsters decides to aggro, stop and fight it. Nobody does a very good job flee- 
ing from these vicious predators. Look near J-10 to find the entrance to the Eldieme 


Necropolis, if that is a goal, but come prepared for danger. 
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DUNGEONS 


The Ores in Ghelsba are plentiful, but Davoi has far more powerful members of this 
grim family. Ores of many professions live along the humid paths of Davoi. Parties | 
around level 30 and 40 can hunt Ores if they enjoy going after these brutal mon- 


sters, although it can be a costly effort. 
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Ferocious Pugil 


Many entrances take explorers from Batallia Downs into the battered area of the 
Eldieme Necropolis. The indominable undead of the Necropolis should not be con- 
| sidered vulnerable even to most parties around level 40. They are Skeletons, Shadows, 


and Ghosts with infinite hatred; even worse, they aren't limited to travel by night. 
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It takes time to navigate the Marshlands because of the putrid pools and swamps 
that dominate the area. With charming names like Rotmarsh and Hexmarsh, it's easy 


to realize that this isnt a good place to settle down. 


Plies hang heavy in the air, bloated from a meal of some unsettling sort. Goblins and 
Quaday survive by hunting Snippers and Swamp Pugils, but nobody wants to bump 
into the Bogies and other night denizens of the swamps. 
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Bog Bunny 
Night Bats 
Block Bat 
Woter Wasp 
Gablin Ambusher 
Goblin Butcher 
Goblin Tinkerer 
Greater Quaday 
Onyx Quaday 
Voleran Quaday 
Ghoul 

Zombie 

Land Pugil 
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Rolanberry was covered in farmland and orchards before the wars. Certainly, the 
fields of Rolanberry seem like paradise after passing through Pashhow, yet this land 
of plenty has been fouled. Bees and Wasps flit about, thriving even as nature takes 
back the farms where they live. Quadav and Goblins wander about the countryside 
by day, ensuring that the old road north is unused by Humes and Galka. At night, 
the Skeletons and Evil Spirits have their time. 


the weak- 
er. More powerful 


A group around level 20 or so 


est Bats and Crawlers, which are demanding for their listed pow 


will have some hunting only if they choose 


groups will mostly face organized resistance from the Goblins and Quadav. 
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As if the Pashhow Swamp wasnt enough, there are more Quaday in the area of 
Beadeaux. Heading east into this wretched place places a traveler in the center of 
these monsters’ society, There are many different jobs within the Quaday’ clans, but 
Mages, Warriors, and Thieves are the most common. The weakest of these are about 


level 20, but the most powerful leaders in Beadeaux are almost up to level 70! 
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Crawlers Nest 


The Crawler’s Nest is around Rolanberry Fields. With a fairly tight level distribution 
and a somewhat lower percentage of aggressive monsters, the Crawler’s Nest can be 
a fun place to explore and hunt. Parties around level 40 will encounter Bees and 
Lizards along with a plethora of Crawlers. Many of these targets ate good for fight- 


ing, although the cantankerous Deom Scorpions aren't quite as amusing. 
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Those coming from the south must manéuver through Ahropahgo Pass (the west-cen- 
tral route is the fastest), After clearing the canyons, the real challenge of the area lies 
ahead, All of the aggressive monsters inhabit the central and northern areas of 
Tahrongi. Dhalmel hunting parties must contend with wandering elementals, Yagudo, 


Goblins, and sand storms. Yet, this remains a fine place to level while groups prepare 


for their forays into the Maze of Shakhrami (in the northeast), or out to Mhaura_ | 


(through Buburimu in the east). The Crag of Mea in the northeast has few enemies 


near it, although Goblins and Ghosts make the path behind it very dangerous. 
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Yogudo's Elemental 
Conyon Rarab 
Strlling Sapling 
Pygmioi 

Barghest 

Goblin Thug Goblin 
Goblin Weaver 
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Killer Bee B 

Yogudo Acolyte Yogudo WHM 
Yagudo Initiate HANK 
Yagudo Scribe Yogudo BLM 


Akbabo 
Skeleton Worsior 
Canyon Crawler 
Skeleton Sorcerer 
‘Goblin Digger 
Goblin Ambusher 
Goblin Butcher 


Skeleton 
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Buburimu Peninsula 


Beyond the hopeful shelter of an ourpost lies Buburimu, a place of dunes and hills. 
Smaller parties that enter the area must be mindful of more powerful Goblins and 
some of the nightly undead: 


A quick rush to Mhaura during the daylight is often required for those who aren't ready 
to face the most extreme challenges. Hunting is possible because of the many passive 


monsters, However, wandering Goblin Ambushers love to appear at the most inoppor- 


tune times. For the fast or lucky, at least, Mhaura offers haven, travel, and opportunities! 
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Ship to Selbina 


The trip to Selbina is much the same-as the yoyage over to Mhaura, It's a great place | 


to fish or look for fights. Otherwise, it's smooth sailing to the west. 
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DUNGEONS 


Maze of Shakbrami 


“The Maze” 


wary when entering the Maze at night because of the Ghosts thar haunt the outside 


of the dungeon. Inside are Goblins, Bats, and Maze Makers in the initial areas 


Maze Makers are an ideal source 


ous to fight in this area, because Ghouls will chase anyone who disturbs them. 


Deeper inside the dungeon are Slimes and Scorpions and the nastier Goblins. 
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Stink Bats 
Goblin Ambusher 
Goblin Butcher 
Goblin Tinkerer 
Maze Maker 
Combat 
Carnivorous Crawler 
Ghoul 

Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
Seeker Bats 
Goblin’s Bot 
Poison Leech 
Wendigo 

Maze Scorpion 
Jelly 

Ancient Bat 
Abyss Worm 
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. as it is commonly known, is tucked into northeastern Tahrongi, Be | 


of EXP for lower-level parties. It is more danger- 


Meripbataud Mountains 


Everything feels dry and cracked in Meriphataud. Parties‘can pass through the south 


| without too much trouble, bur the northern mountains are much tougher. More 


aggressive monsters hunt in the northern half of the map, and Drogaroga’s Spine 


| marks that poine of transition. Parties that consist of low and medium levels can 


hunt here if they keep their numbers high, 
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There are two giant bridges found in Sauromugue, The Harbor bridge takes travel- 


ets into the eastern side Of Jeuno, while the Great Jeuno Bridge crosses over into 


Rolanberry, The landscape is blasted and ravaged, clearly showing that it will be gen- | 


erations before all memories and scars from the fighting have faded. 


Though there are some lower-level monsters in this area, many people will bypass 
Sauromugue and rush to meet new allies in Jeuno. Anyone with a desire to fight rea- 
sonably powerful Yagudo, Goblins, and Evil Weapons 


can return here for some 


decent fighting, 
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Old Sabertooth 
Jaw 


Midnight Wings 


Hill Lizard 

Goblin’s Beetle 
Yagudo’s Elemental 
Moon Bat 

Diving Beetle 
Goblin Gambler 
Goblin Leecher 
Goblin Mugger 
fogudo Priest 
Yogudo Theologist 
tudo Vtry 
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Castle Oztroja 


The elite of the Yagudo built Castle Oztroja as their own. Parties with honed pulling 
skills can lure the powerful Yagudo out for fighting. Having mages who are ready to 


cast Escape proves useful if extra Yagudo link and threaten to overwhelm the party. 
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There ore new monsters to fight in the far north 
In the frigid paths of Beaucedine Glacier, the 
Gigs watch for hapless folk to attack. There is 
neither remorse nor pity in the north, and there 


are few adventurers, merchants, and explorers 


| who have the courage to attempt even the first 
There are few powerful linking monsters within the Citadel. Just about all of the leg of the journey into Fauregandi 
monsters are still aggressive, though, so don't throw caution to the wind. The Evil 


Weapons in this dungeon are much more powerful than the ones found outside; they 


provide exciting fights for organized groups. 
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| monsters are aggressive. Tigers, Goblins, and Gigas are prominent around the periph- 
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Accessible from the Ranguemont Pass, the Glacier is a terrible place to walk. Footing 


is uncertain, the weather is testy during the most mild seasons, and practically all the 
} ery, with the Gigas being the most dangerous, Remember that most of the enemies 
Fallen Evacuee 
Puroboros 


|} in Beaucedine use sight co track their prey. 
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Shadows, Bats, and magical beasts ward the secrets of Fei’ Yin. The area is much larger 
on the inside than it appears, and there are many modes of tracking that are used here. 
All of the magical beasts (Clockwork Pods, Drones, and Golems) are drawn to magic 
(just like elementals), so be wary before encouraging additional monsters to attack. 
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Travel through East Ronfaure to enter the Pass. Stick with a north-easterly heading 
whenever possible to avoid getting sidetracked, and don't be fooled by the enemies 
near the southern entrance to the area. Those who press onward will face monsters 
around level 30 or so, and there isn't much room to avoid these aggressive hunters. 


Estat =| 


Still, the path isn't safe or fast, and even the most hardened of adventurers will face 
a challenge when traversing these caves. 
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Nothing short of a party near leyel 40 should even poke their heads into the 


Xarcabard area, The Demons and Gigas monsters are the worst encountered thus far, 


but even the Lost Souls and Cursed Weapons are substantially intimidating. 
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Clippers and Land Worms are awaiting a fight here. They are very nice targets for 
combat and leveling for parties around leyel 20. Although it's a somewhat dangerous 


trip just to arrive here, the EXP gained from these monsters will pay for the headaches 


| incurred along the way, Dancing Weapons will add an extra level of challenge when 
| s } 2 g 


this process slows, at which point it’s probably time to. move on to Delkfurt’s Tower. 
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Gigas’s Leech 
Dork Bats 
Greater Puai 
Lond Worm 
Qufim Pugi 
Seeker Bats 
Clipper 
Ancient Bat 
Glow Bat 
Doncing Weapon 
Dancing Weapon 
Giant Ascetic 
Giant Hunter 
Giant Ranger 
Giant Trapper 
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Gigas’s Leech 
Goblin’s Leech 


Greater Pugil 


Behemoth 's Dominion 


The word Behemoth evokes an image of a fierce enemy from the past. Even entering 


an area of like name seems like folly. However, there are no linking monsters in the | 


Dominion, and monsters from levels 40-50 await willing parties. Grouping against | 


the higher-level Demonic Weapons ts a way to level up even after the rest of Qufim 
has dried up. 


NAME 


The range of monsters inside the tower isn't great, which makes life a bit easier for 
most parties. After becoming accustomed to the dynamics of the area, even an unfor- 


tunate link from an unseen Gigas or Goblin won't cause more than a fast evacuation. 


NAME FAMILY 


Gigos's Bt 
Seoker Bots 
Ancient Bat 
Gigos's Bats 
Goblin Gambler 
Goblin Leecher 
Goblin Mugger 


Gigas Punisher 
Gigas Sculptor 
Mogic Urn 

Light Elemental 
Thunder Elemental 


| Many monsters in the middle level of the tower are still of the same type and level. 
| Only a few of the weaker Bats and such have fallen off the scale. 
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Goblin's Bat 
Gigas's Bat 
Mold Bats 
Stirge 
Tower Bats ) 
Hager | Moor || | IO! | Ol 
Big Bat 2 | = d 
Giont Gotekeeper 
Giant Guard 


Giant Lobber 


Giant Sentry 
Goblin Furrier 
Goblin Pathfinder 
Goblin Shoman 
Goblin Smithy 
Magic Jar 

Panzer Doll 
Banshee 

Gigos Jailer 

Gigas Keftlemaster 
Gigas Quorrier 
Gigas Wallwatcher 
Jogd Doll 

Evil Spirit 

Light Elementol 
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In the upper floors of Delkfurt's Tower, Gigas Bats and Elementals are found along 
with the other staples of the tower. 
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Located just off the southwest coast of the conti 
nent of Quon, the Kuzotz region is made up of a 
number of tiny islands, the largest being a 
desert-covered landmass known as Zepwell 
Many centuries ago, the Galka controlled this 
region. However, after on invasion by the 
Antican Empire, the Galko were forced to flee 
their homeland. Now the sands are ruled by the 
overwhelming power of the Empire's armies 


The eastern half of Zepwell Island is made up of this arid desert wasteland. While 


remnants of the ancient Galkan civilization that once thrived here dor the landscape, | 


one may travel many malms without finding a trace of plant or animal life. 
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This enormous expanse of desert covers the entire western half of Zepwell Island, Out 
| of its center rises Revelation Rock, which was once used by the Galka as a location for 


spintual training. To the northeast, one can find the largest oasis of the desert-Rabao. 
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The Outcksand Caves 


Once a thriving metropolis for the proud Galka, these caves still house numerous 
monolithic pillars and statues that, in many places, remain untouched by the sands of 
time. However, long ago, the Antica drove the Galka from their homes, and the tunnels 
were transformed into a giant nest, As a result of the constant digging of entrances and 
exits by the insect-like beings, the caves are relentlessly bombarded with a flow of sand 
from the desert above. It will not be long before the caves are completely filled and a 
piece of Galkan history is lost forever. However, this is of no concern to the Antica. 
to the conflicting mot 
inhabitants of the region-th 
NAME JOB the pirates of Norg, and the savage 
lowlands are often wrapped in turmoil 
Sond Spider 
Helm Beetle 
Sond Eater 
Antican Hostatus 
Antican Princeps 


Antican Signifer 
Scbotonder Bolloor € © | The tropical rainforest known as the Yuhtunga Jungle comprises the majority of the 


Antican Signifer 


Sond Lizard ¢ | turies. In the southernmost part of the jungle, a number of small waterfalls can be found 


AREA 


Vubtunga Jungle 


Elshimo Lowlands. Due to the hot and humid conditions found throughout the arta, a 


variety of plant life, from giant vines to earmivorous flowers, has evolved over the cen- 


in a place known as the Hidden Valley. According to local legend, faeries gather around 


the falls, and the Mithra of Kazham often travel here as part of their purification rituals, 
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This giant sea cave was dug out of the western Elshimo cliffs by the amphibious 
beastmen known as the Sahagin. The cave is supposedly named for the center figure 
in the Sahagin religion-a sea serpent that once lived within the grotto, The stench of 
rotting fish and the whale oil used ro light the torches often keep adyenturers with 


weak stomachs at bay. 
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Elshimo Uplands 


The tropical Yhoator Jungle covers most of the Elshimo Highlands. While similar 


to the Yuhtunga Jungle, the overall altitude increase results in slight wildlife differ- 


ences. Also, this jungle is teeming with the ruthless Tonberries. If a Mithra’s prey | 


; f " F a | nature has taken its course Over the Centuries, and now giant trees 
escapes into this deadly jungle during a hunt, she will not follow, recognizing that | . 


the animal has chosen death over capture. 
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Goblin’s Bee 

Clipper 

Greatar Pu 

Yhoator Mandragora 
Goblin Pathfinder 
Goblin Shaman 
Goblin Smithy 
Big Jaw. 


White Lizord 

Yhoator Wasp 
Tonberry’s Elemental 
Young Opo-opo 
Goblin Digger 

Goblin Reaper 
Makara 


Worker Crawler 
big Jaw 

Goblin Poacher 
Goblin Robber 
Goblin Trader 
Tonberry Creeper 
Tonberry Horasser 
Tonberry Hexer 
Master Coeur! 
Goblin’s Boe 
Tonberry’s Elemental 
Tonberry’s Elemental 
agora Pug 
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Hidden deep within the dense jungle of Eastern Elshimo lies a dark, ancient temple, 


| While it ts not known by whom, or for what reason this temple was built, it is cur- 


rently occupied by the Tonberries, who use it as a place to worship the evil deity 
Uggalepih. The local Mithra fear this “temple of misery,” and advise that all keep 


their distance. The technology used to construct its walls and pillars suggest chat a 


| high level of civilization was once centered m the surrounding jungles. However, 


s and plants slowly 
eat away at this once mighty structure, 


LEVEL 
FAMILY BEH APP 
WH OMAY 


etme feet 8 8G 
Uggoleit Lesh (2/@lO| [ol 

Uggalepih Leech 

Temple Opo-opo 

Tonberry Cutter 

Tonberry Cutter 

Tonberry Harrier 

Tonberry Horrier 

Tonberry Stolker 

ten 


NAME DETECT JOB 


Water Elemental 


a 
ms Oo OM 
Inbar Dinoye | tobery | | Ol! |S! | 


iby || Ho 1O|O!| 1O| | 

iy | | 7 |OlO| 1O| | 
| totery | 1 HOO! |O| 
po Ee OR 2) 
| tat | ot | 


Tonberry Maledictor 
Tonberry Pursuer 
Tonberry Stobber 
Hover Tank 
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LEVEL 


Dug by the Tonberries, this stretch of tunnel extends deep beneath the Temple of 
Uggalepih. It is said that the Tonberries chanted curses while digging, and thar these 
curses still remain, embedded within the walls of the caves. Every night, the Tonberries 
gather here to pledge their hatred towards the five races of Vanadiel. They inflict cuts 


upon themselves and pour their blood onto altars, hence strengthening their rancor. 
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Tfrit’s Cauldron 


| Ifrit's Cauldron is another name for the lava-filled crater located atop Mount Yuhtunga. 


It is within this crater that the monsters known as “bombs'’ are thought to be born, In 


| exchange for protection against eruptions, for centuries the Mithra in Kazham have 


offered sacrifices to appease the cauldron’s dwellers. Due to the large amount of vol- 


| canic gas that fills the area, extended trips to Ifrit's Cauldron are not recommended. 
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It should come as no surprise to all of you RPG veterans out there that the world of Vanaidiel ts teaming with fierce and dangerous monsters of which you should beware 


whenever you step outside of the safety of a town or city. Some of them are quite casy to defeat on your Own, while others require a greater show of force to subdue. Remember, 


whenever you venture into unknown territory there is always safety in numbers. You can bet that the monstrous denizens of Vana‘diel already keep that in mind! 
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This list covers all of the basic monsters that you might encounter during your travels over land and in the dungeon depths. Use it whenever you want to find a specific 


monster to beat up on or Co know what to expect once you've found ic. 


HOW TO READ THE BESTIARY 


Indicates to which family the monster belongs. Indicates the monster's level range ) tn thar specific location. 


LEV-MIN=Monster’s minimum level. 
AREA oe 


LEV-MAX=Monster’s maximum level. 
Indicates in which areas the monster can be found. 


OB 

Indicates the Monster's Job (if applicable). 

BLM=Black Mage LTG BST=Lightning Beastmaster 
BRD=Bard LTG MNK=Lightming Monk 
BST=Beast Master LTG RNG=Lightning Ranger 
BUR=Buries Items LTG WAR=Lightning Warrior 
DRG=Dragoon MAGE=Mage 


_ 


RDM=Red Mage 
RNG=Ranger 
SAM=Samurai 
SMN=Summoner P 
SMN ELEM=Si mmoni 


DRK=Dark Knight MNK=Monk THE=Thief “3 
ICE BST=Ice Beastmaster NIN=Ninja WAR=Warrior 
ICE MNK=Ice Monk PET=Pet WHM=" d 


ICE RNG=Ice Ranger 
ICE WAR=Ice Warrior 


PET WYV=Pet Wyvern 
PLD=Paladin 


BEHAVIOR (Al) 


Determines how the monster reacts 


when faced with a possible foe. 


EQ=Non-Aggressive 
©)-Attack 
€©)=Link 


Q-Atack + Link 


APPEARANCE 


Determines at what time of the day or 


during what weather conditions certain 


monster's appear. 


® Always Present 


@=Appears at night (17:00-7:00) 


If the monster's appearance ts dependent 


on the weather, it is noted. 


WEATHER TABLE 1 
AU=Avroras 
CLeClouds 

DS=Dust Storms 


WEATHER TABLE 2 


HW=Heat Waves 
$G=Stellor Glare 


$$=Sand Storms 


DETECTION 
Determines how the monster chooses 


its targets, 


@=sigh. Monster chooses torgets by sight | 
vision if it is at night). wel 
©-=sound, Monster chooses targets by 


Ne 
Q)>Mogic. Monster is drawn to enemies who 
use Magic. 


€}=tit Points. Monster is drawn to forgets when their 
HP is below 75%. 


@)=Seent. Determines whether or not the monster 
can identify and pursue on enemy by smell, 
You can use the deodorizers or WHM/RDM 
Deodorize spell to counter this ability. 


BL=Blizzords 
Dk=Darkness 
FG=Fog 
GA=Gales 


5Q=Squalls 


TS=Thunderstorms 
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Air Elemental Lo Theine Plateau 

Tohrongi Canyon . Wi | GA vs 
Buburimu Peninsula a] Wi | GA (#) 
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10 | West Sarutabaruta 
10 | Enst Sarutoboruta 
10 | Inner Horutoto Ruins 
e Outer Horutoto Ruins 
Qufim Island 
Gusgen Mines 
Middle Delkfutt’s Tower 
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Ranguemont Pass 
Inner Horutoto Ruins 


Outer Horutoto Ruins 


Toraimarai Canal 


Inner Horutoto Ruins 


Inner Horutoto Ruins 


Jugner Forest 


Meriphatoud Mountains 
Jugner Forest 
Meriphataud Mountains 
Buburimu Peninsula 
Jugner Forest 

Poshhow Marshlands 
Meriphataud Mountains 
Gusgen Mines 

Valkurm Dunes 
Korroloka Tunnel 

Lower Delkfutt’s Tower 


West Ronfaure 


Pashhow Marshlands 
Palborough Mines 


Beadeaux 
Rolanberry Fields 
Rolonberry Fields 
Bendeaux 


Beadeaux 


Sea ve Grotto 
Pashhow Marshlands 


North Gustaberg 
South Gustaberg 
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Brook Sahagin 


Brutal Sheep 


Bull Dhalmel 
Bullbeggar 
Bulwark Bat 
Bumblebee 


Coctuar 

Comazotz 

Conal Bats 

Conal Pugil 

Canyon Crowler 
Canyon Rarab 
Carnivorous Crawler 


Carrion Crow 


Corrion Worm 


Coterchipillar 
Coterpillar 

Cove Funguar 
Cove Scorpion 


Cave Worm 


Coveberry 
Chamber Beetle 
Champaign Coeurl 
Chaos Idol 
Charging Sheep 
Cheiroptero 


Cherry Sapling 


Gitodel Bats 
Clipper 


Clockwork Pod 


Coustal Sahagin 
Cockatrice 
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Sea Serpent Grotto 
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Castle Oztroja 


Western Altepo Desert 
Fei’Yin 


80 | 
West Sorutabaruta 
East Sarutabaruta 
Ej 
Ei 
a7 | 


47 | Toroimarai Canal 
Toraimarai Conal 
Tahrongi Canyon 


Tohrongi Conyon 


39 | 
13 | 
0 | 
B Poshhow Marshlands 


Crawler 
Rabbit 


a 
7 | 
Crawler : 
West Ronfoure 
Enst Ronfoure . 
King Ranperre's Tomb [x] 
EE 


ca [Pa hott ole! 111 lo} 
Ss Soe Gee ade 
——_— Soe Se 
enn —_[ af tests | 


Kuftal Tunnel 
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Ordelle’s Caves 
Korroloka Tunnel 
Fei’Yin 

Gorlaige Citadel 
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Dark Aspic 


Dark Bats 
Dork Elemental 


Dark Stalker 


Darksteel Quaday 
Darter 
Davoi Hornet 


Davoi Mush 
Davoi Pugil 
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Fight of Coins 
Eight of Cups 
Fight of Swords 
Elder Goobbue 
Elder Quaday 


Emerald Quaday 


Enchanted Bones 


Evil Spirit 


Evil Weapon 
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The following list contains monsters that might catch you if you go out fishing in the 
wild, If you snag one of these on your line and reel it in, you must take it on in battle, 


Be careful when fishing to make 
sure you can handle the monsters 
dwelling in the water. 
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Western Altepo Desert 
Korroloka Tunnel 


Batallia Downs 
Beaucedine Glacier 
Souromugue Champaign 
Qufim Island 


18 a Giddeus 
18 Fort Ghelsba 
18 Lo Theine Ploteau 
20 Batallia Downs 
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Eastern Altepa Desert 


Yhoator Jungle 


The Sanctuary of Zi’Tah 
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Kroken 


Puffer Pog 


Pug Pugil 


Pog 


Qufim Pugil 
Rancid Ooze 
Razorjaw Pugil 


Rock Crab 


Scavenger Crab 


LEVEL 


FAMILY 


Bostaunieux Oubliette 


o 
Ny 


65 | Den of Rancor 
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Toraimarai Canal 


S 


Bostounieux Oubliette 


Den of Rancor 


Grob 


Ship Bound for Selbina 
Ship Bound for Mhaura 


Ship Bound for Selbina 
Ship Bound for Mhaura 


z 


Giddeus 

Fort Ghelsba 

16 | Lo Theine Plateau 
17 | Ghelsa Outpost 

17 | Valkurm Dunes 

18 | Buburimu Peninsula 
Fort Ghelsba 
Ghelsba Outpost 
Giddeus 

Lo Theine Plateau 


Ghelsba Outpost 
Giddeus 
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Slime 
Pugil Yhoator Jungle 
Den of Rancor 


Western Altepa Desert 
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Cope Teriggan 
Grab Toraimorai Canal 
Den of Rancor 


Sea Serpent Grotto 


Cape Teriggan 


Crab 60 The Boyahda Tree 
60 Kuftal Tunnel 


Ship Bound for Selbina 
Ship Bound for Mhaura 


Ordelle’s Caves € 


27 | Qutim Island 
Ordelle's Caves ©) 


Sea Bishop 


Spring Pugil 
Stag Crab 


Stygian Pugil 


Swomp Leech 
Swamp Pugil 
Thickshell 

Thread Leech 


Uggalepih Leech 
Vepar 


Wodi Leech 


LEVEL 


FAMILY AREA 


a 
28 | Ship Bound for Selbina 

a Eel 
Pugil Ship Bound for Selbina 


Palborough Mines 


Valkurm Dunes 


Batallia Downs 


Buburimu Peninsula 
Rolanberry Fields 
Savromugue Champaign 
Korroloka Tunnel 
Palborough Mines 
Pashhow Marshlands 
Ordelle’s Caves 

Valkurm Dunes 
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Crab 


Buburimu Peninsula 


Jugner Forest 


The Boyahda Tree 
Kuftal Tunnel 
Cope Teriggan 
Kuttal Tunnel 


Cope Teriggan 
Sea Serpent Grotto 


Poshhow Marshlands 


Jugner Forest 
Pashhow Marshlands 


Ordelle's Caves 
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Dongruf Wadi 
Leed 
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Beaucedine Glacier 
Qufim Island 


Dongruf Wodi 


Leech 7 
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Temple of Uggalepih 
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Notorious Monsters 


Notorious Monsters NM ) are special monsters found occasionally in the world of Vanadiel. If you come across one, be prepared for a fierce battle. These monsters are known 


to be rough to defeat! However, rumor has it that NM are also known for the rare items they drop. Consider grabbing some friends and going on NM hunts whenever you can. 


NOTORIOUS MONSTERS 


NAME AREA 


Adamantoise Valley of Sorrows 
Agas The Boyahda Tree 
Ahtu Batollia Downs 
Alkyoneus Upper Delkfutt’s Tower 
Fei'Yin 


Amemet Kuftal Tunnel 
“Amikiri Gustav Tunnel 
Ancient Goobbue The Boyahda Tree 
Ancient Vessel Quicksand Caves 
Ancient Weapon Behemoth’s Dominion 
Antican Consul Quicksand Coves 
Anfican Magister Quicksand Coves 
Antican Proefectus Quicksand Coves 
Antican Proconsul Quicksand Caves 
Antican Tribunus Quicksand Caves 
Aquarius The Boyahda Tree 
Arachne Kuffal Tunnel 

Argus Maze of Shakhrami 
Arioch Bostaunieux Oubliette 
Ash Dragon Ifrit’s Couldron 
Ashmaker Gotblut Yughott Grotto 
Asphyxiated Amsel Gusgen Mines 
Aspidochelone Valley of Sorrows 
Awd Goggie Crawlers’ Nest 
Axesarion the Wanderer Cope Teriggan 
Baobhan Sith Gustav Tunnel 
Barakbok Davoi 

Baron Vapula Costle Zvah! Keep 
Baronet Romwe Castle Zvoh! Keep 
Baronial Bat Gustav Tunnel 

Bat Eye Ranguemont Poss 
Beet Leafhopper The Boyohda Tree 
Behemoth Behemoth’s Dominion 
Beryl-footed Molberry Temple of Uggalepih 
Bi'Gho Headtoker Beadeaux 

Bigmouth Billy Enst Ronfaure 
Bilopdop Davoi 

Bistre-hearted Malberry Den of Rancor 

Black Triple Stars Rolanberry Fields 
Blind Moby Gusgen Mines 
Bloodpoo! Vorax Poshhow Marshlands 
Bloodsucker Bostaunieux Oubliette 
Bloodtear Baldurf Lo Theine Plateau 
Bloodthirster Madkix Kuftal Tunnel 


Cleuvorion MM Resoaix 
Climbpix Highrise 
Cook Fulberry 

Cook Minberry 

Cook Nalberry 

Cook Solberry 
Corrupted Soffeil 
Corrupted Ulbrig 
Corrupted Yorgos 
Count Bifrons 
Crimson-toothed Pawberry 
Crushed Krouse 


AREA 


Ghelsba Outpost 
Davoi 

Bostaunieux Oubliette 
Ifrit's Cauldron 

Outer Horutoto Ruins 
Ifrit’s Couldron 

Ifrit’s Cauldron 

Ifrit’s Cauldron 
Temple of Uggalepih 
Xarcabard 

Xarcabord 

Xarcabard 

South Gustaberg 
Buburimu Peninsula 
Monastic Cavern 
Palborough Mines 
Gustav Tunnel 


Gusgen Mines 
Western Altepa Desert 
Ifrit’s Cauldron 

Kuftal Tunnel 

Fei’Vin 

Korroloka Tunnel 

Den of Rancor 
Yuhtungo Jungle 

Den of Rancor 

King Ronperre’s Tomb 
Quicksand Caves 
Quicksand Caves 
Garlaige Gtode! 
Xarcabard 

Sea Serpent Grotto 
Temple of Uggalepih 
Souromugue Champaign 
Temple of Uggalepih 
Temple of Uggalepih 
Temple of Uggalepih 


Temple of Uggalepih 
King Ranperre’s Tomb 
King Ranperre’s Tomb 
King Ranperre’s Tomb 
Castle Zvah! Keep 
Temple of Uggalepih 
Gusgen Mines 


AREA 


Sacrificial Chamber 
Ghelsba Outpost 
Fei’in 
Beadeaux 
Meriphataud Mountains 
Korroloka Tunnel 

Castle Zvahl Baileys 
Souromugue Champaign 
Temple of Uggolepih 

| Eastern Altepa Desert 
Davoi 

Sea Serpent Grotto 
Kuftal Tunnel 

Quicksand Caves 

Qulun Dome 

Davoi 

The Eldieme Necropolis 

! Behemoth’s Dominion 
Domon Valkurm Dunes 

The Sanctuary of Zi’Tah 


Outer Horutoto Ruins 


Outer Horutote Ruins 
Crawlers’ Nest 
Bostaunieux Oubliette 
Crawlers’ Nest 
Rolanberry Fields 
Castle Zvah! Baileys 
Eastern Altepa Desert 
Fei’Yin 


Western Altepa Desert 
Ellyllon The Boyahda Tree 
Enogakure Ship Bound for Selbina 
Enkelados Upper Delkfutt's Tower 
Epialtes Lower Delkfutt’s Tower 
Eurymedon Lower Delkfutt’s Tower 
Eurytos Middle Delkfutt’s Tower 
Eyy Man the Ironbreaker Giddeus 
Fafnir Dragon's Aery 
Falcatus Aronei Korroloka Tunnel 
Flauros Temple of Uggalepih 
Fodderchief Vokdek Ghelsha Outpost 
Fogweaver Mozzfuzz Ghelsba Outpost 
Foreseer Oramix Ifrit’s Cauldron 
Forger Konschtat Highlands 


AREA 


Den of Rancor 


Cope Teriggan 
Sea Serpent Grotto 
Beadeaux 

North Gustaberg 
Beaucedine Glacier 
Davoi 

Beadeaux 

Ordelle’s Caves 

Middle Delkfutt’s Tower 
Ordelle’s Caves 
Ordelle’s Caves 
Dangruf Wadi 

Gustav Tunnel 
Quicksand Caves 

Kuftal Tunnel 

Gustav Tunnel 

Volkurm Dunes 

Fei'Yin 

Kuftal Tunnel 

Castle Zvah! Baileys 
Sacrificial Chamber 

The Sanctuary of Zi'Toh 
Crawlers’ Nest 

Gorlaige Gtadel 

The Sonctuary of Zi’Tah 
Kuftal Tunnel 

Temple of Uggalepih 
Den of Rancor 

Dovoi 

Buburimu Peninsula 
Labyrinth of Onzozo 
Lower Delkfutt’s Tower 
Quicksand Caves 

Hoo Mjuu the Torrent Giddeus 

Hundredscar Hajwaj Fort Ghelsba 

Huu Xalmo the Savage Castle Oztroja 

Ichorous Ire Maze of Shakhrami 
Isonade The Sanctuary of Zi’Toh 
Ixtab Upper Delkfutt’s Tower 
Jock of Batons 
Jack of Coins 


Outer Horutoto Ruins 


Outer Horutoto Ruins 


Jack of Cups 
Jack of Swords 

Jaggedy-Eored Jack 
Jommer Leech 


Outer Horutoto Ruins 


Outer Horutoto Ruins 
West Ronfaure 


Korroloka Tunnel 


Jolly Green Poshhow Marshlands 
Juggler Hecatomb Gusgen Mines 

Juv Duzu the Whielwind Giddeus 

Kappa Akuso Yhoator Jungle 
Kappa Biwa Yhoator Jungle 


AREA 


Yhoator Jungle 


Kuftal Tunnel 

Jugner Forest 
Behemoth’s Dominion 
Xorcabard 

Korroloka Tunnel 
South Gustaberg 
Maze of Shakhrami 
Behemoth’s Dominion 
The Boyahda Tree 
The Eldieme Necropolis 
Ifrit's Cauldron 
Lobyrinth of Onzozo 
Batallia Downs 

Lo Theine Plateou 
Gustay Tunnel 
Toraimarai Canal 
Ifrit’s Cauldron 
Western Altepa Desert 
Bostaunieux Oubliette 
Temple of Uggalepih 
West Ronfaure 
Valkurm Dunes 

Costle Zvahl Baileys 
Castle Zvchl Baileys 


| Sea Serpent Grotto 


Crawlers’ Nest 
Costle Oztroja 
Lobyrinth of Onzozo 
Gustav Tunnel 

Upper Delkfutt’s Tower 
Beadeaux 

Monastic Cavern 
Castle Oztroja 

The Boyahda Tree 
Temple of Uggalepih 
Den of Rancor 
Castle Zvaht Baileys 
Toraimarai Conal 
Kuftol Tunnel 

Sea Serpent Grotto 
The Eldieme Necropolis 
Crawlers’ Nest 
Garlaige Gtadel 
Ifrit's Cauldron 
Quicksand Caves 
Yuhtunga Jungle 


Fei'Yin 


Den of Rancor 
Sacrificial Chamber 


The Sanctuary of Zi'Toh 


AREA 


Castle Oztroja 
Ordelle’s Caves 
Korroloka Tunnel 
Sea Serpent Grotto 
Behemoth’s Dominion 
Labyrinth of Onzozo 
Sea Serpent Grotto 
Gustav Tunnel 
Labyrinth of Onzozo 
Ordelle’s Caves 
Dragon's Aery 
Palborough Mines 
Temple of Uggalepih 
Temple of Uggalepih 
Palborough Mines 
Fei’Yin 

Sea Serpent Grotto 
Beaucedine Glacier 
Quicksand Caves 
Sea Serpent Grotto 
Costle Oztroja 

Den of Rancor 
Middle Delkfutt's Tower 
Garlaige Gtadel 


Davoi 


> 
wee 
= 
& 
S$ 
=e 
Se 
8 
> 


AUVILSI8 


Toraimarai Canal 

Valkurm Dunes 

Middle Delkfutt’s Tower | 
Ghelsba Outpost | 
Monastic Cavern | 
Ghelsha Outpost 
Labyrinth of Onzoz0 
Monastic Cavern 

The Eldieme Necropolis 
Sea Serpent Grotto 
Upper Delkfutt’s Tower 
Jugner Forest | 
Lobyrinth of Onzozo | 
Kuftal Tunnel 


Bostaunieux Oubliette 
Kuftal Tunnel 
Behemoth's Dominion 
Davoi 

Ordelle’s Caves 

Middle Delkfutt's Tower 
Upper Delkfutt’s Tower 
Quicksand Caves 
Quicksand Caves 
Gusgen Mines 

Gusgen Mines 


Davoi 3 4 3 


Queen Crawler 
Queen of Coins 
Queen of Swords 
Quil the Shellbuster 
Quu Domi the Gallant 
Rampoging Ram 
Rancor Torch 
Rhoikos 
Rhoitos 
Roc 
Rompaulion $ Gtolle 
Sable-tounged Gonberry 
Sabotender Boilarin 
Sabotender Bailarina 
Sabotender Enomorado 
Sabotender Mariachi 
Sacrificial Goblet 
Sogittorius X-XIll 
Salamander 
Scythe Victim (MAGE) 
Scythe Victim (WAR) 
| Sea Hog 

‘Sea Hortor 

Sea Horror 

Serket 

Serpopard Ishtar 


Skewer Som 

Skull of Envy 

Skull of Gluttony 
Skull of Greed 
Skull of Lust 

Skull of Pride 

Skull of Sloth 

Skull of Wrath 
Smothered Schmidt 
Soulstealer Skullnix 
Southern Shadow 
Sozu Bliberry 
Sozu Rogherry 
Sozu Sarberry 
Sozu Terberry 
Spiny Spipi 
Steelbiter Gudrud 
Steelfleece Baldorich 
Stinging Sophie 
Stolas 
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AREA 


Crawlers’ Nest 

Outer Horutoto Ruins 
Outer Horutoto Ruins 
Sea Serpent Grotto 
Castle Oztroja 
Konschtat Highlands 
Den of Rancor 

Middle Delkfutt’s Tower 
Middle Delkfutt’s Tower 
Souromugue Champaign 
Temple of Uggalepih 
Socrifical Chamber 
Quicksand Caves 
Quicksand Caves 
Western Altepo Desert 
Kuftal Tunnel 

Temple of Uggalepih 
Quicksand Coves 

Ifrit’s Couldron 

Middle Delkfutt’s Tower 
Middle Delkfutt’s Tower 
Sea Serpent Grotto 
Ship Bound for Selbina 
Ship Bound for Mhaura 
Gorloige Gtadel 
Tahrongi Canyon 
Bostaunieux Oubliette 
Xorcabard 
Bostauniewx Oubliette 
Rolanberry Fields 
Rolanberry Fields 
Garlaige Citadel 

The Eldieme Necropolis 
The Eldieme Necropolis 
The Eldieme Necropolis 
The Eldieme Necropolis 
The Eldieme Necropolis 
The Eldieme Necropolis 
The Eldieme Necropolis 
Gusgen Mines 
Lobyrinth of Onzozo 
Fei'Yin 

Den of Rancor 

Temple of Uggalepih 
Temple of Uggalepih 
Temple of Uggalepih 
East Sorutabaruto 
Davoi 

Konschtat Highlands 
North Gustoberg 

Cope Teriggan 


NAME 


Stray Mary 
Strongarm Zodvad 
Sturm 

Sturmtiger 
Suparna 

Suparna Fledgling 
Sureshot Snatgot 
Taifun 

Torasque 
Tawny-fingered Mugherry 
Toxim 

Temple Guardian 
Thousondarm Deshglesh 
Throe-eyed Prozpuz 
Tigerbone Bokdak 

Tipho 

Tom Tit Tat 

Tonberry King 

Tonberry Pontifex 
Tottering Toby 

Triorius 1V-XIV 

Triarius X-XV 

Tribunus Vil 

Trickster Kinetix 

Trombe 

Trompe U'0eil 


Tros 


Voo Hujo the Erudite 
Volkurm Emperor 
Valor 

Vermilion-cared Noberry 
Virid-Faced Shanberry 
Viscount Morax 

Voll the Sharkfinned 
Voluptuous Vivian 
Vouivre 

Yuu Pugu the Beguiler 
Wandering Ghost 
Woraxe Beak 
Warchief Vatgit 

Water Leaper 

Western Shadow 
Western Sphinx 


AREA 


Konschtat Highlands 
Ghelsba Outpost 
The Eldieme Necropolis 
Batallia Downs 
Batallia Downs 
Batallia Downs 
Ghelsha Outpost 

The Eldieme Necropolis Avot 
Ifrit’s Cauldron Yallery Brown 
Den of Rancor 
Gustav Tunnel Yowie 
Temple of Uggalepih Yum Kimil 
Ghelsba Outpost 
Davoi Thuy Buxu the Silent 
Davoi Zi'Ghi Boneeater 
Yuhtungo Jungle 
West Sorutabaruta 
Temple of Uggalepih 


Den of Rancor 
Batallia Downs 
Quicksand Coves 
Quicksand Caves 
Quicksand Caves 
Qufim Island 
The Eldieme Necropolis 
Temple of Ugaclepih 
Ranguemont Poss 
Eastern Altepa Desert 
Lo Theine Plateau 
Sacrificial Chamber 
Ifrit’s Cauldron 

Castle Oztroja 
Lobyrinth of Onzozo 
Gustav Tunnel 

The Boyahda Tree 
Giddeus 

Valkurm Dunes 
Quicksand Caves 
Socrificial Chamber 
Sacrificial Chamber 
Castle Zvahl Keep 

Sea Serpent Grotto 

The Boyahda Tree 
Ifrit’s Cauldron 

Giddeus 

Gusgen Mines 
Meriphataud Mountains 
Ghelsba Outpost 

Sea Serpent Grotto 
Fei’Yin 

Western Altepa Desert 


AREA 


Yhoator Jungle 
Sea Serpent Grotto 
Gusgen Mines 

Sea Serpent Grotto 
Maze of Shakhrami 
Gustav Tunnel 

Costle Oztroja 

Castle Oztroja 

Temple of Uggalepih 
Sea Serpent Grotto 
Kuftal Tunnel 

The Eldieme Necropolis 
Qulun Dome 

Giddeus 


Palhorough Mines 
Beadeaux 
Sea Serpent Grotto 
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The following tables list all of the monsters in the game by family. If you are looking for certain items that only members of a specific family drop, then this is the i 
place to look first! In addition, you can also use this list when planning skillchain and magic boost combinations, especially in conjunction with the skillchain chart on = 
the following pages. Ss 
a 
AHRIMAN FAMILY > 
Weak Against; Unknown 
Ahriman Deadly Iris Morbid Eye 
Bat Eye Evil Eye 
Deadly Eye Floating Eye 
ANTICA FAMILY 
Weak Against: (@) 
Antican Aedilis Antican Funditor Anticon Retiarius 
Antican Antesignanus Anticon Hastatus Anticon Sagittarius ms 
Anticon Auxiliarius Antican Hoplomachus Antican Secutor > 
Antican Centurio Anticon Lanista Antican Signifer - 
Antican Decurio Antican Legatus Antican Speculator 
Antican Eques Anticon Praetor Anticon Triarius 
Antican Essedarius Antican Princeps Anfican Veles 
Antican Faber Anticon Quaestor 
BAT FAMILY 
Weak Against: @ © 
Acro Bat Giant Bat Plague Bats 
Ancient Bat Gigas’s Bat Poison Bat 
Bastion Bats Gigos’s Bats Sand Bats 
Bat Battalion _| Glow Bat Seeker Bats 
Battle Bat Goblin’s Bat Siege Bat 
Battue Bats Goblin's Bats Spectacled Bats 
Big Bat Grave Bat Star Bat 
Black Bat Greater Gayla Stealth Bat 
Blade Bat Greater Gaylas Stink Bats 
Bulwark Bat Grotto Bats Stirge 
Camazotz Hell Bat Succubus Bats 
Canal Bats Hognosed Bat Tomb Bat 
Cheiroptera Impish Bats Tower Bats 
itodel Bats Incubus Bats Undead Bats 
Combat Lesser Gaylas Underworld Bats 
Dark Bats Midnight Wings Vompire Bat 
Ding Bats Mold Bats Werebat 
Dire Bat Moon Bat Wind Bats 
Fledermaus Mouse Bat Wingrats 
Funnel Bats Night Bats Wolf Bat 
Gale Bats Nightmare Bats Wood Bats 345 
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BEE FAMILY 
Weak Against: @ 


Bumblebee Giddeus Bee Temple Bee 
Davoi Hornet Goblin’s Bee Volcano Wasp 
Davoi Wasp Huge Hornet Water Wasp 
Death Jacket Huge Wasp Wespe 

Death Wasp Killer Bee Yhoator Wasp 
Digger Wasp Maneating Hornet 
Giant Bee Soul Stinger 


BEETLE FAMILY 

Weak Against: B® 
Armet Beetle Desert Beetle Nest Beetle 
Beady Beetle Diving Beetle Sand Beetle 
Blazer Beetle Dung Beetle Scarab Beetle 
Borer Beetle Goblin’s Beetle Stag Beetle 
Chamber Beetle Goliath Beetle Starmite 
Copper Beetle Helm Beetle 


| = 


BIG BIRD FAMILY 


Weak Against: 5) 


Diatryma | Peryton Phorusthacos 


BIRD FAMILY 


Weak Against: 5) 


Akbaba Jubjub lu 
Ba Screamer 


Carrion Crow Vulture 
mm TTS 
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BOMB FAMILY 
Weak Against: ce) 


Azer 
Balloon 
Bifrons 
Bomb 
Enna-enna 
Explosure 
Feu Follet 


COCKATRICE FAMILY 


Fox Fire 
Grenade 
Hellmine 
Ignis Fotuus 
Lava Bomb 
Napalm 


Puroboros 
Fl 


Shrapnel 
Spunkie 
Volcanic Bomb 
Volcanic Gas 
Will-o’-the-Wisp 


Weak Against: © 


Axe Beak 
Cockatrice 


Greater Cockatrice 
Sand Cockatrice 


Tabor Beak 


CARDIAN FAMILY 


Weak Against: Unknown 


Fight of Batons 
Eight of Coins 
Eight of Cups 
Eight of Swords 
Five of Batons 
Five of Coins 
Five of Cups 
Five of Swords 
Four of Batons 
Four of Coins 
Four of Cups 
Four of Swords 


Nine of Batons 
Nine of Coins 
Nine of Cups 
Nine of Swords 
Seven of Batons 
Seven of Coins 
Seven of Cups 
Seven of Swords 
Six of Batons 
Six of Coins 

Six of Cups 

Six of Swords 


Ten of Batons 
Ten of Coins 
Ten of Cups 

Ten of Swords 
Three of Batons 
Three of Coins 
Three of Cups 
Three of Swords 
Two of Batons 
Two of Coins 
Two of Cups 
Two of Swords 


COEURL FAMILY 


Weak Against: © 


Champaign Coeurl 


Coeurl 


Jungle Coeur! 


Master Coeurl 


Torama 
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CRAB FAMILY 
Weak Against: @ @ 


Bigclaw Lond Crab Sea Crab 
Clipper Mine Crab Snipper 
Coral Crab Ocean Crab Stag Crab 
Cutter River Crab Steelshell 
Greatclaw Robber Crab Thickshell 
Ironshell Rock Crab Wadi Crab 
Knight Crab Scavenger Crab 


CRAWLER FAMILY 
Weak Against: ) ® 5) 
Berry Grub Crawler Rumble Crawler 
Canyon Crawler Knight Crawler Soldier Crawler 
Carnivorous Crawler Lorva Worker Crawler 
| Caterchipillar Meat Maggot 
Caterpillar Processionaire 


= 
DARK STALKER 
Weak Against: Q) Q 
Dark Stalker Shode Specter 
Ka Shadow Spriggan 


DEMON FAMILY 

Weak Against: Q 
Abyssal Demon Demon Knight Dread Demon 
Arch Demon Demon Magistrate Gore Demon 
Blood Demon Demon Pawn Judicator Demon 
Demon Chancellor Demon Warlock Stygian Demon 
Demon Commander Demon Wizard 
Demon General Doom Demon 


DHALMEL FAMILY 
Weak Against: © @ 


Bull Dhalmel | Desert Dhalmel Wild Dhalmel 
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DOLL FAMILY 

Weak Against: @ 

Branding Iron Drone Living Statue 
Chaos Idol Iron Maiden Panzer Doll 
Demonic Doll Jagd Doll Talos 


DOOMED FAMILY 

Weak Against: QO 

Doom Toad Foul Meat Tainted Flesh 
Fetid Flesh Rotten Sod 


ELEMENTAL FAMILY 

Weak Against: Varies 

Air Elemental Fire Elemental Tonberry’s Elemental 
Dork Elemental Ice Elemental Water Elemental 
Demon's Elemental Light Elemental Yogudo’s Elemental 
Forth Elemental Thunder Elemental 
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FUNGUAR FAMILY 

Weak Against: Q 
Cave Funguar Grass Funguar Myxomycete 
Death Cap Jugner Funguar Poison Funguar 
Exoray Killer Mushroom Shrieker 
Fly Agaric Marsh Funguar Toadstool 
Forest Funguar Myconid 


EVIL WEAPON FAMILY 
Weak Against: ¥) (@) 


Boggart Evil Weapon Poltergeist 
Cursed Weapon Hellish Weapon Vault Weapon 
Dancing Weapon Killing Weapon 

Demonic Weapon Over Weapon 


FLY FAMILY 

Weak Against: @ 

Crone Fly Gallinipper Ogrefly 
Damselfly Goblin’s Dragonfly Sadfly 
Darter Hawker Skimmer 
Dragonfly Hornfly 

Gadfly May Fly 


GHOST FAMILY 
Weak Against: QQ 
Banshee Evil Spirit Phantom 
Bhuta Fantasma Phasma 
Blood Soul Gespenst Revenant 
Bogy Ghost Spook 
Crypt Ghost Hount Utukku 
Erlik Lemures Wraith 
Ftemmu Lugat 


GIGAS FAMILY 


Weak Against; Unknown 
Blizzard Gigas Gigas Butcher Gigas Torturer 
Cold Gigas Gigas Foreman Gigas Wallwatcher a 
Frost Gigas Gigas Hallwatcher Groupel Gigas = 
Giant Ascetic Gigas Jailer Hail Gigas SS 
Giant Gatekeeper Gigas Kettlemaster Jotunn Gatekeeper > 
Giant Guard Gigos Punisher Jotunn Hallkeeper 
Giont Hunter Gigas Quarrier Jotun Wallkeeper 
Giant Lobber Gigas Sculptor Jotunn Wildkeeper 
Giont Ranger Gigas Spirekeeper Rime Gigas 
Giont Sentry Gigas Stonecarrier Sleet Gigas 
Giant Trapper Gigas Stonegrinder Snow Gigas 
Gigas Bonecutter Gigas Stonemason 
GOBLIN FAMILY 
Weak Against: 

Goblin Alchemist Goblin Hunter Goblin Shaman 

Goblin Ambusher Goblin Leecher Goblin Shepherd 

Goblin Bandit Goblin Mercenary Goblin Smithy 

Goblin Bouncer Goblin Miner Goblin Tamer 

Goblin Butcher Goblin Mugger Goblin Thug 

Goblin Digger Goblin Pathfinder Goblin Tinkerer 

Goblin Enchanter Goblin Poacher Goblin Trader 

Goblin Fisher Goblin Raider Goblin Weaver 

Goblin Furrier Goblin Reaper Goblin Welldigger 

Goblin Gambler Goblin Robber 


GOLEM FAMILY 
| Weak Against: l nknown 
Colossus Rock Golem 
Ore Golem Stone Golem 


GOOBBUE FAMILY 

Weak Against: Unknown 
Elder Goobbue Goobbue Farmer Old Goobbue 
Goobbue Goobbue Gardener 
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HECTEYES FAMILY 


Weak Against: Unknown 


Blubber Eyes Hecteyes Toisai 
Dodomeki Million Eyes Thousand Eyes 


Gazer Mindgazer 


HOUND FAMILY 
Weak Against: ) (e) 
Bandersnatch Hati Mauthe Doog 
Barghest Hecatomb Hound Scavenging Hound 
Black Wolf Hell Hound Tainted Hound 
Bog Dog Mad Fox Tomb Wolf 
Gorm Marchosias Wolf Zombie 


KRAKEN FAMILY 
Weak Against: @8 


Devil Manta Morgawr Sea Monk 
Flying Manta Sea Bishop 


Kraken Sea Bronze 


LEECH FAMILY 
Weak Against: Q 
Acrophies Goblin’s Leech Sahagin Parasite 
Big Leech Goobbue Parasite Stickpin 
x Blood Ball Horrid Fluke Thread Leech 
Pa Bloodsucker Huge Leech Uggalepih Leech 
a Bouncing Ball Labyrinth Leech Wadi Leech 
= ; Conal Leech Leech Yogudo Parasite 
2 Forest Leech Poison Leech 
Ss Gigas's Leech Royal Leech 
- 


— 


LIZARD FAMILY 
Weak Against: © @ 
Ash Lizard Mist Lizard Tormentor 
Geezard Riding Lizard War Lizard 
Hill Lizard Rock Lizard Watch Lizard 
Ivory Lizard Sand Lizard White Lizard 
Lobyrinth Lizard Sentry Lizard 
Maze Lizard Steam Lizard 


a — 


MAGIC POT FAMILY 

Weak Against: Unknown 

Clockwork Pod Magic Jar Magic Um 
Droma Magic Jug 

Hover Tonk Magic Pot 


MANDRAGORA FAMILY 
Weak Against: a) ©  #) ® ® 


Korrigan Puck Tiny Mandragora 
Mandragora Pygmaioi Yhoator Mandragora 
Mourioche Sylvestre Yuhtunga Mandragora 


MANTICORE FAMILY 

Weak Against: ro) 

Desert Manticore Labyrinth Manticore Valley Manticore 
Greater Manticore Lesser Manticore 
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MORBOL FAMILY 
Weak Against: a) 


Anemone Morbol 
Demonic Rose Morbol Menace 
Malboro Ochu 


ORC FAMILY 

Weak Against: (9 

Orcish Beastrider Orcish Footsoldier 
Orcish Bowshooter Orcish Gladiator 
Orcish Brawler Orcish Grappler 
Orcish Champion Orcish Grunt 
Orcish Cursemaker Orcish Hexspinner 
Orcish Dragoon Orcish Impaler 
Orcish Dreadnought Orcish Mesmerizer 
Orcish Farkiller Orcish Neckchopper 
Orcish Fighter Orcish Nightraider 
Orcish Fodder Orcish Predator 
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Overgrown Rose 


Orcish Stonechucker 


Stroper 


OPO-OPO FAMILY 
Weak Against: (5) 


Bullbeggar 
Old Opo-opo 


Tebhi | Young Opo-opo 


Orcish Protector 
Orcish Serjeant 


Orcish Trooper 
Orcish Veteran 
Orcish Warchief 
Orcish Warlord 
Orcish Zerker 


ORCISH WARMACHINE FAMILY 


Weak Against: oO 


Orcish Firebelcher | Orcish Flamethrower | Orcish Stonelauncher 


PUGIL FAMILY 
Weak Against: @e 


Asparas Giddeus Pugil Qufim Pugil 
Beach Pugil Greater Pugil Razorjaw Pugil > 
Big Jaw Grotto Pugil Sand Pugil = 
Canal Pugil Lond Pugil Sea Bonze = 
Dagon Makara Sea Pugil = 
Davoi Pugil Ocean Pugil Shoal Pugil 
Demonic Pugil Pirate Pugil Swamp Pugil 
Ferocious Pugil Puffer Pugil Stygian Pugil 
Ghelsba Pugil Pug Pugil Terror Pugil 
Giant Pugil Pugil Vepor 
QUADAV FAMILY 
Weak Against: @ 
Adaman Quaday Emerald Quadav Ruby Quadav 
Amber Quadav Garnet Quaday Sapphire Quadav 
Amethyst Quaday Go'Bhu Gascon Silver Quaday 
Ancient Quaday Gold Quadav Spinel Quadav 
Brass Quadav Greater Quadav Steel Quadav 
Bronze Quadav Iron Quadav Topaz Quaday 
Copper Quaday Mythril Quoday Veteran Quadav S 
Darksteel Quadav Old Quoday Young Quadav s 
De'Vyu Headhunter Onyx Quadav Tircon Quadav a 
Eider Quadav Platinum Quaday 
RABBIT FAMILY 
Weak Against: @@®@ 
Beach Bunny | Hoorder Hore Savanna ora 
Blood Bunny Mighty Rarab Steppe Hore 
Bog Bunny Moss Eater Vorpal Bunny 
Conyon Rarab Pit Hare Wadi Hare 
Forest Hore Rabid Rat Wild Rabbit 
Goblin’s Rabbit Sand Hare 
RAM FAMILY 
Weak Against: Unknown | 
Battering Ram | Tremor Ram 
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SAHAGIN FAMILY 
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Delta Sahagin 


Loke Schagin 


Pond Sahagin 


Rian Sohagin__| Swamp Sahogi 


River Sohagin 
‘Logon Schagin =—_|_Rivulet Schagin 


SABOTENDER FAMILY 
Weak Against: ® ® 


Cour =| Sabotender Bailaor ‘Spelunking Sabotender 


“Sahotende ‘Sobolonder Sedianda 


SAPLING FAMILY 


Weak Against: Q® 


Boyohda Sapling Sobbing Sapling Wondering Sapling 
Caveberry Stalking Sapling Witch Hazel 

erry Sapling 
Slash Pine Walking Sopling 


= f eke ae Se a aes 
Y 
_ SCORPION FAMILY 
Weak Against: (e) @ 
Antares Doom Scorpion Mushussu Ree 
Cave Scorpion Giant Scorpion Scimitar Scorpion eg 
Crawler Hunter Girtab Sulfur Scorpion ¥ 
Cutlass Scorpion Lobyrinth Scorpion Tulwar Scorpion SS 
Den Scorpion Maze Scorpion > 
Diplopod Mine Scorpion 
SHADOW DRAGON FAMILY 
Weak Against; Unknown 
Shadow Dragon | 
SHEEP FAMILY 
| Weak Against: @ oO 
Broo Charging Sheep Omery Sheep | 
Brutal Sheep Mad Sheep Wild Sheep | 
| 
: 
SKELETON FAMILY 
Weak Against: QQ 
Crossbones Fallen Soldier Ship Wight 
Doom Guard Fleshcraver Skeleton Sorcerer 
Doom Mage Ghast Skeleton Warrior 
Doom Soldier Ghoul Spartoi Sorcerer 
Doom Warlock Lich Spartoi Warrior 
Enchanted Bones Lost Soul Tomb Mage 
Fallen Evacuee Magicked Bones Tomb Warrior 
Fallen Knight Mindcraver Wendigo 
Fallen Mage Mummy Wight 
Fallen Major Nachzehrer Zombie 
Fallen Officer Rot Prowler 357 
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SLIME FAMILY 
Weak Against: ay) 


Acid Grease Goblin Gruel Ooze 

Black Slime Hinge Oil Protozoan 
Blob Jelly Rancid Ooze 
Dork Aspic Mousse Rotfen Jom 
Davoi Mush Mush Stroper Chyme 
Giant Amoeba Oil Slick 

Gloop Oil Spill 


SPIDER FAMILY 
Weak Against: ) 


Bark Spider Giont Spider Recluse Spider 
Bark Tarantula Goblin’s Spider Sand Spider 
Desert Spider Huge Spider Sand Torantula 


TIGER FAMILY 


Weak Against: Oe 


Forest Tiger Old Sabertooth Tundra Tiger 
Gigos's Tiger Sobertooth Tiger 
Goblin's Tiger Ovinnik 


TONBERRY FAMILY 


Weak Against: Unknown 


Tonberry Beleaguerer Tonberry Harrier Tonberry Slasher 
Tonberry Chopper Tonberry Hexer Tonberry Stabber 
Tonberry Creeper Tonberry Imprecator Tonberry Stalker 
Tonberry Cutter Tonberry Jinxer Tonberry Tracker 
Tonberry Decapitator Tonberry Maledictor Tonberry Trailer 

Tonberry Dismayer Tonberry Pursuer 

Tonberry Harasser Tonberry Shadower 


TREANT FAMILY 
Weak Against: a) (J) 


Treant | Walking Tree | Weeping Willow 


2 
= 
> 
WORM FAMILY 
Weak Against: (e) © © 
Abyss Worm Flesh Eater Sand Digger 
Amphisbaena Giont Grub Sond Eater 
Carrion Worm Kuftal Digger Stone Eater 
Cove Worm Land Worm Tomb Worm 
Desert Worm Maze Maker Tunnel Worm 
Dirt Eater Ore Eater 
Forth Enter Rock Eater & 
focal he pa 
> 
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WYVERN FAMILY 


Weak Against: (U) 


Hurricone Wyvern Orc’s Wyvern Typhoon Wyvern 
ladon Sahagin’s Wyvern Wyvern 


YAGUDO FAMILY 


Weak Against: ® 


Yagudo Abbot Yogudo High Priest Yogudo Prelate 
Yagudo Acolyte Yogudo Initiate Yogudo Priest 
Yogudo Assassin Yogudo Inquisitor Yogudo Prior 
Yogudo Chanter Yagudo Interrogator Yogudo Scribe 
Yogudo Conductor Yogudo Lutenist Yagudo Sentinel 
Yagudo Conquistador Yagudo Mendicant Yogudo Templar 
Yogudo Drummer Yagudo Oracle Yogudo Theologist 
Yogudo Flagellant Yagudo Persecutor Yagudo Votary 


Yogudo Herald Yagudo Piper Yogudo Zealot 
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To help you put the Family version of the Bestiary into perspective, we've included To maximize the damage dealt, perform a Skillchain + Magic Burst that corresponds 
a Skillchain Table. When you'te out battling, there are three pieces of information to the monster’s elemental weaknesses. That's more difficult to achieve when your 
that you need to become familiar with juggling automatically: (1) Skillchain/Magic party is at a lower level and has fewer Weapon Skills and Spells to work with. 
Burst combos, (2) Monster Family elemental weaknesses and (3) which attacks and 
spells have which elemental attributes. Fortunately all three can be condensed into For example: Your party is taking on a Maze Scorpion in the Maze of Shakhrami. 
simple, easy to reference tables. Scorpions are weak to Fire and Light type attacks and spells. If you have a Monk 
and a Sword-User in your party, chain together the Sword WS Burning Blade with 
First of all, what are Skillchains and Magic Bursts? A Skillchain occurs when you the Hand-to-Hand weapon skill, Combo to create a Fusion Skillchain. Fusion 
chain together two or more Weapon Skill attacks. In order for a Skillchain to occur, Skillchains have both Fire and Light as their elemental attributes—it’s going to hurt 
you must combine the appropriate Weapon Skill attacks in the appropriate order, the Maze Scorpion. A mage would be able to cast Fire on the Scorpion during the 
one right after the other, You cannot just try to combine any Weapon Skill arrack! final WS animation to cause a Magic Burst and cause even more damage. Pretty cool, 
Use the table below to help you figure out which ones combine into a Skillchain huh? 
A Magic Burst occurs when a spelleaster in your party casts a magic spell at the end If you are serious about using Skillchains—you won't have the ability to do anything 
of a Skillchain that corresponds to the Skillchain’s elemental attribute(s). A Fire spell extraordinary until your party has more Weapon Skills and Magic Spells in their 
at the end of a Liquefaction would cause a Magic Burst, arsenal—ause these charts until you can look at a monster and identify its weakness- 


es and how to exploit them from memory. Then you'll really be a fighting machine! 
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ELEMENTAL EQUIVALENCIES MONSTER FAMILY 


SKILLCHAIN TYPE(S) _WEAKNESSES AT A GLANCE _ 
ELEMENT LEVEL 1 ___LEVEL2 SPELL TYPE(S) | 
Fre @)_|—_tiquefacion | Fusion Fire, Burn, ke Threnady -— 
light ©) | _—__Transfxin | —_Fasion Car, Holy, Di, Banish, Dork Threnady oe 
Wind ©) | Detonation | ——Fragmentation | “hero, Choke, Silence, Earth Threnody 
Lightning 7h sae eS | Thunder, Shock, tun, Water Threnody 
forth @_[___—Scision _——_|__Gravitoon __| Stone, Break, Sow, Rasp Lightning Threnody 
Dark "pues ae a Bio, lind Dispel, Drain, Sleep, Absor, Light Trenody 
Water @©)_ | —_Reverberatin _——|_—_—_—_—Distortion | Water, Drown, Pion Fie Trenody =a 
ke @ | —_Indurotion =| —Cistortion =| Blizzard, Fost, Freeze, Poralyze, Bind, Wind Threnody 


SKILLCHAIN CHART _©@ _ 


Weapon Skill Class 
Abbreviations Used: 


You moy hear the term Renkei used when discussing Skillchoins on the internet or dur- 
’ PW ing the game. Renkei is the Japanese name for Skillchain, 


Dholmel : ©O@ 


HTH = Hand to Hand ‘Dall © 
DAG = Dagger Tomes =  ©O 5 
SWD = Sword © 
Sse GSD = Great Sword Elemental = Based on Type = 
Shoulder Tackle @ AXE = Axe 
Spinning Attack @ ease Oe 
SCY = Scythe 
Flat Blade EXE = Polaris 
Raging Axe CLB = Club 
STF = Staff 
KTN = Katana 
Armor Break @ GKT = Great Katana 2 
— BOW = B 8 
Raiden Thrust @ i oes = 
Shining tri i GUN = Gun = 
Seraph Strike = 
Heavy aN HOW TO READ THE SKILLCHAIN = 
Rock Crusher CHART 


Locate the Weapon Skills you want to 
use on the chart, If arrows connect 
them, then you can use them in a 
Skillchain. The direction of the arrow 
between boxes indicates the order in 
which the Weapon Skills must be done. 
For example, to create a Fusion skill 
chain between Red Lotus and Combo, 
Red Lotus must be performed first 
then Combo, If the Weapon Skill : 
name has a (1) or a (2) by it, that indi- Raptor Say estat o 


cates that there are two possible com- 


aa : in )( 
binations using that actack. The num- Sapli 9 ©) © 


ber indicates which Skillchain gets pri- Scorpion ©O 
ority, For example, you want to per- ‘Sea Monk hes ele) 
form a Skillchain with Wasp Sting and — — @1e a 
Red Lotus. Wasp Sting followed by Shadow - ©) O) eae 
Red Lotus can produce either a Sheep OO 
Freezebite © oe Seilenen or a Ghia ©O 
: -iquefaction Skillchain, but the os a aia 
Liquefaction version will always get Sime “ = i® 
Shadow of Death o priority over the other. Tiger ©@ 
Treat ©@ 
Level 2 Skillchains are indicated by a Tema ee ere Qereery 
double atti ‘These’ Skilichains ace . [aaa OQ _ 


only more powerful In that they have Wyvern ©) 
two elemental attributes. Yogudo 
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Due to all of the lingo in online games, 


n for each. 


synonyms are listed here, along with a short definiti 


GLOSSARY OF TERMS 


Aggro (Synonyms: Aggression, Enmity) Aggro is accrued when taking vari- 
ous actions against a monster, The easiest way to gain aggro comes from 
hitting a monster with a melee weapon, ranged attack, or combat spell. 
However, healing a character that is striking a monster will accrue aggro 
from that enemy. 


character's effe 


Agility (AGI) Agility determines 


attacks; it also has a substannal Impact on a person's chance to dodge 


eness with ranged 


enemy attacks. 


Alliance Multiple groups of characters can participate in fighting and raiding 


entire areas to obtain loot and glory. These meta-groups are called alliances 


Uncommon at lower levels, alliances are required to defeat some of the 


most devastating and awesome monsters tn Vanadiel. 


Area The world of Vanaidiel is divided up into independent areas. Characters 
who pass beyond the borders of an area experience a moment of darkness 
as they enter a new area. These borders mark the point at which no monster 


can cross; thus, safety from monsters is available by running to the end of 


an area (if you can make it that far 


Area of Effect (AoE) Area of effect spells target a single monster, but affect 
all other monsters within close proximity to the target. This can cause 


multiple allies or enemies to be affected by the spell. 


Artifa 


armor often add to the primary attributes of their job. The quests for 


ct Armor (AF) High-level armor that is job-specific. Pieces of such 


these begin after level 40. 


major city that 


Auction House (AH) There are auction houses in es 


enable players to sell items to each other withour actually being present at 


the time of sale. Once the sale is complete, the money is then delivered to 
characters’ Mog Houses, If an item goes unsold after nine weeks Vanadiel 


time, the item will be returned to the characters on the spot. 


s section exposes new players to the community's various terms. Frequently-used terms and all of theit 


Away From Keyboard (AFK) This means that a player will be away from the 
) Pa) 


computer for a short time. Usually this ends when the person arrives and 


types “Bac 


Bastok Bastok is a city of industrial might. Sheltered by the grey mountains 


of the south, Bastok is home to the mighty Galka and versatile Humes. 


Be Right Back (BRB) Similar to AFK, this often means that a person will 
be away from his; her computer for a moment T his Is also occasionally 
used to mean that a character will leave a group for a moment to take care 


of something (heal a nearby friend, etc.). 


Beastmen Humanoid monsters that sided with the Shadow Lord during the 
war. They take control ot areas that aren't currently held by one of the 
three major cities, I he be astmen are constantly engaged na struggle to 


tear control away from the civilized nations and hold the land in anarchy 


Bidding (Synonym: Lotting) Party treasure is often divided by “casting lots.” 
This bidding process is done by choosing items from the menu and cast- 


ing a lot for each one that is desired. 


Bind (Synonym: Root) Bind spells hold a target in place and keep them from 


ad icing. Althoug 1 still free to cast spells and fire ranged weapons, this 


can destroy the effectiveness of melee-based monsters and characters. 


eebling magic makes it more difficult for the affected target to 


Blind This e 


hit with ranged and melee attacks for a considerable duration. 


Camp (Synonym: Farming) An area where a hunting party sets up. Camps 


usually rely on one characte rto pull the ne arby monsters back to the party. 


ps are chosen for relative safety but a vast supply of local 


Usually, car 


monsters, 


Cap (Synonym: Maxed) Skills become “capped” at a certam point in each level 
\ this cap is raised with each mncrease in a character's current job level }e Once 


capped, no amount of use will mncrease that skill until the cap is raised. 


Chain Cast (Synonym: Spam Cast) When something goes wrong and a battle 


starts to turn against the party, the group leader may call for mages to chain e 
Sea . } sens: 7 - - — 
cast. This means that they should abandon any sense of magic conservation a 
and throw spell after spell to heal the party and kill any aggressors. = 
} ee => 


Charisma (CHR) This attribute is important for Bards and Beastmasters, as 
it is the primary attribute that controls Bard songs and how effective a 


Beastmaster is when charming a monster. 


Check The check command reveals to players an idea of a monster's relative 
power (this ts based on the current level of the character). Even Matches 
are usually extremely challenging for a solo player, and anything higher is 
only possible with lots of luck, the best equipment, a party, or a higher- 


level ally to enhance or heal the character during combat. 


Conquest Each of the three starting nations in FINAL FANTASY XT are vying 
for land and prestige, Characters who participate in the conquest of 
Vana‘diel can have special city guards cast Signet on them. This causes 
every kill of the character to count toward a greater nation yictory in that 
region. Each death, however, also counts against the player's favored city. 
Areas under a nation’s control will become better hunting grounds for 


players of that nation | cry stals will drop as loot after battles }e 


Crafting There are several crafting skills in FINAL FANTASY XE These skills 
are used for making items out of lesser goods and treasure. When com> 
bined, certain ingredients form powerful equipment that is worth far more - 


than the sum of its parts. 


Damage Over Time (DOT) Spells like “Poison” cause a certain amount of 
damage to a target for a specified period of time. These effects are known 


as damage over time for just that reason, 


Dexterity (DEX) Dexterity is a combat attribute that affects a characters 


melee success rate and the chance to land a critical hit. 


Drop (Synonym: Loot) Treasure that ts gained by killing monsters 1s called 


loot ora drop { because the monster “drops” the item), 


aan Elvaan are a race of strong people with fierce devotion to whatever 
cause they choose. Although slow, the Elvaan have strength and vitality 
that goes far beyond expectations, Elvyaan also make potent melee charac- 
ters. Although lacking a decent pool of magic from which to draw, Elvaan 
make skilled healers with what they can cast. The Elvaan hail from the 
kingdom of San d'Oria. 


Emote (/em) Emotes are gestures thae can be made with a character (for 
g \ 
pointing, dancing, or many other expressions), Many emotes have built-in 


descriptions and animations, alchough players can use the /em command 


to type in their own description of any action, 
Enfeeble The opposite of enhancing magic, enfeebling magic takes away 
from targeted stats. Mages cast these spells on enemies to prevent them 


from attacking as well or as often. 


Enhance Enhancing magic raises various character stats, For example, 


Protect,’ a White Mage spell, raises defense. 


Enmity (Synonyms: Aggro, Aggression 


Experience Points (EXP) Experience Points control when a character gains 
a level. When a person's EXP reaches its goal, that character gains a level 


in their main job, 


Extra Job After gaining level 30, characters can seek specific NPCs to com- 
plete extra job quests, These jobs are not available until their quests are 


completed, 
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Fame Fame is a hidden stat that increases when a character completes a quest. 
Having higher fame enables a character to seek important quests later in 
the game (such as those for Race-Specific Armor). High fame also 
decteases the cost of items in general stores. 


Galka The Galka, a playable, asexual race, hail from Bastok. These gigantic 
humanoids are strong, hearty, and make some of the finest melee-fighters 
in the land, Gifted with greater Vitality than the other races, the Galka can 
take as much pain as they dish out. 


Game Master (GM) Game Masters are spread throughout the world to ensure 
that people don't get stuck because of a glitch or harassed by players and 
exploits. 


Gardening This craft of growing seeds in one's Mog House takes time and 
patience, for it is quite tricky, Yet, this is a useful way to find special crystals 


and certain rare items. 


Got to Go (GTG) This term often means that a player must leave a group, 
or perhaps is logging off the game for the evening. 


Graphic User Interface (GUI) The game's graphic interface is what you see 
on the monitor while playing. The central parts of the GUI are the log 
window, lower menu, upper menu, status bar, and view area, 


Grats (Synonym: Congratulations) Wishing someone congratulations is 
done commonly after a person has gained a level. 


Group Characters can join together to fight more effectively, gain more expe- 
rience, and seek greater challenges in a group setting. These clusters of 
aligned characters are called groups or parties. 


Guild (Synonym: Linkshell) Characters can find crafting items and assis- 
tance at the specific guilds for each craft, Several people in each guild can 
also enhance a character's skill in one craft for a short time, 


Heal (Synonyms: Rest, Med) Healing gives characters a chance to sit down 
and regenerate lost hit points and magic points. During this time, howev- 
er, tactical pomts fall. Characters cannot moye, fight, or cast spells while 
resting, but they can talk to each other, 


Hit Points (HP) (Synonym: Health) Hit points are a measure of a charac- 
ter’s life. When wounded by an attack, a character's current hit points fall. 
If a character's HP reaches zero, he or she is knocked out, requiring a 
Raise spell or a return to their home point before you are able to act again. 


Hume Humes are the most basic of races, closely resembling the humans of 
our world. Statistically average in all attributes, this race can learn almost 
anything. Versatile jobs and job combinations are wise when Humes are 
involved. Humes come from Bastok, where their ingenuity has trans- 
formed the land into a place of steam power and industrial might. 


Incoming (INC) When a monster is about to attack, a player will usually call 
out “Incoming” to their group. This warns everyone that a monster, 
whether pulled or not, is about to join the fray. 


Intelligence (INT) The attribute of intelligence focuses on a character's abil- 
ity to deal damage with magic. 


Inyite Group leaders can invite other characters to join their group. Thus, 
people asking for an invite are seeking a group to hunt with. 


Job In FINAL FANTASY XI, characters can switch between jobs. A character's 
main job refers to the job that is currently being raised by that character. 
Job changing is done at each character's Mog House. 


Job Ability Job Abilities are granted by a character's current job and their 
support jobs (if applicable), These are timed abilities that enable players 
to endure greater trials, given proper use. Some of the slowest ones are on 
two-hour timers, thus requiring deliberate use for maximum effectiveness. 


K.LT. (Synonyms: “Kill In Transit,” Kiting) Kiting is a battle tactic that 
involves stringing an enemy along. One character (preferably one with 
speed or a dependable taunc) will draw an enemy's aggression and race 
along with the monster in tow, This can be used to expose monsters to 
substantial missile and spell attacks, or the puller can lead enemies from 
dangerous regions back to a safe spot where the party can unleash an 
ambush. With the right terrain, one character can kite and throw spells 
into a pursuing enemy, although this is very difficult to accomplish. 


Level A character's level is a measure of his/her experience. This number pro- 
vides a quick way to estimate the power of other players. Levels also make 
a huge difference when confronting the monsters of the land (higher levels 
give players a chance to defeat dire threats). 


Line of Sight (LOS) This is the path of vision that leads away from your 
character, thus determining which monsters can be targeted and attacked 
(especially important for spells and ranged attacks), Certain terrain can 
block LOS, but other characters can’t block it. 


Link (Synonyms Add) Monsters that link assist each other when parties 
attack. If there are multiple targets in the same area, linking allows them 
to rush forward and form their own party against the adventurers! This can 
be highly dangerous, and linking enemies are often attacked more cau- 
tiously because of it. 


Linkshell Group Linkshell Groups consist of a circle of chatting characters 
that cannot be separated by any distance. The leader of a linkshell group 
passes around linkpearls that allow the characters to speak as if they were 
in a party with everyone else in that linkshell group. 


Log Out (Synonym: Logging) Logging for the night is done at the end of an 
adyenture. Solo characters can leave the game at will, but most party-goers 
announce their departure well before they have to leave. “I'm logging in 
30 minutes” would let a person's group leader know to start looking for a 


new ally, 
Looking for Group (LFG) (Synonym: Seek Party) See “Seek Party” 


Mage (Synonym: Caster, Nuker) Mages are the magic-casting jobs of the 
game, Usually this refers to Black Mages that are intended to deal massive 
amounts of damage (as if they were dropping “nukes” onto the enemies). 
The term “nuke” is sometimes used to describe area of effect spells by 
mages, as well, 


Magic Burst (MB) After a skillchain, mages have the ability to create a magic 
burst. Because each skillchain takes on a magical property, mages need only 
use a spell of the same type to initiate a magic burst, This inflicts extra 
damage to the targeted enemy. 


Magic Points (MP) Characters in jobs with magic can only cast a certain 
number of spells before resting. The sum is determined by a character's 
maximum magic points. Each spell cast has a cost in MP, which is deduct- 
ed from the character's magic until no more spells can be cast. 


Mind (MND) _ Mind, the attribute of healers, controls how powerful a heal- 
er's spell will be on a character. It also determines a person's defense against 
magical artacks. 


Mission (Synonyms: M# | where # is the number of the mission]) Missions 
are organized by the major cities of Vana‘diel. The major guards of those 
cities encourage characters to participate in these missions and prove their 
worth. Over time, this improves a character's rank, For missions of high- 
er rank, people sometimes use M#-# to state both the rank and number 
of the mission they are doing, 


Mithra The feline Mithra are an attractive race of fast-talking, dexterous 
females. Known for their lax view of laws and politics, the Mithra lean 
toward thievery and ranged combat whenever possible. Windurst is the 
home of most Mithra, owing to their alliance with the Tarutaru. 


Mog House There is a collection of Mog Houses in the residential area of 
each city, A character's initial house is located in the capital city in which 
he/she begins. (Rent-a-Rooms are available in other nations as a free cour- 
tesy to adventurers.) Mog Houses offer extra storage space for important 
items, a delivery spot for auction house and traded items, and a scene for 


changing jobs, Furniture can be added to the houses for decoration, and 


plants are grown there to add zest when cooking (or to discover rare c 


tals and items on occasion). 


Newbie (Synonym: Noob) The term “noob” is used to describe a low-level 


character or a style of playing that can be considered to be immature. 


Non-Player Char 


are part of the game itself: people in cities, guards at outposts, and other 
k g Peo 8 F 


acter (NPC) This term is used to describe characters who 


game characters. 


Notorious Monster (Synonym; NM) These are monsters that seldom spawn 
and are found in areas with similar monsters of a much lower level. Acting 
as tremendous threats to anyone who engages them, these lordly beasts will 
tear apart entire parties that come to battle ill-prepared. Entire alliances 


are sometimes needed to face the worst Notorious Monsters. 


A common term 


On My Way (OMW) (Synonym: Be Right There [BRT 


from someone who is moving to join a group, “I’m OMW." 


Out of Magic (OOM) Mages (especially White and Red Mages) will let 
parties know when they are out of magic because warriors and other front 
liners won't receive healing. A warning of “Low on Magic” will usually 
ring first, followed before long by the dreaded “OOM.” Things get worse 


from there if the battle doesn't end soon. 


Paralyze Paralyze doesn't completely stun or disable a character or monster, but 
it does cause the target to periodically stop attacking. Over time, this great- 


ly decreases the effectiveness of an individual, but its duration is fairly short. 


Poison Poison is an enfeebling spell that causes a target's hit points to drop 
over time. This can cause a character to die, should the spell fail to wear off 
before the character's hit points run out. A high vitality makes it easter to 


resist the duration of poison. 


Pop (Synonym: Spawned) Monsters that have been killed will suddenly 
return to Vanadiel at times. Because they “pop” into existence, the term is 
used to describe their arrival. Groups warn each other mostly when an 
aggressive monster pops, because no one wants to have a monster aggro on 


their party during a fight. 


Player Character (PC) This describes a person's character, or the person the 


player controls while traveling through Vanadiel. 


Protect Protect is a spell that raises a target's defense toward physical attacks. 


This spell has a fairly long duration. 


Pull (Synonym: Lure) Enemies can be attacked and drawn back to a party. 
} ) part) 
This act is known as a pull or lure. The person doing the task is the puller, 

and there is usually one designated person in a group to act as a puller. 


Warriors, Thieves, and Monks are frequently given this task. 


Quest Quests are similar to missions. Characters must go to specific locations, 
fulfill tasks, then return for a reward. The difference between these two 
duties is that quests are not related to a person's rank or national affiliation; 
instead, quests are given by private c1uzens, Completing quests Taiscs a char- 


acter's fame and improves store prices for them. 


Race A character's race is the type of monster that a player has chosen to 
use. Humes, Elvyaan, Tarutaru, Mithra, and Galka are all playable in 
FINAL FANTASY XI. Each race has its own attribute values and physical 


differences. 
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Race-Specific Equipment (RSE) Pieces of equipment that can only be worn 
by specific races are known as “race-specific armor.” In addition to the 
armor that your character receives at the beginning of the game, there are 
also types of race-specific armor that can be hunted for after a player 
reaches level 30. It takes quite a bit of fame to begin these quests, so play- 
ers may need to repeatedly complete basic quests before beginning. 


Raise (Synonym: Resurrect) Experienced White Mages, and Red Mages at 
higher levels, can bring characters back from an unconscious state, After 
being reduced to zero hit points, the characters can wait for a friendly 
Mage to come by and raise them. This reduces the experience penalty asso- 
ciated with death (by 25% for Raise I and 50% for Raise II). 


Rank To increase rank, a player must complete missions for his/her charac- 
ter's chosen nation. This involves donating spare crystals to the gate guards 
of that city as well, Higher rank allows players to select different conquest 
items and use certain items that would otherwise be restricted. 


Ready to Go (RTG) After resting back to full health and magic, people often 
declare that they are “Ready!” or “RTG." This lets the group leader know 
that people are prepared to move out and continue hunting. 


Region Clusters of areas are grouped into greater territories called Regions. 
These Regions have a single controller to show which country is in charge 
of governing the areas within. This determines who can easily sell items, 
set their home point, and import items from each area, 


San d’Oria_ The Elvaan city of the north. San d’Oria was a power in Vanadiel 
before Bastok was a glimmer in the eyes of man. Although torn apart by 
religious and secular unrest, San d’Oria possesses a culture that has lasted 
for many generations. 


Seek Party (Synonyms: Looking for Groups, LFG) Players who are looking 
for a party can do several things to speed up the process. The party menu 
has a ‘Seek Party’ option that displays an icon above the character's head. 
This also appears when party leaders search the area for potential members. 
Auto-grouping is available as well; this automatically places interested char- 
acters into a group when they enter the same region. 


Signet Special guards for each major city can cast Signet on loyal characters 
to that nation. Signet enables characters to obtain crystals from monsters 
and participate in their nation’s conquest, thus accruing points for con- 
quest items and helping to keep or gain control of valuable territory. The 
duration of Signet is limited, so characters should stay close to an area 
where one of their nation's guards reside. 


Skillchain Weapon skills are used when a character's tactical points pass over 
100%. These skills inflict extra damage and occur outside of the normal 
attack order in battle. Skillchains begin when grouped characters time 
their weapon skill to land after previous skills have finished. These tandem 
skill attacks create a chain that take on deadly magical properties. 


Slow Targets that are slowed take more time recovering from their own 
actions, thus lowering the number of attacks that they can make against 
engaged enemies. 


Strength (STR) Strength is the attribute thar all melee characters care dearly 
about. Strength determines the amount of damage caused by physical attacks, 


Support Job After reaching level 18 in any job, characters can start a quest 
in Mhaura or Selbina to master the use of support jobs. This ability lets 
characters advance in their main job while supplementing their skills with 
the power of a second job. The level of a person's support job is capped 
at half of their main job’s current level. 


Tactical Points (TP) Characters build up tactical points by striking enemies 
and by being hit. The meter goes from 0% to 300%. At 100% and above, 
characters can use any weapon skill that they've mastered, These skills are 
important for dealing extra damage and engaging skillchains. Using these 
skills depletes the character's TP bar, but using a higher percentage increas- 
es the effects of a weapon skill, 


Tarutaru (Synonym: Taru) Tarutaru are short, physically weak, and some- 
what childish, Thar said, they are talented in the mystic arts and can sow 
devastation wherever they go (should they so choose). Hailed as the finest 
Black and White Mages in the land, few can doubt the importance of 
Tarutaru in the struggle for Vana‘diel. Windurst is the center of Tarutaru 
knowledge and education. 


To Next Level (TNL) Buddies occasionally ask how many experience points 
you need before your next level. When someone says, “How much TNL?” 
they want to know how much longer it will take before you gain a level, 
This is an issue in groups because players may want to leave bur will con- 
sider staying until characters who are close to gaining a level have safely 
done so. 


Train A train of monsters is created when a person flees an area trailed by a 
group of aggressive monsters. This looks somewhat amusing to everyone 
watching, burt there is a substantial element of danger involved. On the 
way home, those monsters will be burning for a chance to take a swing at 
someone else. Be wary and stay clear of trains, 


Two-Hour Ability (2HR) All jobs have special two-hour job abilities. These 
are powerful, “ger out of trouble” tricks that can save a character and the 
group he/she is in. Group leaders may call for people to “Use 2HRs,” 
asking for anyone who has these ayailable to use their abilities. 


Vana‘diel (Synonym: The World of FINAL FANTASY XD) Vanadiel is the 
world where players come to fight against evil. It’s a place where three bick- 
ering city-states have sworn to battle the forces of darkness, although each 
keeps an eye out for personal gain. 


Vitality (VIT) Vitality is an attribute that measures a character's resistance to 
physical damage. This stat makes every hit point count just a bit more, because 
enemies will strike for less damage against a character with high vitality. 


Warrior (Synonym: Tank) Warriors are melee characters who exist to take 
damage and keep monsters off the rest of the group. Sometimes referred 
to as “tanks,” Warriors are properly suited for this role, because of their 
ability to Provoke (taunt) enemies onto themselyes. The Paladin/ Warrior 
combination is renowned at high levels for its lasting endurance and 
constitution, 


Weapon Skill Weapon skills are learned by practicing with any melee or 
ranged weapon. At level 10, characters gain their first skill and every 20 or 
30 skill levels thereafter a new technique is learned. These skills are used 
with tactical points and can be chained together in experienced groups. 


Windurst The Federation of Windurst has been a place of learning and 
peace throughout many ages of Vana‘diel, The gentle Tarutaru live there, 
and their recent treaties with the Mithra have brought the two races into 
harmony. Beneath the Great Star Tree, sweet winds cool the heads of all 
students and travelers who seek shelter under her boughs, 


Zone There are several aspects to this term. Ar its basic level, the Zone Wall 
is the transition area between one area of the game and another. This often 
invisible divide is at the outer edges of most maps. “Zone” as a term is 
used by players to call for an evacuation. To yell Zone means for everyone 
to flee toward the nearest Zone Wall (thus, toward escape from some nasty 
monster in most cases). 


Magic plays a large role in MMORPGs, and FINAL FANTASY X1 is no exception. This section lists all of the spells and songs that all of the Spellcasting jobs can learn through 


level 75. They are broken down by Element to make it easier to link your skillchains. If you want to find job-specific lists, refer to the job section of this guide. 


Remember: To learn a spell or song, your character first must be at the required level and you must find or purchase the scroll containing the spell you Want to learn. When 


going on long battle expedition, it's a good idea to purchase spell scrolls for your next experience level ahead of time so thar you can use them as soon as you level up! 


DARKNESS MAGIC 
NAME MAGIC SKILL 


MP 
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Absorb-AGI Steals an enemy's Agility. 

Absorb-CHR Steals an enemy's Charisma. 

Absorb-DEX Steals an enemy's Dexterity. 

Absorb-INT Steals an enemy's Intelligence, 

Absorb-MND 60.00 Steals an enemy's Mind. 

Absorb-STR Steals an enemy's Strength. 

Absorb-VIT Steals an enemy's Vitality. 

Aspir Steals an enemy's MP. Ineffective against undead. 
Bio Deals dark damage that weakens an enemy's 


attacks and gradually reduces its HP. 


Deals dark damage that weakens an enemy's 
attacks and gradually reduces its HP. 


Blinds an enemy, lowers its accuracy. 


ing 
Enfeebling Removes one beneficial magic effect from 
an enemy. 
Steals an enemy's HP. Ineffective against undead. 
Transports party members within range out 

of a dungeon. 


9 


Foe Lullaby 
Horde Lullaby 
ayami: Ichi 
Kurayami: Ni 

ght Threnody 
Magic Finale 


no“ 


inging Puts an enemy to sleep. 


uo“ 


mbes) [lel all als) Si abe a alels 
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inging Puts enemies within range to sleep. 


Uses the ninja tool, “sairvi-ran.” Blinds an enemy. 
Uses the ninja tool, “sairui-ran.” Blinds an enemy. 


s/s S13/s 
S/SiS|e|5| 515] sls] &| #|5\5|5| 


Singing Reduces an enemy’s resistance against light. 


Removes one beneficial magic effect from 
on enemy. 


~ 
3 


Singing 


Enfeebling Puts an enemy to sleep. 


Enfeebling 


Sleep 


Sleep Il Puts an enemy to sleep. 


: = 
= 


Drags a KO'd target toward you. 


Tractor 


Wore V7 Sha Transports you to your home point. 

Warp Il 10.00 " Gee Transports targeted party member to his 
(seats home point. 

EARTH MAGIC 


s/s 
zle|é|e 


NAME MAGIC SKILL MP CAST RECAST WHM BLM RDM PLD DRK_ BRD NIN SMN_ HELP MESSAGE 


Balefill egy | sining | 0 | 200 | mo} =| | | | jw] | 
Corage egy | Singing | 0 | 200 | mano] | im oe 


e. ee 


Reduces an enemy's attack speed, 

Reduces an enemy's attack speed. 

Uses the ninja tool, “maki-bishi.” Deals earth 

damage to an enemy and lowers its resistance 
against wind. 

Uses the ninja tool, “maki-bishi.” Deals earth 

damage to an enemy and lowers its resistance 
against wind. 


Enstone Adds earth damage to your attacks. 

Hojo: Ichi Uses the ninja tool, "kagi-nawa.” Reduces an 
enemy's attack speed. 

Hojo: Ni Uses the ninja tool, “kagi-nawo.” Reduces on 


enemy's attack speed. 
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MAGIC SKILL MP = CAST_RECAST | 


NAME WHM BLM RDM NIN SMN HELP MESSAGE 
Ling. Threnody ‘Sigg == eed 200 Pe i Reduces an enemy's resistance against lightning. 
Quake Elemental ee 42.75 | ie a. fl oo Deals earth damage to an enemy and lowers its 
resistance against wind. 
Rasp basi a Be bee Deals earth damage that lowers an enemy's 
Dexterity and gradually reduces its HP. 
Slow | 200 | 2000] 13 | | ee fee ay Reduces an enemy's attack speed, 
Stone | 1.50 | | 6.50 | eS Fabel pee pl ed Deals earth damage to on enemy. 
Sone [flemeniol | 43 | 325 aso] | mb | 35 
Sone rss faol fst 6] _| ese Deds ear damage toon enemy. 
Stone IV Re Ee ee eo ‘ Seah oe Bee: Deals earth damage to an enemy. 
Stonega | Flemental =| | 250 | 11.00 | Ts Eo ee Poa Boil aire 5 ead Deals earth damage to enemies within range. 
Stonega Il | 425 | 19.00 | i Res fey see Pane’ ie Fees Deals earth damage to enemies within range. 
Stonega Ill Ye oe Ge SS as | | _ Ff __| Deals earth damage to enemies within range. 
FIRE MAGIC 
NAME MAGIC SKILL BLM RDM PLD NIN SMN HELP MESSAGE 
Blaze Spikes oa ge eee é pay Covers you with magical fire spikes. 
Burn Elemental Ht a = a Deals fire damage that lowers on enemy's 
z Intelligence ond gradually reduces its HP. 
Entire | Enhancing =| | 3.00 | SEs 3 Adds fire damage to your attacks. 
Firaga | 3.50 | 15.25 | = is g ; i Sear Deals fire damage to enemies within range. 
Firaga II | Elemental =| | 158 | Lg] Res ees Pee! ; BRS Deals fire damage to enemies within range. 
Firaga Ill | flemenial =| Boe | 31.50 | | 69 | bse igre #8 ee Deals fire damage to enemies within range. 
Fire lee 19 | ae . peas Deals fire damage to an enemy. 
Fire Il eee 0 | SH 6 bas Deals fire damage to an enemy. 
Fire Ill CS Bes : ae Ss Deals fire damage to an enemy. 
Fire IV Elemental ee Eas Ped g Bess Deals fire damage to an enemy. 
Flare ee ee Deals fire damage to an enemy and lowers its 
resistance against water. 
Ice Threnody a 2 Rack Reduces an enemy's resistance against ice. 
Katon: Ichi se | Be iS Bo Uses the ninja tool “uchitake.” Deals fire damage 
to on enemy and lowers its resistance against water. 
Katon: Ni Lees as Ea a Uses the ninja tool “uchitake." Deals fire damage 
j to an enemy and lowers ifs resistance against water. 
ICE MAGIC 
NAME MAGICSKILL = “MP CAST RECAST WHM BLM RDM NIN SMN HELP MESSAGE 
Bind Enfeebling =» } 2.00 | 40. Eas aa eae ees Bs ec oe Binds an enemy in place, immobilizing it. 
Blizzaga emer | 0 | 375 | 1650 Po ee | : Bake (58) Deals ice damage to enemies within range. 
Blizzoga II me Ree BS BE ee ees! Deals ice damage to enemies within range. 
Blizzaga III Elemental §=»sss« «099 | 7.50 | 3275] of A] Fir : Se ma Deals ice damage to enemies within range. 
Blizzard aS 2.50 11.50 | weal | m4 | Beet aes Fan Deals ice damage to an enemy. 
Blizzard It Elementl ==] 7 | 4.50 | 1975 | | eels | ee i ere Deals ice damage to an enemy. 
Blizzard III Flemental =| 120 | 6.25. | 27.75 | mm Sa sf Rae Deals ice damage to an enemy. 
Blizzard IV Elemental =| | 164 | | 8.25 | | 36.00 | See Ea ease peal Rae eS Deals ice damage to an enemy. 
Enblizzard | fnhancing =ss«|s42 «| 3.00 | 1000] | — ££ Sees ec Adds ice damage to your attacks. 
Enwater Enhancing =| | 12 | 3.00 | 10.00 | Res aa ae SS a Adds water damage to your attacks. 
Freeze ieee 307 | 17.75 | ke ie Deals ice damage to an enemy and lowers its 
resistance against fire. 
Frost a ee Deals ice damage that lowers an enemy's Agility 
and gradually reduces its HP. 
Hyoton: Ichi levee Po)" |) le Uses the ninja tool “tsurara.” Deals ice damage to 
an enemy and lowers its resistance against fire. 
Hyoton: Ni — 1.50 | eS ie Uses the ninja tool “tsurara,” Deals ice damage to 
an enemy ond lowers its resistance against fire. 
Ice Spikes Enhancing =| be | 3.00 | 10.00 | at | 40 | pee SS Covers you with magical ice spikes. 


pm a 


BRD NIN SMN_ HELP MESSAGE 
Uses the ninja tool “jusatsu.” Paralyzes 
an enemy. 
Uses the ninja tool “jusatsu.” Paralyzes 
an enemy. ee 
3 
] Reduces an enemy's resistance against wind. = 
1e} 
LIGHT MAGIC 
NAME MAGIC SKILL MP CAST M HELP MESSAGE 
Advancing March | Sing "| 4.00 ES Increases attack speed for party members 
Air Spirit | 10 | 1.00 | 100} =| Summons an Air Spirit to fight by your side. 
Aquavel | 12 | 5.00 | 1000] 10 | Reduces chance of having a spell interrupted. 
Archer's Prelude 1: | § Enhances ranged attack accuracy for party 
members within range. 
Army's Paeon Gs Gradually restores HP for party members 
Army's Paeon Il | 4.00 eS | Gradually restores HP for porty members 
Army's Paeon Ill bed Gradually restores HP for party members 
Army’ Poon WV | 00 ae ay | Gradually restores HP for party members 
| within range. 
Banish | 400 | 2000] 5 | | Deals light elemental damage to an enemy. 
Banish Il 4.25 | | 30 | Deals light elemental damage to an enemy. 
Bonishga 0.0 oe Deak: light elemental damage to enemies 
i within range. 
“Banishgo It | .0 ope ae Deals light elemental damage to enemies | 
within range. | 
Baraera Enhancing 2 Be Sa Increases resistance against wind for party 
members within range. | 
Baraero a Oe Increases your resistance aginst wind. : 
Barblind Enhancing | 13 | 250 Fo a Enhances your resistance against blindness. | 
Borblindra — | a oy Enhances resistance against blindness for party : 
: members within range. 
Borblizzara Enhancing ‘| 00 "i Increases resistance against ice for party 
ead f members within range. 
Barblizzard Enhancing | 6 | 050 | 1000} | | Increases your resistance against ice. 
Barfira a 10.00 ee ee | Increases resistance against fire for party | 
g members within range. | 
Barfire ere Reed eee } Increases your resistance against fire. 
Barparalyze Enhancing PW | 2.50 | 10.00 meee = | Enhances your resistance against paralysis. 
Borparalyzra Enhancing ce ea de : Enhances resistance against paralysis for party 
é i | members within range. 
| Barpetra ee Es A ae Enhances resistance against petrification for party 
| ; | members within range. = 
Bo 0 | | 250 | Ree a Enhances your resistance against petrification. 5 
Barpison [tshancng | 9 | 250 | i000] | Enhances your resistance against poison 
Barpoisonra Enhancing 2B ie Enhances resistance against poison for party 
members within range. E 
Barsilence 2.50 1000} = | : : Enhances your resistance against silence. | 
Barsilencera Enhancing a bea 10.00 eS pew Enhances resistance against silence for party 
Nes: members within range. 
Bursleep tshancng |_| 250 | 000] | Enhances your resistance agoins sleep. | 
Borsleepra a ee 10.00 ee vel Enhances resistonce against sleep for party 
members within range. : 
Barstone Enhancing | 6 | 050 {100} | Increases your resistance against earth. 
369 
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Les Peay) Deals sonic damage to enemies. 


‘} Increases resistance against earth for party 
members within range. 


Increases your resistance against lightning. 


Increases resistance against lightning for party 
members within range. 


Enhances resistance against disease for party 
members within range. 


Enhances your resistance against disease. 


Increases your resistance against water. 


‘| Increases resistance against water for party 

members within range. 

| Enhances Charisma for party members 

within range. 

| Enhances melee attock accuracy for party 
| members within range. 

Removes blindness from target. 


Creates shadow images that each absorb a 
| single attack directed at you. 


Summons Carbuncle to fight by your side. 

Restores HP of all party members within range. 
| Restores HP of all party members within range. 
Restores HP of all party members within range. 
Restores HP of all party members within range. 
Restores target's HP. 
| Restores target's HP. 


Restores target's HP. 


Restores target’s HP. 


Restores target’s HP. 


| Removes curse and bane from target. 


Increases resistance against darkness for party 
| members within range. 
Summons a Dark Spirit to fight by your side, 

Reduces an enemy's resistance against darkness. 


Enhances Dexterity for party members 
within range. 

Deals light elemental damage to an enemy 
and gradually lowers its defense. 

Deals light elemental damage to an enemy 
and gradually lowers its defense. 

Deals light elemental damage to an enemy 
and gradually lowers its defense, 


Deals light elemental damage to enemies within 
range and gradually lowers their defense. 


Deals light elemental damage to enemies within 
range and gradually lowers their defense. 


Enhances evasion for party members within range. 


Increases resistance against earth for party 
members within range. 


Enhances Charisma for party members 
within range. 


Removes one detrimental magic effect from 
targeted party member. 


Temporarily blinds on enemy, greatly lowers 
its accuracy. 


i sie SEs Deals sonic damage to enemies. 
aS ean Deals sonic damage to enemies. 


NAME MAGIC SKILL MP CAST RECAST WHM BLM RDM PLD ORK BRD WIN SMN HELP MESSAGE 


Feat iret See ees Rez ee: | Deals sonic damage to enemies. 


Foe Requiem IV 


Foe Requiem V a Roce es Bete FSH Eso Deals sonic damage to enemies. 
Foe Requiem VI — of P| | | J ___ I asic damage to ene. 
Fowl Aubade an a eS le | ® eee Enhances resistance against sleep for party ie 
members within range. s 
Goruda Summoning ss | 7 5.00 | 5.00 3000] = Et | aie Summons Garuda to fight by your side. SS 
Goblin Gavotte ai Gi © ee Enhances resistance against bind for party 
members within range. 
Goddess's Hymnus a a SU eB. Grants Reraise to party members within area 
; ‘ of effect. 
Gold Capriccio ee, pe 8.00 al ie Ra 8 Es Ce ce ce a Enhances resistance against petrification for party 
members within range. 
Herb Pastoral Fees bee 24.00 ies ae oe as be Fe eS ee Enhances resistance against poison for party 
members within range. 
= S — 
within range. 
Hal [divine | to | ors | ooo] so | {| 55 | | | fT eo ight elemental damage toon enemy, 
Hunter's Prelude peor ae col ‘a mae Bs a a Le He bd bod Enhances ranged attack accuracy for party 
members within range. 
{ce Carol ot 8.00 oe . iA es ie Eo os a ae Increases resistance against ice for party 
members within range. 
ke Spi [Summoning | 10 | 1.00 | 1000} ff 9 F sumone Siig by your side 
tt — so0 | 000} PFJ Summons iit fight by your side 
tgs Mime | Snging | 0 | 800 [mm { | | | |__| 1 | |__| tana dle fr pry mente win og 
Knight's Minne 1 Singing | es) | 24.00 | ic ie Sa Hes ae Bary Se eee eee Enhances defense for party members within range. 
Knights Minne | singing |__| 8.00 | ooo} fT | Ft | J nhs defense for party members within ange. 
Knight’ Minne IV Pn a fe | _ I tthances defense for party members within range. 
Learned Etude fr | 24.00 | | — Enhances Intelligence for party members 
within range. 
Leviathan Sommerng gh |. | 1 | Summons Leviathan to fight by your side. 
== ee | oe 
members within range. 
a a A 
Lightning Carol ae 8.00 ks a Fe ee ie Ko a Led ce Increases resistance against lightning for party 
members within range. 
loge de [singing |_| 400 [ogont [| Fnac in for arty members within range 
Mage’s Ballad ~ 8.00 ae Pat Fes aS hed rea pe oe Po Gradually restores MP for party members 
within range. 
Mage’s Ballad 11 ~~ a a > Gradually restores MP for party members 
within range. 
MaiensVreni_[sinng | 0 | 400 { oooof Jf | Pfs PY ars on ney 
Paalya Healing | 12 | 1.00 | 500} 9 PTE fF Berar prays from target 
Phalanx EE es Oe en ee aes Ge Gives you a certain amount of damage resistance. 
Paisona Healing S| 8 | 100 | 500] 6 | {| fF FJ Reroves poison from target 
Prote |tshoncng | 9 | 100 | 500 | 7 [of 7 {ff ff Ethane tage’ defense. 
Pot I ftshancng | 28 | 1.05 | 5.5 | [| | ff | thas tage’ defense. pe 
Pot I fohoncng 6 | 50 | 550 | a7 ff a | 50 ||| fF haces args defense B 
Pot IV ftshancng | 65 | 175 | ss | 63 |] 63 | mo fT | Ethane tage’ defense. j 
Protectra ‘Enhancing =| 9 a 15.00 | ene PRs Ree Ee St Bas Fetes Enhances defense for party members within range. 
Protectra II Enhancing =| BS 3 16.00 Sieg ez ete Se we Bei Pa Enhances defense for party members within range. 
Protec Il a Pf TF thas defense fr arty members within rage 
Protectra IV | 65 | 5.25 | 1800] 03 | | kt Fe ee Enhances defense for party members within range. 
Puppet’s Operetta ae te es BA ae ee (ee oy ee ee Enhances resistance against silence for party 
members within range. 
Quick Etude mw | 8.00 | 20) Ek | 28 | |_| Enhances Agity for party members within range. 
Ras | 150 | i500} sooo] 2 |} 38 fs fF Revives target rom KO. 
Raise | 200 | ro00} sooo] 6 Pf | Pf Reivs target rom K0. 
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MAGIC SKIL CAST R PLD NIN SMN HELP MESSAGE 
| g Revives target from KO. 
Summons Romuh to fight by your side. 
Gradually restores target's MP. 
Gradually restores target’s HP. 
Gradually restores target's HP. 
Gradually restores target's HP. 
Grants you the effect of Raise when you are KO'd. 


} Grants you the effect of Raise 1! when you 
are KO'd, 


Grants you the effect of Raise Ill when you 

| are KO'd. 

Enhances Intelligence for party members 

within range. 

Enhances resistance against silence for party 

members within range. 

Enhances evasion for party members within range. 

Enhances target's magic defense. 

Enhances target’s magic defense. 

Enhances target's magic defense. 

Enhances target's magic defense. 

Enhances magic defense for porty members 

Enhances magic defense for party members 

Enhances magic defense for party members 
| within range. 

| Enhances magic defense for party members 

within range. 

Enhances resistance against blindness for 

party members within range. 

T | Summons Shiva to fight by your side. 
| Removes silence and mute from target. 
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Singing 8.00 : Enhances Strength for party members 
| Enhances Mind for party members within range. 
| Removes petrification from target. 


Else ale] 2 


z 
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| Reduces damage you take. 
Enhances Agility for party members within range. 

Enhances melee attack accuracy for party 

| members within range, 

Summons Titan to fight by your side. 

| Enhances Dexterity for party members 

}_ within range, 

Enhances attacks for party members within range. 

| Enhances attacks for party members within range. 

} Enhances attacks for party members within range. 

Enhances attacks for party members within range. 


Increases attack speed for party members 
within range. 


a 


i 


| Removes disease and plague from target. 

| Enhances Vitality for party members within range, 
| Enhances Vitality for party members within range. 
'] Enhances resistance against curse for party 

} members within range. 
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MAGIC SKILL MP 


BLM RDM PLD  DRK NIN SMN HELP MESSAGE 


~— 8.00 Increases resistance against water for party 
members within range. 
Summoning ETS 1.00 | Summons a Water Spirit to fight by your side. 
oe 8.00 Increases resistance against wind for party 
members within range. 


LIGHTNING MAGIC 
NAME MAGIC SKILL 
Burst 


BLM RDM PLD ODRK BRD HELP MESSAGE 
: Deals lightning damage to an enemy and lowers 

its resistance against earth. 

Adds lightning damage fo your attacks. 

Increases target's attack speed. 

Uses the ninja tool “hiraishin.” Deals lightning 

domage to on enemy and lowers its resistance 

against earth. 

Uses the ninja tool “hiraishin.” Deals lightning 

damage to an enemy and lowers its resistance 

| against earth, 

~} Deals lightning damage that lowers an enemy's 
Mind and gradually reduces its HP. 

Covers you with magical lightning spikes. 

Temporarily prevents an enemy from acting. 
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Stun 


Thunder til Deals lightning damage to an enemy. 


Deals lightning damage to an enemy. 


Cae 
Thundaga Deals lightning damage to enemies within range. | 
Thundaga I! ‘| Deals lightning damage to enemies within range. | 
ndaga til | Deals lightning damage to enemies within range. | 
Thunder Deal lightning damage to an enemy. 
Thunder Il Deals lightning damage to an enemy. 
; 


Thunder IV 
Reduces an enemy's resistance against water. 


Water Threnody 


WATER MAGIC 


is 
a 
zs 
Be 
oe 
mae 
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Bee, 
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ar 
aa 
NAME MAGIC SKILL | RDM t HELP MESSAGE 
a ; : 1 Uses the ninja tool “kodoku.” Poisons an enemy. 
El 
Ba 
we 
Rees 
eee 


“| Uses the ninja tool “kodoku.” Poisons an enemy. 
“| Deals water damage that lowers an enemy's 
Strength and gradually reduces its HP. 

Increases resistance against fire for party 
members within range. 

Reduces an enemy’s resistance against fire. 
Deals water damage to an enemy and lowers its 
resistance against lightning. 

Poisons an enemy and gradually reduces its HP. 


Poisons an enemy and gradually reduces its HP. 


Poisons enemies within range and gradually 
reduces their HP. 


dISVW 


Uses the ninja tool “mizu-deppo.” Deals water 
damage to an enemy and lowers its resistance 
against lightning. 

Uses the ninja tool “mizu-deppo.” Deals water 
domage fo an enemy and lowers its resistance 
} against lightning. 

} Deals water damage to an enemy. 

Deals water damage to an enemy. 


Sw rhw pun 9 sw 


MAGIC SKILL MP CAST RECAST WHM BLM RDM DRK BRD NIN SMN_ HELP MESSAGE 

'tlemental =» | 98 | 5.50 | 2400] | ‘ee ea Deals water damage to an enemy. 
rowed _ FS 25 oe Deals water damage to an enemy. 
[Hementol | av | 275 [22s] 
—— cl = i 


Deals water damage to enemies within range. 
Deals water damage to enemies within range. 
| Deals water damage to enemies within range. 


WIND MAGIC 

NAME MAGIC SKILL MP CAST RECAST WHM BLM BRD NIN SMN_ HELP MESSAGE 

hero elemental | 18 | 200 | 900] =| 9 | 4 u [| _J deals wind damage toon enemy. 

hero [Alemenil | 59] 375 | woo] | 4 | 45 {| J deal wind damage to an enemy. 

Aero Ill | Elemental =| 106 | 5.15 | 25.25 | a ese : x | RES es Deals wind damage to an enemy. 

Aero [Hementol | 150 | 750 | sams] | | ee Deas wind damage fo on enemy. 

Aeroga | Elemental =| ST. | 3.00 | 13.50 | ee fe sy a Deals wind damage to enemies within range. 

Aeroga Il | 138 | 5.00 | bse | 48 ass Deals wind damage to enemies within range. 

Aeroga Ill | 252. | ay EGR | Deals wind damage to enemies within range. 

Chocobo Mazurka =e 60.00 se ee Seg Increases movement speed for party members 
k ; within area of effect. 

Choke oF ae hee ie oa f } Deals wind damage that lowers an enemy's Vitality 
: ~ | and gradually reduces its HP. 

Deodorize | 10 | 200 | 800 | | 15 | ass ere | Lessens chance of being detected by smell 

Earth Threnody Rho ka Reduces an enemy’s resistance against earth, 

Enoero Be | 3.00 | + 10.00 | a ies Adds wind damage to your attacks, 

Gravity —_ oe 1.50 | 60.00 a ae a | Weighs an enemy down and lowers its 
Kec movement speed. 

Huton: Ichi =— S . a = | ‘| Uses the ninja too! “kawahori-ogi.” Deals wind 
: : damage to an enemy and lowers its resistance 
Rep against ice, 

Huton: Ni an ie e i Uses the ninja tool "kawahori-ogi.” Deals wind 
| damage to on enemy and lowers its resistance 
s& against ice, 


invisible Ta SPF ses thane feng detected by sigh 
Silence Enfeching | 16 | 300 | tooo} ts | | i Silene age 
Seok Coe CO {7 Lssens chance of being detected by sound 


j ee | Transports qualified party members within range 
pH a 2 ce ; 


'| to Alteppa, 


| Transports qualified party members within range 
} to Dem. 


Teleport-Holla be ff ee Ee es rs S| Transports qualified party members within range 
; to Holla, 

Teleport-Mea Lucas ce ae ae | * i Transports qualified party members within range 
to Mea. 

Teleport-Vahz! —— Tronsports qualified party members within range 
io Xorcabard. 

Teleport-Yhoat on Transports qualified party members within range 
to Yhoator. 

Tonko: Ichi | Uses the ninja tool “shinobi-tabi.” Lessens chance 
of being detected by sight. 

Tonko: Ni ane i re be eee ie tt Uses the ninja tool “shinobi-tabi.” Lessens chance 

tee. of being detected by sight. 

Tornado — ae Deals wind damage to an enemy and lowers its 
resistance against ice, 

Utsusemi: Ichi 30.00 Uses the ninja tool “shihei.” Creates shadow 
images that each absorb a single attack 
directed at you. 

Utsusemi: Ni % Uses the ninja tool “shihei.” Creates shadow 
images that each absorb a single attack 
directed at you. 


While feeding your character in FINAL FANTASY XI isn’t a requirement, there are benefits to haying it snack on a Mithkabob or drink some juice. Food items, whether it's 
simple fruits and vegetables or elaborately cooked meals, have the power to boost your character's stats, restore HP and MP, or provide boosted resistance against various types 
of status ailments. After learning these benefits, you'll be feeding your character whenever possible, 


For tips on how to find or make most of the food items listed in the table below, check out the crafting chapter. 


Reading the Meal Effects Table 


DUR The duration or length of time that the effects will last STR, DEX, VIT, The amount these stats are raised or lowered. 

on your character. AGI, INT, MND, 

” CHR, ACC & EVA 
HP How many Hit Points the item recovers. 
HHP How many Hit Points are recovered over a period of time. ATK & DEF The percentage increase that the food gives to the player. 
Additional Effects Any other effects the meal provides like resistance 

MP How many Magic Points the item recovers. boosts, etc: 
HMP How many Magic Points are recovered over a period 

of time. 


Aved line in the Meal Effects table denotes Raw Meat. Only a Galka can consume foods 
& of this type. 


Ablue line indicates Row Fish. Mithra are the only race that con consume this type of food. 


MEAL EFFECTS TABLE 
ITEM DUR HP HHP MP HMP STR DEX VIT AGI INT MND CHR ATK DEF ACC EVA ADDITIONAL EFFECTS 


SL ae ee a We eS Se ek See) De ee es ee ee 
hole Fe Ea me Be <i So So ee ee i ea ee a 
Ce ae el el ee Gs ee Geel ee ee Sl Oe ee ie eel ee oe ee 
Ct on ae er ah Se he ene ms 
Cn oe ee 2a 0 ae ie ie ee de ae el a ee Se 
Ee Ce ee er ed ae es a ee ee 
Po a ee Bae ees Seo) Dean) eS a a a ee ee ee ee 
Co ae eee os le Se ee ee oe ee ee 
Boagees Heke Ee he De ee Ee ee ee eS es ee ee ee 
en A Oke Ge ee rm) vk ly (Se | et a ee Se el ae 
et Ss Ee sl es a (TE ee i Ce es 
Beougrees Til Pann i Ee ii Eee 
Bird fag Bis 25 aS 2 ee Pan ae ee ee ee ee 
oe Sn nnn he ie ee 
Back fa Hoel ohal on 2 Lea Sal ee ee Te Te ae 
Back Sole En Sb ih SB re we SS ee ee 
Ca el ee Sel es ee Tea ie a Ee ee ee ee ee Be es 
Woconed Newt | 0 | ot tT es irs ei Cu 
Huta Sle oo Son eS tN em eke ets (Geel eel eee, eee Ree ey ae 

baled Cockonie | 0 | | | | fat Patatat fot ft [ [Rest pny 

bled Cob RVno es So hel ee Re ce Be oe ee ee ee ee 

Cl nn ne arr a hacia rs 

QolednoHeed | 0 | | | P| PP Peet Ts fs | 

Bon Stow eed ee | ae | Pes Ps er ho 

a ae ee Ee ee ee ee ee ee ee) es 
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Boe al ie pea Cs (ar) eae A NL ee es es 
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Coeur! Soutee 
Colored Egg 
Copper Frog 
Coral Butterfly 
Coral Fungus 
Crawler Egg 
Crayfish 


ITEM MP HMP 
Broiled Pia es ee (es ne Pel Se Oe ee eae FS ee 
Buburimu Grape BE BP Oe ee EE De ee ee ee a 
Chamomile Tea Ea eres Soe: (awe Deco es ee ees Ded ee ee Fe 
Cheval Salmon aia nae PE OT ew [ee [Fee ee ee 
Ghcanlk Ber 2-0 fone Hs os (ee Os OE es Pe 
Ginn cookie cia fee eet Mim hs oe ee ee 
Cabal Jeli Sie Gis Te Ee Ei, (oss Oe ee ee ee ee Te 
Cakaice Neat im Bera oo ESD a Pee ee Oe ee 
Coeur Met Eee Gee © wee Oa See Bem oes pee Gees See ee 

ie 

| 10 
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Cle Be El ek Bt Ee ee ae, ee 
EES Ea ae a 


Crescent Fish 

Dancshroom ERS Se ee ae ee 
Dark Boss pied Sie Gea Le Soe le De Ee ee Re es ae Ee 
Derfland Pear Tain mar Dia ma es 
Dhalmel Nea! aes Are On ne nats (ee Ee os Ses Betis Se See ees 
Dhalme! i Le SEC ee Bt Sa Er ei Gn ee ale 
Dhalme Seok Ss een Be oe ee eS es 
Dhalme! Stew BROS SS ae 
Disiled Water ams (oe (ies aes ae RE mw i ee Ge Se 
Dragon Meat FRR Che ie Sel ee SS aS 
Dragon Soup Re eo eRe Be he Pe ee ee ee es es 
Fel Kabob Pecks Es ie Be Te Ee ae ae a 
Fag Soup Econ BE: Pits Soot fects Secs See ecm (se Sees a ea es 
Eagpan Sa Pe AG ee Er Ee es ae Oe es a 
Eshimo Be Ee Se hr ee ee ee eee re 
Emperor Roe aE Oe ES er ee ee 
Eyeball Soup ee) ae Ey aes Gee Ss Gee 2 eee Seeae Ses eee 
Faerie Apple a es Se a ee i ee ee 
Fish Mitkabob Fay rs Ee ee TE es PE ee 
Flint Caviar Re ele El Ee ee ee ee 
Flounder Meuiere Rey ie Sen TE Ee eae es a 
Forest Carp per aha a Sy 2 ES ee DE ee 
Frost Tip Ber Bee ie at RS Gs BS 
G.Shoep Meat = 2 Ee Ge on Ee eS 
Galkan Sousoge Se TE ee Bes ee es eee 
Giddeus Water ko dail ES ‘ ae Fee 
Ginger Cookie ie oe eel Eyes Be me 
Goblin Bread Es ae z Bop Be ee 
Goblin Drink ma ee on es Bre ee 
Goblin Mushpot rs a = 5 ter ee ae 
Goblin Pie a Roe 940% | |_| 
Goblin Stew lend Pas aa 
Gold Con ee Ne FH ee 
Gold Lobster jissox | | 
Greate BSc i Ee 
Grilled Hore Fae a 
Gysahl Greens aa Fs 
Hard-boiled Egg pede eae 
Hare Meat Fes Bn ee 


Demon Killer 


Demon Killer 


Demon Killer 


Resist Poison; Resist Blind 


ITEM 


DUR HP HHP HMP 
Hab Cow fggs | 30 | so] [of | | fates? | tT | ft 
Herb Ous ET ie ee ee Eee ee ee ee ee 
Honey Etcat Reeae (eee ERE Pe A Se a a 
kecapRolnbery | 30 [so { [oot | | ft patet | tt | | | iindss Ss 
lsh EL ee ae Ds SE Fi TE as es Ce Fe ed Cee, SO S 
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Cnn eee ees Pe cae TE IRC OR ee ee 
ee a NS VE EL RV CE 
Load yg Be ce RS Se ee ea ee (oe (ss ed Pe 
Ce ee Te Ee ee ee ee ee 
Meat Jerky FE ay ee el ee lees ES Seen Re FD) PE PE Ne ee 
Meat wibkobod ST TT Ts | Peet | fet 
Nelo Pi 5 acs DO OD ees es ee ee 
es ON ee a 
Mat Corp ECE Se eM Be Pe eR ee ee ee 
Mushroom soto | 30 | 40] 1 | | fTatats} | fs} fT fT ft ft | 
Mushroom Soup | 30 | | eto] Pat | | ft feat fot 
wisiroomsiow | | | emt tT fe 
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Noble Lady ECE) Ueohey ae MBP ive, esa) Sn es eee eel WR Ce (RI Seared OE 
Sooke A ee ee ee Ee a ee 
Ogre el SEER Fae Beate A, REY (OS RISE SS CES 
en A ee ee ee 
Pama Ae, eee eae) DT Ee ae es DD SO 
a Ee ES ee eee ee 
Pe Soup od ese ET) Bay ae EE DD a Ee 
CO En Eo ee a ee ee ee a 
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ia BEE Ee es ee a ee 
Pll RMT OT Sm ree ee ae ee 
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rr ts ME es pcs a ice Speed Cotes SEAN mS Go ee 
Cw Moke Le Danae ee ee eee 
Qu BUR eo, fou oo oe Ea) ey ee ae eee eA ee 
Pe eee Le ee ee ee ee ee ee 
Ror Mental | 0 | et ot et feet Tt Ta Tf me 
Roa Tal i lOMEn i iE eS ee ee ee 
Ik gh oS Onn eer Lo a SS de ed 
ec A (ee VL 
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ek la, i A ee 
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ITEM DUR HHP MP HMP STR DEX VIT AGI INT MND CHR ATK DEF ACC EVA ADDITIONAL EFFECTS 


gE oP 
Die 2S ie Se TE ee ee ee 
Cn ee oo ee ES Ee ee ee Ee ee ee ee 


Rock Cheese 
Rolanberry 


Raye Omeote 30 | to} sot fast | | fatal? | of | | 
Le a a ee (ee es HE 
Ce ee ee ee ee 


Senator | wisp at tt pe pet PT pat tp 
Ce CS EY ee EE Ee 
aa BS eee a 
ee oe a ee ee 
Soh Re ee, ey Sees [Bes Oe ae USS FO TD 
Sondsh fl ht he Be Er Eo ee ee ee ee a 
eres Orme | om eon Mme DL APE, SE a a ee 


Sausage 
Sausage Roll 
Scream Fungus 


Sea Bos Cute re oe eT ae 
ae sa eae ey pee | 
Shall hall Ee es ED EY ED Fe a 
Shollps opie | 30 | | of et | |stswtats| | | fax] [ 
Shark Fin Sup pe jempotet | taf op at att 
Shining Trout 
Silver Shark 


Sleepshroom 
Smoked Salmon 
Sopa Pez Blanco 
Steamed Catfish 
Stone Cheese 
Sunflower Seeds 
Thundermelon 
Tiger Cod 


Tomato Soup 
Tortilla 
Tricolored Corp 
Turtle Soup 
Vegetable Gruel 
Vegetable Soup 
Watermelon 
White Bread 
Whitefish Stew 
Wild Onion 
Windurst Salad 
Windurstian Tea 
Wizard Cookie 
Woozyshroom 
Yogudo Cherry 
Yellow Globe 
Zofmlug Bass 
Tebra Eel 


Eee oe es OE a ee ee ee ee a 
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JUICE EFFECTS TABLE 


DRINKS EFFECT 
Apple Juice Restores 45 MP (1 MP every 3 seconds) over a 2 minute 15 second period 
Grape Juice Restores 60 MP (2 MP every 3 seconds) over a | minute 30 second period = 
Melon Juice Restores 90 MP (2 MP every 3 seconds) over a 2 minute 15 second period S 
Orange Juice Restores 20 MP (1 MP every 3 seconds) over a | minute period = 
Pineapple Juice | Restores 80 MP (1 MP every 3 seconds) over a 4 minute period Se 
Selbina Milk Restores 40 HP (1 HP every 3 seconds) over o 2 minute period Pe 
Tomato Juice Restores 60 MP (1 MP every 3 seconds) over a 3 minute period 
Yagudo Drink Restores 120 MP (2 MP every 3 seconds) over a 3 minute period 
Poti 
In addition to a variety of meal options, you can also choose to heal your character's wounds and boost his or her stats with old-fashioned potions and medicinal agents. These 
items can be purchased in stores or created through the wonders of Alchemy, 
POTIONS AND OTHER MEDICINES 
POTIONS EFFECT POTIONS EFFECT 
Restores 50 HP Restores 50 MP Mulsum Restores 10 MP Deodorizer Grants the effect of 
Potion +1 Restores 60 HP Hi-Ether +1 Restores 55 MP Poison Potion Induces poison ‘Deodorize’ 
Potion +2 Restores 75 HP Restores 100 MP Venom Potion Induces severe Vitrial Used in synthesis 
Potion +3 Restores 100 HP Antidote Remedies poison poisoning Reraiser Grants the effect of 
Hi-Potion Restores 100 HP Eye Drops Remedies blindness Paralyze Potion Induces paralysis — Reraise 
Hi-Potion +1 Restores 110 HP Echo Drops Remedies silence Silencing Potion Induces silence Hi-Reroiser site the afl of 
Hi-Potion +2 Restores 120 HP Blinding Potion Induces blindness Reraise tt 
X-Potion Restores 150 HP Remedies paralysis, ism Fow t adeionic rural 
Restores 20 MP silence, blindness, ‘Invisible’ HP/MP 
Ether +1 Restores 25 MP poison, and disease Silent Oil Gras - - of ara caret ie 
sane your max 
HP/MP 
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Index 


ia 
Alchemists’ Guild, 172-175 
Alchemy rank exam, 172 
ammunition 
archery, 129 
marksmanship, I31 
Aragoneu, 294-296 


Armor Sets, 134-157 


Artifact Set, 135-137 
Chain Armor, 152-153 
Cloak Set, 138-140 
Doublet Sets, 143—144 
Eastern Wear, 145-147 
Harness Set, 147-149 
Leather Wear, 149-152 
Plate Armor, 156-157 
Race-Specific Gear, 134-135 
Robe Set, [40-142 
Seale Armor, [54-155 
Tunica Ser, 138 


arrows, 129 


ayatar blood pacts, 86 


back accessories, 164—165 
baghnakhs, 107 
Bard, 81-84 

job abilities, 81 


job traits, 81 

& Red Mage, 63 

song list, 82-83 

starting attributes, 81 

& Thief, 84 

& White Mage, 84 
baselards, 109 
bastard swords, [14-115 
Bastok, The Republic of, 213 

markers, 214-215 

metalworks, 216-217 

mines, 218-220 

Port Bastok, 221-223 
battleaxes, [16~117 
Beastmaster, 75—77 

& Bard, 77 

job abilities, 75 

job traits, 75 

& Paladin, 71, 77 


pet commands, 75 


starting attributes, 75 
& Warrior, 77 
& White Mage, 53, 77 


bilbos, 111 
Black Mage, 54-58 
job abilities, 54 


job traits, $4 

spell list, 54-56 

starting actributes, 54 

& Summoner, 58 

& White Mage, 53, 58 
Blacksmiths’ Guild, 176-180 


blood pacts of summoned 
avatars, 86 


bolts, 131 

Bonecraft rank exam, 181 
Boneworkers’ Guild, 181-183 
boomerangs, 132 

bows, 128-129 

broadswords, 113 

bullets, 131 


Carpenters’ Guild, 184-187 
chakrams, 132 

claws, 107 

claymores, 115 

Clotheraft rank exam, 200 
clubs, 121-122 

commands, I 1-17 


battle, 12 
communication, 12 
dependent, 12 
emotes, 16 
gameplay, [2 
grouping, [2 
keyboard, 11 
miscellaneous, 13 
PS2 Controller, 11 
system, 12 
Cooking rank exam, 188 


crossbows, 130-131 
Culinarians’ Guild, 188-191 


daggers, 108-109 
Dark Knight, 72-74 


job abilities, 72 
job traits, 72 
& Samurai, 74 


spell list, 72-73 
starting attributes, 72 
& Warrior, 43, 74 
darts, 131 
Derfland, 291-292 
Dragoon, 96-99 
job abilities, 96 
job traits, 96 
pet commands, 96 
& Samurai, 91, 99 
starting attributes, 96 
& Warrior, 99 
& White Mage, 53,99 
Wyvern form, 98 


earrings, 167-168 

Elshimo Lowlands, 301-302 
Elshimo Uplands, 303-304 
emotes, 16 


epees, 112 


falchions, 113-114 
Fauregandi, 296-297 
Fishermen's rank exam, 210 
fishing, 209-211 

Fish-Type monsters, 340-341 
flamberges, 116 

flutes, 133 


gardening, 205-209 


chocobo, 208-209 
crystals, 206 
fruit seeds, 206-207 
grain seeds, 208 
herb seeds, 208 
vegetable seeds, 208 

gear, 159-165 
back accessories, 164-165 
head gear, 159-160 
neckwear, 161-162 
waist accessories, 162-163 


wristwear, 160 


gladius swords, 112 
Goldsmithing rank exam, 192 
Goldsmiths’ Guild, 192-196 


great karanas, 127-128 
great swords, [15-116 
grenades, 132 

Guilds, 169-171 


Alchemists’, 172-175 
Blacksmiths’, 176-180 
Boneworkers’, 181-183 
Carpenters’, 184—187 
Culinarians', 188-191 
Goldsmiths’, 192-196 
Tanners’, 197-199 
Weavers’, 200-203 
guns, 130-131 


Gustaberg, 279-281 


hammers, 122 


hand axes, 116-117 
harps, 133 
head gear, 159 


horns, 132 


Jeuno, The Grand Duchy of, 256 


Lower, 261-263 
Port Jeuno, 264—265 
Ru'Lude Gardens, 257-258 
Upper, 259-260 

juice effects, 379 


katanas, 126-127 


katars, 106 
knives, 109-110 | 
knuckles, [OS—L06 

kogatanas, 126-127 

Kolshushu, 293-294 

kris weapons, 109 

kukris, 110 

kunai weapons, 126 


Kuzorz, 300-301 


lances, 121 
Leathercraft rank exam, 197 


logging & mining, 204-205 


longbows, 129 
longswords, 114-115 


attack, 17 
general utility, 18 
magic, 18 
magic 
darkness, 367 
earth, 368 
fire, 368 
ice, 368369 
light, 369-372 
lightning, 372 
water, 373-374 
wind, 374 
meal effects, 375-378 
Mhaura, Town of, 267—269 
mining & logging, 204-205 
Mog Houses, 278 
Monk, 44-47 


& Dark Knight, 47 

job abilities, 44 

job traits, 44 

& Red Mage, 47 

& Samurai, 47 

starting attributes, 44 

& Thief, 47 

& Warrior, 43, 47 
monster families, listing of, 345-359 
monsters, listing of, 305-339 


Fish-Type, 340-341 
Notorious, 342—344 


neckwear, 161-162 

Ninja, 92-95 
job abilities, 92 
job traits, 92 
Ninjutsu list, 93 
& Red Mage, 95 
& Samurai, 95 
starting attributes, 92 
& Thief, 67, 9S 
& Warrior, 95 

Noryallen, 288-290 


Notorious monsters, 342-344 


Outlands, 273 
Kazham, 275-276 
Norg, 274-275 
Rabao, 277 


Paladin, 68-71 
& Dark Knight, 71 
job abilities, 68 
job traits, 68 
spell list, 69 
starting attributes, 68 
& Warrior, 43, 71 
& White Mage, 53, 71 
patas, 107 
pebbles, 131 
picks, 117 
polearms, [20-121 
poles, 125-126 


potions, 379 
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Qufim, 298-300 


Ranger, 78-80 


job abilities, 78 

job traits, 78 

& Ninja, 80 

& Samurai, 91 

starting attributes, 78 

& Thief, 67, 80 

& Warrior, 80 
rapiers, [1 1-112 


Red Mage, 59-63 


& Black Mage, 58, 63 

job abilities, 59 

job traits, $9 

spell list, 60-61 

starting attributes, 59 

& Summoner, 63 

& Warrior, 63 

& White Mage, 63 
rings & earrings, 165-168 


earrings, 167-168 
rings, 165-166 
rods, 123-124 


Ronfaure, 281-283 


Samurai, 89-91 
job abilities, 89 
job rraits, 89 
starting attributes, 89 
& Thief, 91 
& Warrior, 43, 91 


San d'Oria, The Kingdom of, 227 
Northern, 228-230 
Port San d’Oria, 234-235 
Sand d’Oria Castle, 236 
Southern, 231-233 

Sarutabaruta, 283-285 

scimitars, 113-114 

Scythes, 118-119 

Selbina, The Port Town of, 271-272 

shields, 157-159 

shortbows, 128 

shortswords, [12-113 

shurikens, 131 

Smithing rank exam, 176 

spears, 120 

staves, 124-126 

Summoner, 85-88 


& Bard, 88 
& Black Mage, 58, 88 


blood pacts of summoned 
avatars, 86 


job abilities, 85 

job traits, 85 

pet commands, 85 

& Red Mage, 63 

spell list, 85 

starting attributes, 85 
& White Mage, 53, 88 


tabars, 117 
tachi weapons, 127-128 
Tanners’ Guild, 197-199 
Thief, 64-67 

job abilities, 64 

job traits, 64 

& Monk, 67 

& Ninja, 67 

& Ranger, 67, 80 

starting attributes, 64 

& Warrior, 43, 67 
throwing weapons, 131-132 


uchigatanas, 127 


Valdeaunia, 298 


waist accessories, 162—163 


wands, 122-124 


war axes, 118 
Warrior, 40-43 
job abilities, 40 
job traits, 40 
& Monk, 43 
& Paladin, 43, 71 
& Samurai, 91 
starting attributes, 40 
& Thief, 43 
& White Mage, 43 


weapons 


archery, 128-130 
axes, 116-117 
clubs, 121-122 


daggers, 108-110 


great axes, 118 
great karanas, 127-128 


great swords, 115-116 
hand-to-hand, 105-107 
katanas, 126 
marksmanship, 130-133 


musical instruments, 
132-133 


polearms, 119-121 
scythes, 118-119 
staves, 124-126 
swords, 111-115 
wands, 123-124 
Weavers’ Guild, 200-203 


White Mage, 48-53 


& Bard, 53 

& Black Mage, 53, 58 

job abilities, 48 

job traits, 48 

spell list, 48-50 

starting attributes, 48 

& Summoner, 53 
Windurst, The Federation of, 240 


Port Windurst, 249-250 

Walls, 247-248 

Waters, 241-244 

Woods, 245-246 
Woodworking rank exam, 184 


wristwear, 160 


zaghnals, 119 
Zulkheim, 286-288 
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TENTH ANNIVERSARY 


BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we’ve made great efforts to give you the best guides possible. 
Now celebrating our 10" anniversary, we'd like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you're a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It’s about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it’s good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we will read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: 

BradyGAMES 

800 E. 96th Street, 3rd Floor 
Indianapolis, IN 46240 


Send e-mail to: 
feedback@bradygames.com 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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